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many tim@S.did we die this time around? Dark Souls || N 
has a death eöunter, located in the one place in the game 

ch you'll always need to return, so-we could put a real 

L ‘here this time. But hot one of this,book'ssauthors dares 

Gok at that number, let alone print it. Evên armed with over two 

years worth of Dark Souls experience, death comes frequently. No 

matter how careful you aremthe game's core‘têrnptation to, explore 

„a little further, to gain a few more Souls, always.sinkstitstlaws in 
and"escapably drags you to your doom. =S 


You'll have an advantage, though. You can consult the maps in this 
book and read about future ambushes. You can cheéktthe item drop 
charts and plan the best order in which to hunt for e@f pent You 
can even get all of the Trophies/Achievements on your first play 
> through the game if you use all of the information at your disposal 
wisely enough. And patiently enouh staking care not to let that 
temptation win too often. t 
Soon, with a littlë help, you'll have the exact best armor forthe 
Equip Load you're aiming for, a set of Rings that you switch 
between depending on the area you're in and you'llhavé found 
= some favorite places from which to take unsuspecting Invaders by 
“surprise. And soon you'll have your own impressive death count, 
Doo, at there's not much we can do about that, This is Dark Souls, 
after al 


If you survive the Hollowiig that awaits and-happen to be prowling iN 
the Internet late at night then we'd love it if you'd get in touch with NE 
us and tell us what you‘think about this guide. There are many ways BN 
to do so, and, after spending so long exploring the many alcoves of 2 


Drangleic wejean't wait to hear your feedback — complaints, praise 
or otherwise. 


4 


CHAPTER OVERVIEW 


We've split the content of this book into four major chapters, designed to make it easy 
to find the information you need. The first chapter, Game System, contains all of the 
information about how the game works. Next there's the Area Guide, which takes you 
through the whole game area-by-area, with both a full area walkthrough and complete 
coverage of enemies that are new in that area. The Equipment, Magic & Items chapter, 
as you might expect, lists and details all weapons, armor, spells and items that can be 
found in Dark Souls Il. Lastly, there's the Extras chapter, where you'll find details on all 
NPCs, a complete Trophy/Achievement Guide and other bonus content. 


LORE 


The cryptic and deliberately muddled 
fragments of story that fill the Souls games 
can be hard to piece together. We've tried 
to include as much of Dark Souls II's lore 
as we could in this book, through printing 
all of the in-game item and equipment 
descriptions and including lore-based intros 
for each area and enemy. To make keeping 
track of the story even easier we've 
included a special index just for the lore 
entries relating to various characters and 
topics at the back of the book. 


VIDEOS 


As always with Future Press guides, 

we've made complete sets of videos that 
show the strategies we use in action. To 
see them, simply visit the Future Press 
YouTube channel, or search YouTube for FP- 
DKS2. You'll find videos for Boss strategies 
and walkthrough videos for each area, 
with more to come in the future. 


IMPORTANT: DATA & ACCURACY 


At the time this book was sent to print everything in it was checked in the latest 
possible release of Dark Souls II, but the team at From Software were still constantly 
updating and improving the game's balance. We've tried to reflect as many of their 
last minute updates as possible, but further updates will certainly come as patches 
to the game are released, so it is inevitable that some of the data and information 
in this guide will become less accurate over time. We made the (extremely tough) 
decision to include data that is potentially inaccurate, or will become inaccurate, 
because the changes From are making are very unlikely to be radical. Even after 
these changes, the information in this guide will still serve as generally correct 
guidance and will act as a base on which we can provide updates ourselves 

(at www.future-press.com) and upon which the online Dark Souls community can 


also build. 
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CHAPTER Ì 


Game System 

This chapter will introduce you to the rules of Dark Souls Il. Knowing these 
well will help you understand how to avoid some of the countless deaths 
that await you… or to at least understand how they could have been 
prevented. Ultimately, that is the difference between players who embrace 
their Souls, and those who crack and go Hollow. This chapter isn't just for 
new players, though. Returning veterans of the series will find that a number 
of things have changed and learning about the new and expanded systems 
early will ensure that you can spend more time killing Hollows and less time 
warming up by the Bonfire. 


Dark Souls veterans should look for this symbol: mn. It will allow you to 
quickly locate systems that have changed significantly in Dark Souls Il. 


GETTING STARTED 


This section will explain the details of starting a new character and choosing a gift. It will 
also cover the HUD and basic in-game menus. This includes information about things 
like status icons (so that you don't get petrified) and how to use the in-game explanation 
system in case you forget which symbol represents which stat (so you don't level up the 
wrong stat by accident!). 


CREATING A CHARACTER 


Character creation in Dark Souls Il allows you to customize your character's appearance 
and choose some basic gear and stats. 


Main Creation Options 


Ca Determines your starting equipment and stats 

ait Allows you to start the game with a special tem, 

Body Choose your gender, bulld and physique; these are aesthetic choices 
with no gameplay effects 

Faco ‘Set varlous options to control your face's appearance 


‘Advanced Settings _ Allows for more precise control over your character's appearance 


gits 


These starting gifts are extra items that you can receive from the Nothing Recelve no gift 
start of the game. You don't have to take one if you don't want to, Lito Ring This ring of old sight increases HP 
but there's no penalty for doing so. All of the items can be acquired 


through normal play as well, so don't worry about taking the wrong md Amen cn ot Frame Wa Hoke vad te Me: 
one. Healing Wares Various items used to cure polson and restore HP 

Homeward Bone Returns you to the last bonfire you rested at 
New players are advised to take the Healing Set for a boost early in Seed of a Tree of 

A seed grown fr Tr jf Giants. Inedible. 

the game. Advanced players may want to choose the Bonfire Ascet- Glants zak ghehe zò 
ic, which essentially sets a specific area to New Game+ mode. New Bonfire Ascetic Toss Into a bonfire to raise the strength of nearby foes. 
Game+ will be explained in more detail later, but it offers greater Petrified Something  À simple petrifled Iume. It may be of some use, someday. 


challenges and allows you to acquire some unique items. 


CLASSES 


Choosing a class in Dark Souls Il determines your starting 
stats and equipment — that's all. Any starting class can 
eventually use any weapon, armor or spell. You can even 


eventually max every stat if you so desire. Your starting er dierd Ee Z 8 8 5 LI u 5 5 5 
class just helps you begin playing with your desired style Knlght 13 12 6 7 4 " 8 9 3 6 
from the very beginning of the game. The only players Swordsman 2 4 EN e 9 16 6 7 5 
who need to give special thought to their starting classes Bandit un 9 7 n 2 9 14 3 1 8 
are those who want to stop leveling at a certain level for 
Cleric u 10 3 8 10 n 6 4 4 12 
PvP reasons, though the player matching system has Fan en 5 3 enn s ee 
been revamped to depend less on level in Dark Souls Il. nk, 2 
With that in mind, you should simply choose whatever Explorer 10 7 6 9 7 6 6 12 5 5 
class fits your desired playstyle and not worry about get- Deprived 1 6 6 6 6 6 6 6 6 6 
ting stuck with a style you don't like. 
Starting Equipment 
Class | Armor | weapons —_ |st jagi _ | Other 
Class Armor be: Weapons Shield E Magic 5 Other 
Standard Helmet, Hard Leather Armor, Hard Leather Broken Straight 
Wanlor____ Gauntets, Hard Leather Boots Sword in a 
Knight Falconer Armor, Falconer Gloves, Falconer Boots Broadsword None None Utegem 
Wanderer Hood, Wanderer Coat, Wanderer Manch- Scimitar+1, 
Swordaman ones, Wanderer Boots Shortsworda1 None None Lifegem 
Spiked Bandit Helm, Bandit Armor, Bandit Gauntiets, Hand Axe, 
Bandit _ganat gnotnon hee None Lfegem, Wood Arrows 
Cleric's Sacred 
Cleric Archdrake Robes Chime, None Heal Litegem 
Sorcerer's Soul 
Sorcerer ‚ Black Hollow Mage Robe, Imported Trousers Start, None Arvo Utegem 
Spell Quartz Ring, Litegem, Witching Urn, Aromatic Ooze, 
Traveling Merchant Hat, Traveling Merchant Coat, Trav- di 
Explorer Skog Merchant Gloves. Truvelng Merchant Boots Dagger None None Prism Stone, Rusted Coin, Repair Powder, Pharros' Lockstone, 
Deprived None None None None None 
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Warrior 

The Warrior's starting stats will enable you to 
use a variety of useful equipment quickly. You 
can immediately begin putting points towards 
using magic or increasing Vigor or Endurance. 
The Warrior's starting shield isn't great, but 
it's much better than nothing. The Broken 
Straight Sword, on the other hand, should be 
replaced immediately. Once you reach Ma- 
jula, you can pick up the Morning Star there 
as a better starting weapon. 


Knight 

The Knight is a solid choice for players who 
plan to focus on melee but also want to 
incorporate miracles at some point. This is 

a really solid starting class. You can level 
Strength and Dexterity to use a variety of 
weaponry with little difficulty, and you already 
have some Faith as well. The Broadsword 
will serve you well until you find a weapon 
you like better, but you will need to acquire a 
shield as a top priority. Consider buying the 
Silver Eagle Kite Shield in Majula. 


Swordsman 

The Swordsman starts with a lot of Dexterity. 
If you plan on using lighter weapons this is 
really useful, but beware of the Swordsman's 
very low Vigor. Until you put points into that, 
the Swordsman's HP will be extremely low. 
Low Vitality also means that it's difficult for 
Swordsmen to use heavy armor. On the 
other hand, the Swordsman starts with two 
pre-upgraded weapons. You will need to 
invest in Strength if you decide to use solid 
normal shields, but if you can get by with 
small shields this class might work well for 
you. 


Bandit 

The Bandit also starts with a lot of Dexterity 
and a good amount of Strength, but, unlike 
the Swordsman, the Bandit also has decent 
Vigor. On the other hand, the Bandit has 

the lowest amount of Intelligence and also 
low Attunement. If you never intend to use 
Sorceries or Hexes, this is not a bad class to 
choose. You'll need to raise Attunement a lot 
if you want to use Miracles or Pyromancies, 
though. The Bandit comes equipped with a 
Short Bow; this is an advantage in the game's 
first area, but other classes can pick one up 
quickly as well. 


Cleric 

The Cleric comes with enough Attunement 
and Faith for basic Miracles and also has 
decent Strength and Vigor for melee encoun- 
ters. You'll need to raise the Cleric's Dexterity 
if you want to use most weapons, though. 
The low Endurance can also make blocking 
and attacking a bit challenging. Consider 
raising Dexterity and Endurance early on. The 
Cleric starts with a Sacred Chime, but this 
isn't a big deal— there's a free one in Majula. 
Starting with the Heal Miracle is very nice, 
but try to find a shield quickly. 


Sorcerer 

The Sorcerer has good starting Intelligence 
and Attunement; this is the class to choose if 
you want to focus on Sorcery from the very 
beginning of the game. On the other hand, 
extremely low Strength and low Dexterity will 
make basic melee combat very challenging. If 
you don't improve your Strength quickly, you 
won't be able to use much more than your 
basic Dagger. Still, starting with a Sorcerer's 
Staff and Soul Arrow is a major boon early in 
the game. 


Explorer 

The Explorer starts as a jack-of-all-trades, but 
isn't particularly competent at anything. If 
you want to make a melee-focused character, 
you'll need to add Strength, Dexterity, and 
Endurance. If you want a caster, you'll need 
Attunement along with either Intelligence 

or Faith. The only real reason to start as this 
class is for the items, with the Pharros' Lock- 
stone being the most valuable of the lot. The 
Explorer does, however, come dressed in a 
very fashionable hat that provides an item 
discovery rate bonus; other classes can buy 
this early on. 


Deprived 

Deprived is a very unique class in that it 
starts at Level 1 with no equipment. It has 
a very balanced spread of stats and can 

be used to make a versatile character very 
quickly. The lack of a starting weapon makes 
this class a bit tougher for beginners. If you 
begin as Deprived, make sure to pick up the 
Dagger in Things Betwixt. From there, the 
weapons that you can use will be determined 
by which stats you choose to level. 
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SAVING & LOADING 


Dark Souls Il does not allow you to manually save. Any time something significant happens, 
the game will auto-save. The game will also periodically auto-save even when nothing is 
going on. This means that if you fight through a difficult level and lose against the boss, you 
can't just load a save file at the boss. You'll need to play through the level again. 


You can quit via the menu at any time; doing so will save your progress. When you load 
your game, your character will be in the same spot as it was when you quit. Additionally, 
enemies’ positions are now also saved. If you quit while surrounded by a mob of angry Hol- 


lows, you'll still be surrounded when you load. 


The only exception to this rule is boss fights. If you quit in a boss fight, you'll be placed out- 


side the boss’s room and the boss will be fully healed. Of course, any healing items that you 


used before you quit will be gone. There is little to be gained by quitting mid-fight against a 
boss unless you want to fight the boss again from full health 


ON-SCREEN DISPLAY 


The HUD will provide you with the vital 
information that you need in the heat of 
combat. If you want to explore your sur- 
roundings without the distraction, it can be 
turned off or set to automatically hide when 
you are not fighting (explained later in this 
section). Most players will want to keep the 
HUD on, however, as it is the only way to 
keep track of your status while remaining 
ready to guard or attack 


01 Health Gauge IM 

This represents your Health. When this bar 
drains completely, you'll die. Yellow seg- 
ments indicate Health lost in the enemy’'s 
current attack or combo. Red segments 
show how much Health you have remaining. 


When you die or are inflicted with Curse, 

a new stopping point will appear on the 
gauge. This indicates your new, reduced 
maximum Health. You can lose up to half of 
your maximum Health via death or Curse. If 
your Sin is high, however, you may lose even 
morel You'll need to use a Human Effigy to 
restore yourself to Human and regain your 
full maximum Health. 


02 Stamina Gauge m 
The Stamina Gauge tracks your ability to 
take actions. Running, rolling, back-stepping, 
bloeking, climbing quickly, casting spells and 
attacking all consume Stamina. When this 
gauge is empty, you won't be able to do any 
of those things until it begins to refill. While 
not displayed on-screen, negative Stamina 
values are also possible, 

Just like with the Health Gauge, the Stamina 
Gauge can be artificially limited. The Bleeding 
status will temporarily lower your maximum. 
Stamina and will be indicated by a new end 
point. 


03 Status Icons 

These icons represent any positive or 
negative status effects currently on your 
character. See Status Ailments and Status 
Buffs on PO26 for more information about 
negative statuses and status buffs. 


04 Left Hand Slot Ml 

This displays the weapon, spell catal 

or shield that is in your left hand. In Dark 
Souls |l, you can equip anything in either 
hand. You should decide based on your own 
preferences and the situation. You can cycle 
through up to three pieces of equipment 
per hand. A small “x” indicates that you 

do not meet the stat requirements to ef- 
fectively use the item. The small red gauge 
below the weapon icon indicates its current 
durability; the lower it gets, the closer it is 
to being broken. 


05 Right Hand Slot Ml 

This displays the weapon, spell catalyst or 
shield that you are currently using in your 
right hand. Remember that you can keep 
three equipped and cycle through them, 
but the weight of each piece counts toward 
your total (not just the current one). A small 
“x” indicates that you do not meet the stat 
requirements to effectively use the item. 
Note that any weapon can be used with 
equal effectiveness in either hand. 


06 Magic Slot 

If you have a spell attuned, the currently 
selected spell will appear here. This can 
be a Sorcery, Miracle, Pyromancy, or 
Hex. The number that appears is the 
remaining uses of the spell. If the icon is 
dark, you are either not using the correct 
catalyst or you do not meet the spell's 
requirements. 
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Quitting 

You may be tempted to bypass the 
game's auto-save feature by turning off 
the console or exiting without using 
the in-game menus; that is a bad idea. 
Although rare, there is a chance that 
your save file will be corrupted. If that 
happens, your character and all the 
work you put into it is gone. Always 
quit from the menu. 


07 Inventory Slot m 

Your character has ten “Belt” Slots in Dark 
Souls Il. Your Belt Slots contain items that 
can be used to create a special effect. For 
example, Lifegems will heal you over the 
course of a few seconds, This Inventory 
Slot indicates which item you will use if you 
press the Item Button. If you have multiple 
Items in your Belt Slot, the next item in the 
list will appear in a small box next to the 
Inventory Slot. 


08 Soul Counter 

This number represents the number of 
Souls that you currently have. Remember 
that, while this number will go to zero, your 
Souls aren't gone after dying once. They 
only disappear forever if you die again while 
trying to retrieve them. 


09 Status Resistance Meter 
When a status ailment is building up on 
your character, a bar will be displayed 
here. Red indicates build-up; when the 
bar becomes completely red, you'll be in- 
flicted with a bad status. Green indicates 
that you currently have a bad status; 
when the green bar drains completely, 
you will recover. See Status Ailments 

on PO26 for more information about the 
ailments, their symbols, their effects and 
how to recover more quickly. 


IN-GAME MENUS 


There are several menus in Dark Souls Il that you will need to use 
often in order to manage your character, write messages for other 
players, adjust game options or quit the game. 


Main Menu 

If you press the Menu Button while in control of your character, a 
menu will appear in the top left of the screen. While this menu is 
open, note that you won't be able to attack or block, but you can still 
move around. The options available here are: Equipment, Inven- 
tory, Player Status, Player Info, Message, Read History, Written 
History, Game Options, Screen Options and Quit Game. Many of 
these menus are self-explanatory, but remember that you can push 
the Help Button at any time to get a more detailed explanation of 

a menu item. This is really useful if you forget what a particular 
symbol means 


Equipment Menu m 

This is the most important and often-used menu in the game. The 
top left section shows your currently equipped right hand weapons, 
left hand weapons, and your currently equipped Rings 

Below that is your currently equipped armor and the amount of time 
remaining for your torch. On the bottom left are the items currently 
equipped in your Belt Slots. To the immediate right of the Belt Slots 
are slots for arrows and bolts 


The right side of the Equipment Menu displays the Status Pane jn 


When you have a currently equipped piece of equipment selected, 
the Status Pane shows the equipment’s stats in white numbers and 
the boost it receives from your characters stats in blue 

You can press the Switch Button to see your player status as well 


In the bottom right of the screen, just above your Soul Counter, 
your current and maximum Equipment Burdens will be displayed. 
The percentage of your maximum Equipment Burden that you are 
currently using is displayed as well; this is vital for determining your 
roll speed. 


Pressing the Confirm Button on a currently equipped item will bring 
up your Inventory Pane for that item type. As you highlight different 
items, the Status Pane on the right will display the difference in 
performance between the two items. Numbers that don't change 
will be listed in white, numbers that become worse will be listed in 
red, and blue numbers will be used to represent numbers that im- 
prove. You can swap the item by pressing the Confirm Button while 
highlighting the new item that you want to equip. 


Gesture Menu m 

Pressing the Help Button while not in a menu and in control of your 
character will open the Gesture Menu. You can select or change 
your Gestures here. A Gesture is a short animation that you can use 
to communicate with other players; whether that means greeting 
them or taunting them is completely up to you, Note that in Dark 
Souls II, you can cancel your Gesture at any time. If you bow and 
someone attempts to Backstab you, feel free to say “hello” via your 
sword instead! 
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GAMEPLAY ELEMENTS 


Dark Souls Il is a very complicated game, but this section will make things easier to under- 
stand. Read onward to become acquainted with exploration and combat in Dark Souls Il 


GAME FLOW 


First, let's go through the way the game progresses and is struc- 
tured, 


Cut-scenes 

Occasionally, a special event will occur and a set scene will be dis- 
played. This is most commonly used to introduce a powerful boss. 

While these events cannot be paused, they can always be skipped. 


Open World Structure 

The small coastal village of Majula will serve as your main hub in 
the world, but many of the areas are connected and you can travel 
to most of them on foot. There are four main bosses to defeat from 
the beginning of your journey, and you can face them in any order 
you like, but you'll need to defeat some bosses in order to reach 
new areas on your way towards each of these four main bosses. 
This guide’s walkthrough provides a recommended path, but you 
can (and should!) freely choose a different path if you encounter dif- 
ficulties. You'll find items and gain levels that will help you through 
the section that was too hard. 


Messages 

You'll occasionally see glowing letters on the ground. You can inves- 
tigate these to read messages left on the ground by other players. 
Often, these messages will contain a useful hint. Sometimes they'll 
be a funny observation or just random nonsense. And, from time to 
time, some messages will intentionally try to deceive you. Consider 
each message carefully. 


Souls & Dying 

Souls are gained by killing enemies, using special Consumable Soul 
items, or selling items to a merchant named Gavlan. You can spend 
Souls to level up, buy items, or upgrade equipment. Some spells 
also use Souls to increase their power. If you die, you'll drop them 
all and leave them in a Bloodstain, but if you can reach the Blood- 
stain without dying again you can retrieve them. 


If you die a second time without reaching your Bloodstain and 
activating it, you'll lose those Souls forever. There is one thing you 
can do to protect yourself in that case, though. If you equip a Ring 
of Life Protection, your Bloodstain will not disappear even if you die. 
Just remember that the ring only works once before breaking 


If you have a lot of Souls in a Bloodstain but you are worried about 
dying, use a Homeward Bone to go back to the Bonfire and heal up 
before trying again. If you don't have a Homeward Bone, you can 
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always use your Dark Sign as a last resort. You'll sacrifice your cur- 
rently held Souls, but you won't lose your Bloodstain. 


Health & Dying IM 

Death in Dark Souls 2 is much more punishing than it was before. 
Now, you'll lose a bit of your maximum HP with each death in a 
process called Hollowing. If you haven't Sinned by murdering NPCs 
or invading and killing other players, then this penalty will stop 
increasing at around 50% of your maximum HP. The more Sins you 
accrue, the higher the maximum penalty will become. 


To regain your lost maximum HR you must use a Human Effigy. This 
will remove the penalty and begin the process once more. If you 
don't have any, or don't want to use your Human Effigies, equipping 
the Ring of Binding will limit the amount of maximum HP that you 
lose due to Hollowing. 


Traversing the Mist m 

Scattered throughout the world are Fog Gates, doors covered in 
white mist. You'll need to press the confirm button in front of the 
gate to pass through. If you press confirm a second time while in 
the process of passing through the gate, you'll cancel the action. 
Being hit will also stop you from entering, so either kill nearby 
enemies or at least lure them away. 


Fog Gates play a couple of important roles. They mark the entrance 
to a new area, and occasionally stronger foes. Their more impor- 
tant role is in multiplayer; Fog Gates serve as the boundaries of a 
multiplayer area. Whether during a co-op session or PvP battle, Fog 
Gates cannot be passed during a multiplayer event. The only excep- 
tion is the Fog Gate that leads to a boss. If a Host player passes 
through a Boss Gate, any active Invaders are returned home. Co-op 
phantoms may only pass through a Boss Gate after the Host enters. 


These rules apply when summoning NPC phantoms as well, even 

if you are offline. If you are the Host and you want to cancel co-op 
multiplayer, you can use the Black Separation Crystal to send allied 
phantoms home and make Fog Gates passable. You cannot termi- 

nate a PvP session in this manner. 


Bonfires 

Bonfires are extremely important checkpoints. If you die, you will 
respawn at the last Bonfire you rested at. Resting at Bonfires 
heals you and refills your Estus Flask uses, It also respawns most 
enemies, though, so think carefully before you decide to rest. You 


can light a Bonfire without resting at it, and it's always a good idea 
to light any Bonfire you come across for this reason. 
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Resting also cures many of the harmful status ailments you might 
be afflicted with, such as Poison, and in some cases it will be worth 
resting just to take advantage of this. Another important and benefi- 
cial effect of Bonfires is that they repair all of your equipment that is 
not completely broken. Any item that is completely broken will need 
to be taken to a Blacksmith. 


Bonfire Options 


Travel Allows fast travel to lit bonfires 
Attune Spells Equip spelis 

Bum Burn items for special effects 
Item Box Store and retrieve items 
Travel 


This option allows you to travel to any Bonfire that you have lit 
throughout the game. This is available from the beginning of the 
game and is obviously very helpful. You'll often use this to go back 
to Majula for supplies or to upgrade equipment. You should also con- 
sider using this if you find an area that is too difficult. Travel around 
and try a different path for a bit. Beware that traveling will cause you 
to lose any temporary buffs that you may have applied to yourself or 
your weapons, however. 


Attune Spells 

The Attune Spells option lets you select which spells to equip. 
Remember that in order to attune a spell, you'll need an Attunement 
Slot. That means you need at least ten points in Attunement, or 
you'll need to equip a Southern Ritual Band. 


Burn Ml 


The Burn system is a new mechanic in Dark Souls Il. There are three 
objects that you can burn in a Bonfire: Human Effigies, Sublime 
Bone Dust and Bonfire Ascetics. 


Human Effigies can be used as normal items to recover from Hol- 
lowing, but they can also be burned in a Bonfire to greatly reduce 
the risk of Invasions. Burning a Human Effigy will lower your priority 
in the PvP match-making queue. Note that this doesn't prevent Inva- 
sions completely; it merely temporarily lowers the likelihood that 
you will be Invaded. If you are planning to face a difficult boss but 
you're worried about being Invaded, consider burning an Effigy. 


Sublime Bone Dust can be burned to upgrade your Estus Flask. It 
can only be burned in the Far Fire in Majula, but doing so perma- 
nently increases the amount of Health gained from each dose of 
Estus in your Flask. This item has no other use and the effect of 
burning it is highly desirable — burn this every time you acquire one. 
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Bonfire Ascetics are the final Burnable item. Burning an Ascetic 
permanently increases the difficulty of the surrounding area. The 
enemies become stronger and have more health. Additionally, 
some new enemies will spawn. This is almost exactly like being in 
New Game+, but only in a specific area. Check the section on New 
Game+ and Bonfire Ascetics on P028 for more info. 


Item Box 

You can store any unneeded items in the Item Box to retrieve later. 
Unlike in the first Dark Souls, this functionality is available from the 
beginning of the game. Use this to store items that you don't want 
to sell to Gavlan 


Emerald Herald 

You'll find the Emerald Herald in Majula, standing watch by the 

Far Fire Bonfire, She will help you in various ways, not the least of 
which is through providing you with your only means of leveling up. 


Emerald Herald Options 


Level up Spend Souls to level up 

Upgrade Estus Flask Glve the Herald an Estus Flask Shard to upgrade your Flask 
Talk Talk with the Herald 

Leave Quit speaking to the Emerald Herald 


Level up 

Leveling up is one of the most important ways to gain power. Speak 
with the Emerald Herald to spend Souls in exchange for levels. Re- 
member, though, that it costs more to level up the higher your level 
is. Spend your levels wisely! 


Upgrade Estus Flask m 

In Dark Souls Il, the Estus Flask that you first receive from the Her- 
ald can only be used one time before you need to rest at a Bonfire 
to refill it. By finding Estus Flask Shards that are hidden throughout 
the world, you can increase the number of uses. If you find an Estus 
Flask Shard, bring it back to the Emerald Herald as soon as possible, 
and she’ll strengthen your flask. 
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EXPLORATION 


Dark Souls Il is a game steeped in combat and character-building, this much is true, but 
perhaps the most important element of the gameplay is the exploration. You may find 
a powerful item or a useful shortcut, or you may discover an enemy trap. If you explore 
carefully, you'll find that you can thwart most enemy ambushes before they begin 


Interaction 

There are a variety of objects throughout the game that will allow you to interact with 
them. Switches, levers and doors are just the beginning. You'll also find more sophisti- 
cated mechanisms, like Ballista that can be used to eradicate bad guys… or good guys, 
if that's how you want to play it! Just approach an object that allows special interaction 
and the game will display guide information. 


Breakable Items 

Some objects in the game world can be broken. These include things like barrels, win- 
dow shutters, doors, and even the tip markers that line your path in the tutorial! Always 
look for ropes to cut and boxes to crush; you never know where you'll find something 
useful 


Be careful, though. Breaking some objects will put you in danger. For example, prisoners 
are sometimes better left in their cages. Another example would be black powder bar- 
rels; they will explode if you hit them with a heat source. You can still use these to your 
advantage, though, as enemies are often capable of destroying objects as well. If you're 
clever, you can trick your enemies into defeating themselves. 


Pillaging Bodies 

You'll often encounter dead bodies scattered about the landscape during your quest 
Sometimes, these bodies will have valuable items for you to loot. You'll see a blue glow 
on the bodies if they have treasure. 


Iron Lockboxes 

Iron Lockboxes generally contain useful items. You must stand in front of them and 
press the displayed button to open them. Iron Lockboxes cannot be broken and are 
often home to really useful treasures. 


Wooden Treasure Chests m 

Wooden chests are very similar to lron Lockboxes, but attacking wooden chests will 
cause them to break, along with the item inside. Instead of a nice treasure, you'll only 
receive “Rubbish.” 


Mimics 

Mimics are enemies disguised as Wooden Chests and Iron Lockboxes. If you atternpt to 
open them normally, you will be eaten and likely killed. Striking a Mimic will allow you to 
avoid its ambush, but this is risky if you don't know which chests are Mimics, as attack- 
ing a normal Wooden Chest will mean that you lose out on some treasure. 


Fortunately, Mimics do not change position. You can consult the map and walkthrough 
to identify which chests to attack. If you examine a Mimic closely, you'll also realize that 
their teeth are visible even when they are closed. If you don't know if you are dealing 


with a Mimic or simply don't want to fight it, 
you can use a Lloyd's Talisman to put the Mimic 
to sleep and safely steal its items. 


Locked Doors 

Some doors are locked and can't be opened 
normally. In these cases, you'll often need to 
find the key that fits the lock. Sometimes, doors 
won't open from a specific side; you'll either 
need to go around or have someone open the 
door from the other side. Some locked doors 
are very worn down and can be broken. When 
in doubt, try to hit the door a few times to 
check. 


The King’s Doors m 

You will occasionally find large sealed doors 
decorated by a special crest. These doors will 
prompt you to “Produce the Symbol of the 
King” If you equip the King's Ring, the doors 
will open and allow you to pass, but it may be 
quite some time before you can actually acquire 
the King's Ring... 


Hidden Doors 

Some walls, though they may look 
completely normal and inconspicuous, 
will actually move upwards to reveal a 
hidden door if you interact with them. 
These can be hard to find, because usually 
there are only the subtlest of clues to their 
existence, but if you think there might be 
a hidden room in an area then it can be 
worth trying to interact with solid-looking 
walls in case there's a nice surprise behind 
them. 
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Breakable Walls 

Some walls in Dark Souls Il can be broken. Usually, this will just require a few normal 
attacks. Other times, an explosion will be needed. If you see explosive barrels near a 
suspicious wall, try detonating them with a fire attack. 


You'll need to use your eyes and your mind to find these secrets on your own. If you're 
playing online, other players may leave messages to help you. Of course, you could just 
consult the maps in the Area Guide chapter of this book 


Traps 

The world of Dark Souls Il is a world filled with traps; often, these traps are far more 
deadly than the enemies around them. Beware of raised pressure plates that can spring 
arrow traps, levers that free imprisoned foes, and the ever-popular large rolling boulders. 
Keep an eye on your surroundings; if something seems odd, it's probably trying to kill 
you 


Hazards 

The hazards of Drangleic are too numerous to count, but when you come across some- 
thing dangerous in the environment, remember that it's likely dangerous to the enemies 
as well. For example, jars of poison will cause large problems for you if you break them 
open, but tricking the enemy into doing so can kill two birds with one stone. Pitfalls are 
an ever-present danger, and you'll often find yourself battling tough foes near a perilous 
drop; remember that gravity affects the enemies as well. It may be a surprise indeed, 
but you never know when a bold jump will help you fend off your Soul-starved enemies. 


Pharros’ Contraptions m 

In your quest, you'll see this odd face-like symbol many times; these trick devices are 
attributed to the great inventor Pharros, who wandered the land helping those in need. 
You'll need a Pharros' Lockstone to activate these contraptions, and your Lockstone will 
be consumed upon doing so. It's usually worth the exchange, though, as there is often 
useful treasure or something of even greater importance hidden there. 


Using a Pharros’ Lockstone will often highlight a 
section of a nearby wall with a ghostly face, and 
if you strike that part of the wall, a secret door 
will be revealed that you couldn't access in any 
other way. The ghostly face won't go away, so 
you're not obliged to hit it immediately, just in 
case you suddenly have more important things 
to deal with. Some Pharros' Contraptions will 
also activate traps or environmental features, 
so they do not always provide you with items 
These can still be useful, however, 
and while Pharros’ traps can be lethal to you 
as you explore, they can also be just as lethal 
to invading opponents who aren't expecting 
them… 


Pharros and the Rat King 

Servants of the Rat King's Covenant 

will have opportunities to receive many 
Lockstones; if you're looking to trigger 

all of the Pharros contraptions, consider 
offering your services to the King of Rats. 
See P421 for more details on how and 
where to side with the Rat King. 


CHARACTER CONTROL 


Mastering the controls in Dark Souls Il might save you a broken 
controller or two; being able to execute your tactics the way you 
envisioned them is key to not losing your cool. 


Lock-On 

Click the right stick (or the key assigned to lock-on on PC) in order 
to focus on a nearby enemy. If there are multiple enemies present, 
you can then switch between them by moving the right stick. If 
there are no enemies nearby, this will orient the camera to face in 
the same direction as your character. If you click the right stick while 
already locked-on, you'll break your lock-on. 0 


Locking-on to enemies can help you keep the camera on them 

and aim your attacks, but there are plenty of occasions when not 
locking-on is a much better choice. For example, fighting near ledges 
with lock-on can be risky, as your camera and your movement ori- 
entation are influenced by the enemy. Fighting small or agile foes is 
another example; the default aiming of your weapon's attacks while 
locked-on may be insufficient. Consider breaking lock-on and aiming 
the attacks manually by moving the camera. 


Camera 

When you are not locked-on, you can control the camera freely 
using the right stick (or the mouse in the PC version of the game). 
You can and should use this to examine the environment very 
closely. The camera helps to determine your movement controls as 
well. If the camera touches a wall, the camera will be automatically 
adjusted by default; if you don't like that behavior, there is an option 
called “Camera auto-adjust” in the Game Options. Turn it off if you 
are having visibility or control issues caused by the camera in small 
spaces. You can also adjust the Camera sensitivity or flip the axis 
controls if you like. 


Quick Camera Tum 

As previously mentioned, clicking the right stick will immediately 
reset the camera to face the same direction as your character. By 
default, the y-axis will also be reset, but you can disable that in the 
Game Options menu. Quickly turn and use this feature when you 
hear a suspicious noise behind your character! 


Rolling 

Press the Roll Button while holding a direction on the left stick (or a 
key bound to movement on PC) in order to perform a quick evasive 
move. Rolling costs Stamina but is an excellent defensive technique. 


Rolls possess a unique property referred to as invincibility frames 
(i-Frames). This means that for a short period of your roll, you will 
be completely invincible — nothing can hit you. That might sound 


14 __DARK SOULS II COLLECTOR'S EDITION GUIDE 


extremely powerful, and it is, but one of the major changes in Dark 
Souls Il is an overall reduction in i-Frames during rolls. Avoiding 

an attack by rolling now requires either very precise timing, good 
movement, or both. 


New players will often instinctively roll away from an enemy’s 
attack, and this is sometimes desirable. This isn't always the best 
method, though. Actually rolling towards and through an enemy's 
attack using your i-Frames can make quick attacks easier to dodge 
and will leave you in a better position to retaliate. Experiment with 
rolling forwards, to the side, and backwards if you are having trouble 
dodging or finding a chance to attack after doing so. |» 5 


Backstep 

Press the Roll Button when not holding a direction to backstep. The 
distance of your backstep is not great, so this is a situational eva- 
sive technique. If you are at the edge of your opponent's range, a 
backstep may be enough to dodge. This isn't going to be your main 
defensive technique against computer-controlled enemies, but it can 
be extremely useful against other players. One of the key points is 
that you recover from a backstep much quicker than a roll, and that 
can give you a big advantage. Backsteps also take less Stamina to 
execute. 


Dashing 

Hold the Roll Button and move to dash instead of walking. This 
constantly drains Stamina, but is much faster than walking. Dark 
Souls Il has a new feature that allows you to dash freely even when 
loeked-on to the enemy, and this can be very useful for positioning 
against large bosses. 


Dashing Jump & Roll m 

While dashing, you can perform a short jump that is useful for 
erossing small gaps. In Dark Souls Il, you can now assign a button 
to use for this in the Game Options. For Dark Souls veterans it may 
be difficult to get accustomed to using a new button for jumping, 
but it will mean that you can reliably perform the jump instead of 
accidentally rolling. Also, you can roll while dashing as long as you 
have the jump assigned to a different button. Finally, returning play- 
ers should note that now the jump can be performed much more 
quickly; as soon as the dash begins, you can jump. 03] 


Falling 

Falling too far in Dark Souls Il will cause you to take damage and 
potentially die. Falling can‚ however, also be used to escape from 
enemies or take some pretty amazing shortcuts. There are a num- 
ber of pieces of equipment in the game that reduce fall damage, 
and these are well worth seeking out. Using those effects, you may 
be able to get the drop on other players — literally. 


LEVELING UP & STATS 


You can increase your level by speaking to the Emerald Herald near 
the Bonfire in Majula. You'll need to pay Souls to do so, and each 
additional level will cost more Souls. When leveling up, you can 
choose one stat to increase from the list of available stats. Each 
stat can give you different benefits and allow you to use different 
equipment more effectively. Essentially, your stats define what your 
character can or can't do. If you want to use a massive Greatsword, 
you'll need Strength. If you want to attack with a Katana, you'll need 
Dexterity to deliver graceful strikes powerfully. 


You can preview your level gains before confirming them; watch 
the Attributes pane closely to observe the effects your changes will 
have. Remember that blue numbers represent increases. You can 
push the Help Button at any time if you forget what a symbol or ab- 
breviation means. We'll go through each stat that can be increased 
here to give you an overview of the benefits they bestow. 


VIGOR 


Inereasing your Vigor will raise your maximum HP which, as you 
may imagine, is very useful. Other stats increase HP slightly, but 
Vigor gives a much larger increase. Vigor also increases your natural 
Petrify Resistance. Note that early in the game, increasing Vigor 
provides more survivability than increasing Vitality to wear heavy 
armor, but at high armor upgrade levels and high HP levels Vitality 
can surpass Vigor. 


HP Increase per Point of Vigor 


Points of Vigor <20 
HP added per point 30 20 6 
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Increasing your Endurance will raise your Stamina. This will allow 
you to attack more times in succession, block more attacks without 
resting your guard, roll more often and run farther. 


Stamina Increase per Point of Endurance 
Polnts of Endurance <20 >=20 
Stamina added per point 2 1 


Endurance will also increase your Physical Defense; this will help 
you take more hits in melee without dying. This component of 
Endurance is more valuable for heavy armor users than light armor 
users, as heavy armor typically scales a lot more with Physical 
Defense than light armor does 


Endurance also has an interactive effect with Adaptability. Raising 
the two stats at the same rate will give you natural Poise. For ex- 
ample, if you have 10 Adaptability and 10 Endurance, adding 1 point 
to Endurance will not increase your Poise. On the other hand, if you 
have 11 points of Adaptability and 10 points of Endurance, adding 1 
more point of Endurance will increase your Poise. Raising the lower 
of the two stats will result in a natural Poise increase. This Poise 
increase by itself is not particularly powerful, but be aware that the 
value of each point of Endurance does depend somewhat on how 
much Adaptability you have. 
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The primary effect of Vitality is to increase your Equip Load. A high value for Equip Load 
will allow you to move quickly while using heavy weapons and armors. See P20 later in 
this chapter for a full explanation of Equip Load and Movement. Vitality also increases 
your Physical Defense and Poison Resistance. 


Equip Load Increase per Point of Vitality 
<29  >=30,<49 >=50,<70 >=70, <98 =98 
15 10 05 0.5 (per two points of Vitality) 05 


Vitality is your second major defensive stat. As previously mentioned, the HP granted 
by Vigor will provide more survivability than Vitality when you are using non-upgraded 
armors, but Vitality becomes a lot more valuable when you have access to fully up- 
graded heavy armors. In addition to increasing your ability to survive hits, heavy armor 
also provides Poise „You'll need to experiment with Vigor and Vitality to find out 
what ratio works best for you 


BB ATTUNEMENT Mi 


Attunement determines how many Spell Slots you have; Spell Slots are required to 
equip Sorceries, Miracles, Pyromancies and Hexes, so you'll definitely need to raise this 
stat if you want to use magic. 


Attunement Breakpoints for Spell Slots 
<10 1012 1315 1619 20-24 2629 3039 4049 5059 60-M 7509 
0 1 2 3 4 5 6 Ld 8 9 10 


Spell slots can also be gained by equipping certain items. Remember, though, that you 
can only equip one of a particular ring at a time. For example, you cannot equip a South- 
ern Ritual Band and a Southern Ritual Band +1 at the same time. 


Increasing Attunement also markedly increases your Cast Speed. Other stats also affect 
Cast Speed, so determining how much speed you'll gain per point of Attunement is not 
so simple, In principle, though, Attunement has the greatest influence on Cast Speed of 
all your stats — its effect is roughly double that of Intelligence or Faith on Cast Speed. 


Attunement has a couple of other minor effects, as well. It increases your Curse Resis- 
tance, which will help you remain at maximum HP by resisting the Hollowing Curse. 

Ît also increases your Agility slightly, which improves the speed at which you can use 
items and perform some actions. Finally, Attunement has a hidden effect — increasing it 
will increase the number of times you can cast each of your spells! The amount of the 
increase varies by spell, but this is another excellent reason to raise Attunement if you 
like to use spells, 


Ei STRENGTH Ml Spell Slots via Equipment 

Strength is one of your primary melee damage stats. All weapons require some amount Southem Ritual Band 1 
of Strength in order to be used effectively; some require a small amount, and some ‘Southem Ritual Band +1 2 
require a lot. See P21 for information on Required Parameters to understand how these Southem Ritual Band +2 3 
requirements work. Black Witoh Hat d 


Increasing your Strength raises your “Physical Attack: Strength” stat. When calculating 
how much damage your attacks will do, the game multiplies this attack value times a 
hidden modifier that depends on your weapon. See P21 later in this chapter for more 
information on Parameter Bonuses if you want the details on this system. The simplified 
explanation is that increasing your Strength will raise the amount of damage you do with 
weapons like Swords, Axes, and Hammers. You'll see your greatest attack gains from 
30 to 40 points of Strength, so 40 is recommended for many builds relying on Strength- 
based weapons. 


Strength-based Attack Power Gains 
“Pointsof Strength 1 10 20 30 40 50 60 70 20 90 90 
„Total Attack: Strength Bonus _ 50 57 80 _ 102 140 155 162 170 186 192 200 


Strength also boosts your Physical Defense; consider this a useful bonus for a melee 
fighter. The primary reason for increasing Strength is to be able to effectively use large 
weapons and Greatshields. One important thing to note is that holding your weapon 

in two hands doubles your effective Strength for the purposes of meeting Parameter 
Requirements. For example, a Longsword requires 10 Strength to be used in one hand, 
but you can use it in two hands with only 5 Strength. 
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DEXTERITY IM 


Dexterity is the other main melee damage stat. Just like with Strength, your weapons 
also require a specific amount of Dexterity to be usable. Unlike with Strength, holding a 
weapon in two hands does NOT help you meet the Dexterity requirement. 


Inereasing your Dexterity raises your “Physical Attack: Dexterity” stat. Weapons that 
scale with Dexterity will apply this as a damage bonus on your attacks. Just like with 
Strength, you'll see your greatest attack increases between 30 and 40 points of Dexter- 
ity. 40 Dexterity is therefore recommended if you use a weapon with high Dexterity 
scaling. 


Dexterity-based Attack Power Gains 
10 20 30 40 50 60 70 80 9 
67 80 102 140 156 162 170 1856 192 200 


Dexterity also boosts your Physical Defense; once again, this should 
be considered a perk for melee-oriented characters. It's not the 
main purpose of increasing Dexterity, but it is a nice bonus. 


One final property of Dexterity is an increase to your Poison Bonus 
and your Bleed Bonus. Those bonuses will improve the damage 
done when you cause Poison and Bleed status ailments to enemies. 
You won't get any benefit from these if you don't use attacks that 
can cause those statuses, though. 


7 ONECTNE 


Adaptability is a new stat in Dark Souls Il. It is a complicated stat 
with numerous effects — how valuable it will be to your character 
depends a lot on what other stats you raise and what equipment 
you use. First, Adaptability raises HP slightly, as all stats do. It also 
increases your Poison Bonus slightly. If you use a Poison-infused 
weapon, you'll get a small offense boost from Adaptability. On the 
defensive side, Adaptability raises all of your status resistances. 
So if you put points into this stat, you'll be more difficult to Poison, 
Bleed, Petrify, and Curse. 


Adaptability's primary effect, though, is to raise your Agility. Agility 
boosts the ease of evasion and other actions. This allows you to do 
things like drink Estus faster. The difference between drinking Estus 
on a base Agility character and a max Agility character is almost half 
a second. If you are having difficulty finding time to heal in boss 
battles or PvP invasions, Adaptability can help. Note that Adaptabil- 
ity does NOT improve Parry speed. 


Finally, Adaptability has an interactive effect with Endurance that 
can create natural Poise. Raising the two stats at the same rate 
will give you natural Poise. For example, if you have 10 Adaptability 
and 10 Endurance, adding 1 point to Endurance will not increase 
your Poise. On the other hand, if you have 11 points of Adaptability 
and 10 points of Endurance, adding 1 more point of Endurance will 
increase your Poise. Raising the lower of the two stats will result in 
a natural Poise increase. 
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INTELLIGENCE Ml 


Intelligence increases the power of your Sorceries by increasing your Magic Bonus. 
It also slightly impacts your Cast Speed. This is a very useful stat for anyone who will EN 
rely on Sorcery. Each point of Intelligence from 10 to 20 gives massive returns in Magic N 
Bonus; a bare minimum of 20 Intelligence is highly recommended for using Sorceries 

If you decide to go beyond 20, don't stop again until 40, though, as the retums between 
20 and 30 are terrible. 


Intelligence-based Magic Power Gains 
Points of Intelligence 1 10 20 30 40 50 60 70 go 90 
Total Magic Bonus 50 53 106 10 140 155 162 170 185 192 200 


Intelligence also contributes to your Fire Bonus, along with Faith. Raising either Faith 
or Intelligence will slightly increase your Fire Bonus, but this is not an interactive effect; 
you can level one or the other and still get the boost. 


For Dark Bonus, however, you need to level BOTH Intelligence and Faith. If you want to 
increase your Dark Bonus, raise whichever stat is lower between Faith and Intelligence. 
Finally, Intelligence impacts your Magic, Fire, and Dark Defenses. Having these boosts 
will help you out in battles with other spell casters, but note that Intelligence does not 
provide any Physical Defense, so melee combat can be risky. 


FAITH IM 


The primary effect of Faith is to increase your Lightning Bonus; like Intelligence, it 
also impacts Cast Speed. If you are using Miracles or Lightning-infused weapons, 
Faith is a great stat to increase 


Faith-based Lightning Power Gains 
Points of Fath 1 10 20 30 40 80 90 
Total Ughtning Bonus 50 57 80 102 140 156 162 185 192 200 


Faith contributes to your Fire Bonus, along with Intelligence, and, in conjunction 
with Attunement, increases the amount of spells uses you have. It also affects your 
Dark Bonus, and you'll need to level both Intelligence and Faith to take advantage of 
this, because it's an interactive effect. So if you want to increase your Dark Bonus, 
raise whichever stat is lower between Faith and Intelligence. 


Faith increases Fire, Lightning, and Dark Defense while also boosting Bleed Resis- 
tance. More importantly, Faith also increases Bleed Bonus; this might be a boon to 
you if you want to use a build with Faith and Dexterity. 
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DYING & HEALING 


There are a few things about dying and recovering lost Health that 
may not be apparent to new players, so we'll go into detail on the 
topic here to make sure you understand what happens when you 
die and how you can regain your precious health. 


HUMAN EFFIGIES Ml 


Consumable Humanity is gone in Dark Souls Il, and replaced with 
the new Human Effigy system. When you die, the Hollowing 
process begins to affect you, causing your maximum HP to get a 
little lower with every death. Using a Human Effigy will completely 
restore your lost HP. Additionally, you can't summon assistance 
while Hollowed. Unlike in the first Dark Souls, however, you can be 
invaded while Hollowed — there is no advantage to not being in Hu- 
man form outside of specific equipment bonuses. 


If PvP invasions are a major concern for you, you can Bum a Human 
Effigy in a Bonfire. This will temporarily reduce the likelihood of 
being invaded, though it won't completely prevent invasions from 
happening. 


ESTUS FLASKS IM 


Estus Flasks are used for healing. You'll receive your Flask from the Emerald Herald 
in Majula, At first, however, you will only be able to use it one time before need- 
ing to refill it at a Bonfire, and it will heal a very low amount. There are two ways to 
increase the power of an Estus Flask: Estus Flask Shards and Sublime Bone Dust. 


Giving Estus Flask Shards to the Emerald Herald will increase the number of times 
you can use your Estus Flask before needing to rest at a Bonfire. You'll need to 
find the Shards first, though, as they are scattered throughout the world. You can 
give the Herald up to eleven Shards; after doing so, your Estus will be usable up to 
twelve times without resting. 


Sublime Bone Dust can be Burned in the Bonfire in Majula to increase the amount 
that your Estus Flask heals. You can repeat this process up to five times, resulting in 
an Estus Flask +5. As you might expect, you must find the Sublime Bone Dust that is 
scattered throughout the world; it is often guarded by a fearsome enemy. 


LIFEGEMS Ml 


Lifegems are a new type of healing item in Dark Souls Il. They can be bought or 
found in a number of places throughout Drangleic. Lifegems are faster to use than 
Estus Flasks, but they heal you more slowly; each Lifegem will heal you over a pe- 
riod of time. They can be very useful for using a healing item quickly, but be warned 
that you'll need to wait before the healing is completed. Also, unlike Estus, these 
are consumed on use. If you want more, you'll have to find or buy them! 


Estus FLask Healing 


Duration Amount Healed 
Estus Flask 2 seconds 650 
Estus Flask +1 2 seconds 600 
Estus Flask +2 2 seconds 650 
Estus Flask +3 2 seconds 700 
Estus Flask +4 2.5 seconds 750 
Estus Flask +5 2.5 seconds 800 


Lifegem Healing 


Name Duration 

Lifegem U seconds 500 

Radlant Lifegem 19 seconds 850 

Old Radlant Utegem 29 seconds 1300 
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INVENTORY & EQUIPMENT 


Inventory management is not the sexiest topic in the world, but 
there are some key game concepts related to items and equipment 
that can make a huge difference to your success in Dark Souls Il 
Understanding topics such as Required Stats and Equip Load is very 
important just to be able to attack and move around effectively! 


INVENTORY BASICS 


The first point is to comprehend what sort of information you can 
find in your inventory screens and how they can be managed, so 
that's what we'll look at here 


Keys 

As you progress through the game, you will occasionally find locked 
doors, which prevent you from progressing. You'll need to explore 
Drangleic carefully to find the keys needed to unlock the doors. 
When you do, they will go into the key section of your inventory. 
Check the descriptions there to determine which doors they will 
unlock. Some items count as keys even though they may not look 
like keys, which is another reason to pay close attention to the items 
in this section of your inventory. 


Equip Load IM 

Equip Load refers to the maximum amount of weight that your 
character can carry. The amount of weight you are carrying is com- 
pared to the maximum amount that you can carry to determine how 
quickly (or slowly) your character can move and roll. For example, 

if your Equip Load is 40.0 and you equip only a Dagger, you'll have 
an Equip Ratio of 1,3%, That means that you are only using 1.3% of 
your maximum Equip Load. You'll roll very fast. If, on the other hand, 
you equip a Giant Warrior Club, you'll have an Equip Ratio of 75.0%. 
You'll roll much more slowly. 


Dark Souls Il uses a much smoother continuum of roll speeds than 
the original Dark Souls did, but do be careful of going over 70,0% 
Equip Ratio — doing so will cause a noticeable drop in roll speed. 
You can have exactly 70% Equip Ratio without having this issue, 
but 70.1% will slow you down „ Remember that even 
though you may not notice a difference between lower ratios, it 
does exist. If you reach 120% of your maximum Equip Load, you 
will barely be able to move at all; you'll be completely unable to roll 
or run. 


If you want to improve your Equip Ratio, there are four main ways to 
do it. The first is by replacing heavy armor with lighter armor (or re- 
moving armor pieces altogether). The second 
is to use lighter weapons or shields, The third 
is to level up and increase your Vitality to raise 
your Equip Load, Finally, there are a number 
of pieces of equipment that actually raise your 
maximum Equip Load. 
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Royal Soldler's Ring 10% 403 
Royal Soldiers Ring +1 12% 403 
Royal Soldiers Ring +2 15% 403 
First Dragon Ring 5% 403 
Second Dragon Ring 10% 403 
Third Dragon Ring 12,5% 403 
Helm of Aurous 1% 363 
Armor of Aurous 15% 363 
Gauntiets of Aurous 3% 363 
Leggings of Aurous 15% 363 
Ponal Mask 25% 380 
Velstadt's Helm Raises Vitality by 1 381 
Item Box 


In Dark Souls Il, you have access to your Item Box from the begin- 
ning of the game, allowing you to store and retrieve your items from 
any Bonfire. Storing items that you don't need will help you find the 
items that you are looking for more quickly. This is a better option 
than discarding them, as you will eventually be able to sell your 
unwanted items to the merchant Gavlan, 


QUICK SELECT INVENTORY 


Your currently equipped weapons, items, and 
spells can be cycled through and accessed 
quickly using shortcut commands via the 
Slot system. To change the weapons and 
items that you have equipped in each Slot, 
press the Menu Button. To change the spells, 
rest at a Bonfire and choose to Attune Spells. 


Right Hand Slot 

You can equip up to three weapons 
in your right hand. You'll attack and perform 
actions with the currently highlighted item. 
You can cycle through these weapons (press 
right on the D-pad for PS3 and Xbox360 
users) 


Left Hand Slot 

You can equip up to three weapons in 
your left hand. You'll attack and perform ac- 
tions with the currently highlighted item. You 
can cycle through these weapons (press left 
on the D-pad for PS3 and Xbox360 users) 


3 | Belt Slot 
You can have ten items assigned to 
your Belt Slots. Pressing the Item Button will 
activate the currently selected item. You can 
cycle through these items (press down on 
the D-pad for PS3 and Xbox360 users) 


Magic Slot 

The number of spells that you can 
attune is determined by your Spell Slots. 
Equipped Sorceries, Miracles, Pyromancies 
and Hexes will all appear here. You can cycle 
through these spells (press up on the D-pad) 


EQUIPMENT 


Your character is only as good as your equipment. This section will teach you about Re- 
quired Stats to help you equip the weapons and armor you want. Then you'll learn about 
Parameter Bonuses so you can get the most out of your gear, along with a number of 
other useful things about equipment usage and maintenance, so read on! 


Equipment Stats 

Every weapon will yield different results. Look at each weapon's stats carefully and 
choose the one that fits your character the best. Make sure you meet the Stat Require- 
ments for the weapon, and see if it has high Parameter Bonuses for your favorite stats. 
You can check the required stats and Parameter Bonuses for all weapons in the Equip- 
ment & Items chapter of this book. 


Required Stats m 

Before you can equip your gear, you first have to meet its stat requirements. There are 
four types: Strength, Dexterity, Intelligence, and Faith. Not every weapon has all four 
requirements, but most weapons do have one or two. If you have less than the required 
stats for a weapon, its effectiveness will be greatly reduced. 


Strength is a special exception among required stats. The number displayed is the 
amount required to wield a weapon one-handed. If you hold the weapon in both hands, 
you can use it with half the required amount. For example, the Bastard Sword requires 
20 Strength, but you can use it at full effectiveness with 10 Strength if you hold it in two 
hands. 


Parameter Bonuses 

Parameter Bonuses represent how much additional damage your weapon can deal as 
a result of your character's stats. This is also referred to as Scaling. Each weapon has 
a grading for Strength, Dexterity, Magic, Fire, Lightning and Dark that determines how 
much of your attack bonuses will be applied. 


Scaling Grades 
— _No Scaling (damage unaffected by character stats) 
Very low Scaling 
Low Scaling 
Average Scaling 
Good Scaling 
Great Scaling 
Perfect Scaling 


“>uoom 


Each Scaling grade represents a hidden multi- 
plier that is applied to your Attack Bonus. If you 
have a high stat (and thus high Attack Bonus), 
you want to use a weapon that has an ’A” or 

an “S” for that stat. If you have a low Attack 
Bonus, you should choose a weapon with better 
base damage, even if it has low Scaling. 


Simply put, if you have 40 points of Strength, 

it doesn't make sense for you to use a weapon 
with “E” or “D” Scaling for Strength. You'll 
want a “B” or better in most cases. If you only 
have 10 Strength, then it doesn't matter if your 
weapon only has an “E” in Strength— you 
wouldn't get much more benefit even if it was 
an “S” In that case, just look for a weapon with 
high attack power and don't worry about the 
Scaling 
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Equipment Durability m 

Equipment breaks very quickly in Dark Souls Il. Each piece of gear 
has a set amount of Durability. Hitting enemies and objects will 
degrade your weapons, and being hit by enemies will degrade your 
armor and rings. Every time you rest at a Bonfire, the durability of 
all of your equipment will be refilled as long as it isn't completely 
broken. If a piece of gear is completely broken, you'll need to visit a 
Blacksmith to repair it, and have to pay handsomely for the privilege. 
You'll receive an “At Risk” warning just before a piece of equipment 
breaks. Swapping your equipment, using Repair Powder, or casting 
the Repair Sorcery can prevent it from being broken, thus prevent- 
ing a trip to the Blacksmith. The Bracing Knuckle Ring is useful if 
you want to slow the rate at which your equipment's durability is 
lowered. 


Broken equipment is practically useless. Remember that if you are 
facing a human opponent with powerful equipment, you can use 
Corrosive Urs to render it worthless. This of course, works both 
ways — and in this case the Bracing Knuckle Ring makes a useful 
defensive tool. 


Poise 

Poise isn't a stat that you can raise directly, but you can increase it 
through the interaction of Adaptability and Endurance or by equip- 
ping heavy armor. Poise represents how difficult you are to stagger; 
with high Poise, you'll be able to take a hit without flinching. This 

is extremely useful, especially against other players. If the Poise 
Damage caused by an attack is greater than your current Poise, you 
will be stunned for a moment. After being hit with an attack, your 
Poise will recover naturally after a short time, but successive hits 
will cause you to stagger before recovering, which has the effect of 
allowing enemies to combo you with a succession of attacks. 


Heavy armors can provide you with additional Poise, as can the 
Ring of Giants. Each weapon has a Poise Damage stat, and heavier 
weapons often have higher values. A large weapon may allow you 
to stagger an enemy in a single blow. The Stone Ring will allow each 
of your attacks to deal additional Poise Damage. 


Stability 

When you block an attack, you lose Stamina. The amount of Stamina 
lost depends on two things: the Stamina Damage of the enemy 
attack and your Stability. Every weapon or shield that you can use to 
block has a Stability stat. Stability reduces the amount of Stamina 
lost when blocking. High values of Stability mean that you can 
easily block an attack without losing much Stamina. Shields tend to 
have higher Stability than weapons and often gain Stability when 
upgraded as well. 


Right Hand vs Left Hand Ml 

In Dark Souls Il, there is no difference between holding a weapon 
in your left hand versus your right hand. This means that you can 
use whichever is comfortable for you or even change based on the 
environment and situation, since there are no penalties or condi- 
tions to worry about. 


Armor IM 

Armor provides you with increases to all of the various types of 
defense and resistance to Status Ailments, and it also grants ad- 
ditional Poise. Armor now has Scaling, which means that it improves 
as your Physical Defense stat rises 


Rings m 

Rings provide you with a wide variety of special effects and boosts 
to your stats. You can equip up to four rings in Dark Souls Il. Rings 
have their own durability and can break, just like all other equip- 
ment, and they can also be repaired. There are also higher ranks of 
rings — for example, Life Ring, Life Ring +1, and Life Ring +2 all give 
different amounts of health, with the Life Ring +2 giving the most. 
Higher ranks of a ring often weigh more, though, so watch your 
Equip Ratio! 
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Arrows/Bolts 


You can equip two types of arrows and two types of bolts at the 
same time. Pressing the button you have assigned to Normal Attack 
when you are using a bow or crossbow will fire one type, and press- 
ing the Strong Attack Button will fire the other. Bolts and Arrows do 
not count against your Equip Ratio. 


TRADING ITEMS 


During your journeys in Drangleic, you'll find a number of normal 
merchants, sure, but you'll also find Traders who seek something 
more than ordinary Souls. They may even trade you very powerful 
items in exchange for what they seek! 


Lonesome Gavlan 

Lonesome Gavlan loves to wheel and deal. You can buy items from 
him, but he'll also buy items from you. Bring any of your junk to 
Gavlan, and he might just buy it at a high price. Check out P428 for 
more info on this jovial Gyrm. 


Straid 
Straid of Olaphis may indeed be an egomaniac, but he offers power- 
ful weapons in exchange for Boss Souls, so you probably shouldn't 


judge him. You'll need to find him and rescue him from a… let's say, 
“hard” situation first, though. Check P430 of the Extras chapter for 
information about Straid and the weapons he can offer you. 


Ornifex 

You'll first encounter Ornifex trapped like a caged bird; set the poor 
girl free, and she'll offer you weapons in exchange for Boss Souls. 
Her trades are different from Straid's offerings, though, and you can 


read up on her on selection and requirements on P433 of the Extras 


chapter. 


Bird Nest 

In Things Betwixt, you'll encounter two birds with a penchant for 
things that are smooth and things that are silky. You can trade 
smooth and silky objects to them in exchange for odd prizes. You 
can refer to P437 for more information on the trades that are pos- 
sible, some of which can be a great help early in the game 


UNDERSTANDING COM 


BAT 


Exploration and character-building are important, of course, but 
sometimes you just need to bust some heads in order to make 
progress. But busting heads in Dark Souls Il requires a bit more 
patience, thought and knowledge than other games. You'll need 
to supply the first two yourself, but we can help with the 
knowledge. Your combat education starts here. 


Damage Types 

Each attack can have one or more different types of damage 
attributed to it. Each specific damage type can only be defended 
against by the corresponding defense type. For example, a 
Slash type attack is only mitigated by Slash Defense. Each 
enemy has its own defense stats for the different types of de- 
fense, so it's worth trying different damage types against some 
of the tougher enemies to see which ones they might be weak 
against. 


Stamina 

Almost every action that you perform consumes Stamina — 
including attacking, blocking, rolling and casting spells 
Furthermore, if you don't have enough Stamina, you won't be 
able to do any of those things. Always watch your Stamina 
closely and be prepared to back away from the enemy when it 
is low. It will regenerate over time, and there are various pieces 
of equipment and items that can increase the rate it recovers 


Damage Types 


Physical 


Magle 


Flre 


Lightning 


Dark 


Polson 
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Your Stamina will recover very slowly, however, 
if you are blocking; drop your guard when you 
need to recover. 


Guard Break IM 

If your Stamina is completely depleted while 
you are blocking, you will enter a special Guard 
Break state. During this time, another player 
can perform a Critical Attack, which will likely kill 
you. Sometimes it's better to be hit by an attack 
rather than block it and enter Guard Break. 


Bash 

Pressing forward and the Normal Attack 
Button will result in a special Bash attack. 
If the enemy is blocking when this Bash 
strikes, your foe's guard will instantly be 
broken. This is an extremely powerful 
technique against opponents who guard 
too much. 
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Critical Attack IM 

If you break an opponent's guard, stand in front of them and press 

the Normal Attack Button. This will allow you to perform a devastat- 
ing Critical Attack. If your opponent likes to keep their shield up, go 
for the Guard Break! 


Backstab Major m 

If you can get behind your enemy, you'll be able to perform a deadly 
Backstab by pressing the Normal Attack Button. This doesn't work 
on all enemies, but does work on other players. Be careful, though; 
unlike in the original Dark Souls, it's very easy for your Backstabs to 
miss. You are also not invincible during the initiation of the Backstab, 
and if you are hit out of it or miss, you won't deal any damage to the 
enemy at all. {>} 01) 


Parry & Riposte 

If you are using a weapon or shield that can Parry, then pressing the 
Strong Attack button will cause your character to attempt to knock 
the enemy's attack aside. If you time this properly, you will com- 
pletely negate all of the damage from the attack. Some enemies 
will fall to the ground when successfully Parried. Furthermore, if you 
approach an enemy that is knocked down in this manner and press 
the Normal Attack Button, you will do a high damage attack. 


Boss Battles 

You'll fight many bosses through the course of Dark Souls Il. They 
are often very strong opponents, and you'll be trapped in the room 
until you kill the boss. or die. If you feel like you need to escape, 
a Homeward Bone will allow you to return to the last Bonfire you 
rested at, but you will eventually have to face these enemies if you 
want to proceed. You'll know you're fighting a boss when a life bar 
appears at the bottom of the screen along with its name. 


MELEE COMBAT 


You have a wide variety of combat options at your disposal; under- 
standing what they are and when to use them will greatly improve 
your chances of success in battle. 


Normal & Strong one-handed attacks 

One-handed attacks are generally quicker to execute and to recover 
from than two-handed techniques. They're also less powerful 

and less likely to stagger your opponent. One-handed attacks can 
rebound very easily when striking a shield, so watch closely for 
guarding opponents. 


Normal & Strong two-handed strikes 

Two-handed attacks deal more damage and cause more Poise dam- 
age than one-handed attacks. However, they are generally slower 
and consume more Stamina. Two-handed attacks don't rebound as 
easily when they strike an enemy's shield; continued two-handed 
attacks can be used to break an enemy's guard, but be careful about 
using them predictably against other players. If you constantly at- 
tack in PvP you're sure to be parried by skilled opponents. 


Dual Wield IM 

Dual-wielding has been completely revamped in Dark Souls Il. Each 
weapon can use its normal moveset regardless of which hand it's 
held in. Holding a second weapon may reduce your ability to defend 
due to the lack of a shield, but it gives you a greater variety of attack 
options. This is most useful against other players, where using a 
shield has less value. 


If you have 1,5 times the required strength and dexterity for both 
of your weapons, holding the button to two-hand your weapon can 
instead trigger the Power Stance. In order to do this, however, your 
weapons must be compatible with one another. Experiment with 
your favorite weapons to see if they work well enough with each 
other for this purpose. 


One final note: while some weapons do have Intelligence or Faith 
requirements, you do not need to meet the 1.5 times requirement 
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for those stats; only strength and dexterity determine whether or 
not you can use the Power Stance. 


Rolling Attack 

If you press the button for a normal attack while rolling, you'll 
execute a special rolling attack. This can be used to retaliate quickly 
after rolling to dodge an attack. Often, rolling attacks differ from a 
weapon’s normal moveset. For example, a slashing straight sword 
may actually have a thrusting-type rolling attack. 


These attacks can be used against other players to “poke” at the 
opponent, but, once again, don't be too predictable. If you always 
use a rolling attack when rolling toward the enemy, you will be par- 
ried often. If you join in conversations online about Dark Souls Il, it 
will be useful to know that many players refer to this as WR, which 
stands for “while rolling” 


Dashing Attack 

While holding the roll button and a direction to dash, pressing the 
button for a normal attack will execute a special dashing attack. This 
varies depending on the weapon but is often quite useful. These 
attacks are generally very fast and can be used to catch an enemy 
off-guard. Just like with other techniques, though, don't become too 
predictable. 


Dashing attacks can also be executed while back-stepping. Tap the 
roll button while not holding a direction, and your character will step 
backwards. While stepping back, press the normal attack button. 
Among veteran Dark Souls players this attack is known as WD, 
which means “while dashing” 


Jump Attack 

Pressing Forward and the Strong Attack Button at the same time 
will prompt you to leap forth and deliver a jump attack. The main 
feature of this technique is its long range; be careful, though, as 
you'll be wide-open if you miss! Judge the distance carefully and 
use good timing to surprise your enemy. 


Plunging Attack 

When falling from high places, you can press the Normal Attack 
Button to execute a special Plunging Attack. This attack will deal ad- 
ditional damage, but be warned that you will still take falling damage 
when you land. If you land on certain large enemies correctly with a 
Plunging Attack, you'll be treated to a special animation. 


Special Attacks 

Some weapons have unique moves; these Special Attacks are often 
very powerful, but they generally greatly reduce the Durability of the 
weapon. You can use the Bracing Knuckle Ring to offset that cost, 
though. Look for rare weapons, and try all of their attacks… you 
might just find something amazing! 


DEFENDING 


Protecting your own life is paramount. Damaging enemies is not dif- 
ficult in general; doing so without being cut down yourself. therein 
lies the challenge! 


Blocking & Stamina 

Blocking consumes Stamina; the amount drained depends on the 
Stamina Damage of the attack blocked and the Stability of the shield 
or weapon used to block it. Increasing your Stamina and Stability 

in order to block more attacks can help you a great deal early in the 
game, when you don't know what's around the next corner. Also 
notice that Stamina regenerates much more slowly when you are 
blocking. This is very important — you can't keep your shield raised at 
all times, Block just before the enemy attacks, and lower your shield 
when the enemy is not attacking. 


Equipment Dependency 

The amount of damage that you can block is determined by your 
weapon or shield's stats. Physical Reduction is the most important 
stat here: shields with less than 100.0 Physical Reduction cannot 
block all of the damage from a normal attack. If the number is, for 
example, 85.0, you will block 85% of the damage. An attack that 
would deal 100 damage would instead deal 15. That 15 damage 
would then be further mitigated by your armor's defensive capabili- 
ties. 


You also have stats for Fire, Magic, Lightning, and Dark Reduction. 
These work similarly, but for different elements. Shields also only 
block a portion of Status ailment build up, so check the stats of your 
equipment closely when deciding what to use. 


Luring 

Sometimes, enemies will be waiting near traps or hazards that are 
very dangerous. You can lure the enemy out with ranged attacks 

or by running close enough to get their attention and then retreat 
back to a safer location to do battle. Always try to have a safe zone 
in which to fight. Pull the enemies to that spot with ranged attacks, 
and deal with the traps separately. 


Baiting 

You can bait enemies to attack you by intentionally stepping in their 
attack range. Let the enemy get close enough to attack, and then 
roll away or block. This is very important for fighting both normal 
enemies and bosses. For bosses, you can even bait specific moves 
— each attack tends to be used most often at a certain range. Stand 
at that distance, and you can fool the boss into performing only the 
moves that you want! 
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STATUS AILMENTS 


There are a number of nasty status ailments in Dark Souls Il, and being afflicted with 
them can be among the most lethal things that can happen to you. As aggressive as the 
enemies are, curing statuses is often too little, too late — prevention is always preferable. 
01] Some can be cured by resting at a Bonfire, while others require the use of valu- 
able items. The information in these tables can help you to plan ahead and be prepared 


to deal with status ailments. 


Ailments & Prophylactics 
ffoct 


Status Aliment Possll 


ure _ | Preventive Item 


Areas) 


Take damage; Stamina None; must be No-man's Wharf, The Lost 
Ee lane reduced prevented Red LeechTroches _ gaste, Iron Keep 
Ì Ì The Gutter, Black Guich, 
5 Polson __Damageovertime __Polson Moss Common Fruit Harvest Valley, Earthen 
Peak 
Triclops Snake Shaded Woods, Throne 
B Curse Reduces max HP Human Efloy raa = 
7 None; must be The Lost Bastille, Shaded 
ka bestand preventad Moon Woods, Doors of Pharros 


STATUS BUFFS 


Equipping certain rings and casting certain 
spells will grant you a positive status for as long 
as you keep the item equipped. To the right are 
some of the symbols you might see below your 
Stamina bar and what they represent. [>_ 02} 
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Stamina recovers more quickly 
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Attack enhanced HP regeneration 

Polse up HP absorb 

Tearstone active Draw enemies 

Lite protection Spells Improved 
EM tom aiscovery up 


NPCS 


In a barren land teeming with Hollows and worse, what manner of 
folks might you encounter? Certainly not sane ones, but at least a 
few of them mean you no harm. You might even be able to interact 
and establish some mutually beneficial relationships. Or maybe 
you'll kill everyone you meet; that's fine too. Just read this section 
first so that you'll understand the opportunities and dangers that 
NPCs represent. Here we'll go through the most important things to 
know about dealing with them, and you'll find a more comprehen- 
sive overview of NPCs in the Extras chapter, starting on P408. 


INTERACTING 


When you stand near a friendly NPC, you'll be prompted to press 
confirm to talk to them. They often provide exposition about the 
story or its subplots and occasionally a useful hint. Some NPCs 
offer other services, such as shopping. These NPCs will have an 
additional menu option called “Talk,” as well. Hearing all of an NPC's 
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dialogue is a common requirement for developing their individual 
quest lines, so make sure and talk to them until they begin repeat- 
ing themselves. Some NPCs will even give you special gifts if you 
meet certain conditions. Generally, you'll need to choose “Talk” 
from their menus after meeting the conditions in order to receive 
the gifts. 


Attacking NPCs 

You can, of course, attack and kill NPCs. Generally, it's not a good 
idea. Most NPCs have some unique purpose or offer a special 
service. If you do kill them, you can usually get one of their special 
items, but you can often get those items as part of their quest lines 
anyway. Still, if you have no interest in an NPC's services and you 
want their drop item, you can murder them, but beware that this 
increases Sin. 


Tombstones Il 
If you murder an NPC, a Tombstone will appear on that spot. You'll 
often need to reload the area once or twice before this will occur. 


Interacting with the Tombstone will give you the option to pay Souls 
to summon the ghost of the dead NPC, after which you can then 
interact with the NPC normally. You'll need to pay this penalty in 
order to interact with the ghost every time you return. This system 
prevents you from losing access to an important NPC, It's better to 
not murder the NPCs in the first place, though: you can always get 
the items they drop elsewhere. 


Sin 

Murdering NPCs and killing other players via Cracked Red Eye Orb 
will increase your Sin count. As your Sins increase, the maximum 
HP penalty of the Hollowing Curse will grow beyond the standard 
50% limit — far beyond it. Moreover, if you continue to Sin, you will 
become the target of revenge invasions by Blue Sentinels as well. 
Being slain by a Sentinel will reduce your Sin count by one. If you 
choose a murderous path, be prepared for the consequences. 


BENEFITS OF NPCS 


Here we'll go through some of the many benefits to be gained 
by dealing with NPCs once you've found them and gotten their 
attention. 


Leam Gestures 
When talking to certain NPCs, the option to learn a gesture will be 


displayed on the NPC interaction menu. Select it to gain a new ges- 
ture. It will automatically be added to your list, though you'll need to 
access the gesture menu and set it. Collecting all of the gestures is 
needed for a Trophy/Achievement, so watch closely for this option. 


Covenants 

Some NPCs will allow you to join a Covenant. Most of the Cov- 
enants are focused on multiplayer functionality. They are all optional, 
but there's enough variety that you'll probably find one or two that 
can enrich your experience with Dark Souls Il. See P419 of the 
Extras chapter for more information on the Covenants. 


Merchants 

Merchant NPCs want Souls in exchange for useful goods. There are 
a number of merchants scattered throughout the game, and their 
inventories can change as well. Read up on the Merchants in the 
main NPC section, beginning on P424. 


Blacksmiths m 

Blacksmiths will repair and upgrade your equipment. Upgrading your 
equipment is absolutely vital — it's even more important than level- 
ing up! In order to upgrade your weapons and armor, you'll need to 
provide materials. Most equipment can be upgraded with common 
Titanite, but some special items require something rarer. Unlike in 
Dark Souls 1, there are no separate upgrade paths; reinforcing your 
weapon makes it stronger, full stop. Customization is now done 
through the Infusion system. 


Summoning NPCs for battle 

If you are in human form, you may encounter an NPC Summon Sign 
glowing on the ground. This can happen whether you are online or 
not. Touching the sign will allow you to summon them as helper 
phantoms. Their signs only appear in certain locations, but they are 
often available to help you with a difficult boss. You can find more 
information about who you can summon and when in the NPC sec- 
tion on P438. 


INFUSION Ml 


Infusion is a special system that allows you to alter your weapon's 
properties. Only one blacksmith in the game can perform Infusions 
= Steady Hand McDuff. You'll need to find him in the Lost Bastille 
and deliver the Dull Ember key item to him; see P87 of the Area 
Guide chapter for its location. Once he agrees to assist you, you can 
Infuse your weapons and shields with a variety of different 
properties. 


Magic Infusion 

This Infusion will add Magic base damage and Scaling to a weapon, 
but will lower Physical base damage and Strength and Dexterity 
Scaling. Bleed and Poison effects will also be reduced. 


Fire Infusion 

The Fire Infusion will add Fire base damage and Scaling to a weaon, 
but will lower Physical base damage and Strength and Dexterity 
Scaling. Bleed and Poison effects will also be reduced. 


Lightning Infusion 

Lightning base damage and Scaling will be added to a weapon, but 
its Physical base damage and Strength and Dexterity Scaling will be 
lowered. Bleed and Poison effects will also be reduced. 


Dark Infusion 

This Infusion will add Dark base damage and Scaling to a weapon, 
but will lower Physical base damage and Strength and Dexterity 
Scaling. Bleed and Poison effects will also be reduced. 


Poison Infusion 

This Infusion will add or improve a weapon's Poison effect, but will 
generally lower Physical base damage and Strength and Dexterity 
Scaling. Bleed effects will also be reduced. 
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Bleed Infusion 

This Infusion will add or improve a weapon's Bleed effect, but will 
generally lower Physical base damage and Strength and Dexterity 
Scaling. Poison effects will also be reduced 


Raw Infusion 

Raw Infusion lowers all Scaling for a weapon, but improves all base 
damage. Generally, if you are using a weapon with low Scaling or 
you have low stats (or both), using this Infusion will increase your 
damage. Use this if you want to put points into defensive stats after 
meeting your weapon's Required Stats. If you improve your offen- 
sive stats later, undo this Infusion 


Enchanted Infusion 

This Infusion type allows your Physical damage to Scale with your 
Intelligence. It lowers all other Scaling types but does not affect 
base damage in most cases. If your weapon only deals Magic base 
damage, it will be converted to Physical base damage. Spell casters 
can use this as a source of Physical damage for Magic-resistant 
foes 


Mundane Infusion 

At first glance, this Infusion completely halves the effectiveness of a 
weapon. Both base damage and Scaling are reduced. People do not 
look favorably on the banal, but sometimes even the most mundane 
of objects can cast things in a most pleasant light. 


NEW GAME+ & BONFIRE ASCETICS 


Simply finishing Dark Souls Il once doesn't mean the game is fin- 
ished.… not by a long shot. There are many enemies and treasures 
that can only be gained in New Game+. Here we'll give a rundown 
of the major things to be aware of, and in the Extras chapter you'll 
find lists of the most important differences in each area, beginning 
on P451. 


Accessing New Game+ m 

To access New Game+, you must first clear the game by defeating 
the final boss. After doing so, you'll be asked whether or not you 
wish to continue on your second adventure in Drangleic. If you say 
yes, you'll immediately begin the game again in New Game+ mode. 
If you say no, you'll be able to continue playing normally, and you 
will have the option to proceed to New Game+ at any time from the 
Far Fire in Majula. When you beat the game, don't feel pressured to 
immediately begin New Game+. You can take your time and prepare 
before making the leap. [ 


Greater Difficulty m 

Enemies are much stronger in New Game+. You'll have to hit them 
more times to kill them, and they'll deal a lot more damage to 

you. You'll only deal 50% of the normal damage on your first New 
Game+, and this will get even lower on subsequent cycles through 
the game. Enemies, meanwhile, will deal 150% of their regular dam- 
age to you, and again this number will rise a little on each following 
eycle. On top of that, you'll encounter new, and often more lethal, 
foes that weren't present in your first play through of the game. The 
more often you clear the game, the harder it will become. 


Greater Rewards IM 

New Game+ doesn't just make the game harder; it also yields great- 
er rewards. Enemies will give you more Souls, which will help you 
level up much faster. You'll be able to acquire additional copies of 
most of the game's items, as well. More importantly, you'll be able 
to get new items, too. Some enemy item drops will be improved, as 
well. Some of the game's most powerful and interesting items can 
only be obtained in New Game+ 


Continued Growth 

New Game+ does place you at the beginning of the game's story 
again, but you don't lose your character progress. You keep your 
level, spells, items, and equipment. Only the key items do not carry 
over into New Game+ 


Bonfire Ascetics IM 

As previously mentioned in the Bonfire section, burning a Bonfire 
Ascetic essentially puts the surrounding area into New Game+ 
mode. The increase in enemy strength and Souls given is the 
same and most of the area's treasure will respawn. On top of that, 
enemies will begin to yield their New Game+ drop items. You can 
use Bonfire Ascetics to get specific New Game+ items without 
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putting the entire game into New Game+ mode. Before you can use 
a Bonfire Ascetic, however, you will need to defeat the area boss. 
You can see the current level of the area in the list of Bonfires when 
you select ‘Travel’ from the Bonfire menu; the number you see in 
the small picture will increase the more you use a Bonfire Ascetic in 
that Bonfire. 


There are some subtle differences between New Game+ and 
Bonfire Ascetics, though. Specifically, some enemies that spawn in 
New Game+ cycles don't spawn through burning Bonfire Ascetics. 
Bonfire Ascetics and New Game+ cycles do, however, interact with 
one another. Specifically, their effects stack. If you are on your sec- 
ond playthrough cycle and you burn a Bonfire Ascetic, the surround- 
ing area will essentially be like a third playthrough cycle in terms of 
difficulty. Furthermore, Bonfire Ascetics carry over from one cycle 
to the next. If you burn a Bonfire Ascetic in the Forest of Giants on 
your first playthrough and then proceed to your second playthrough, 
the Forest of Giants will have the difficulty of a third playthrough 
area. What is done cannot be undone — exercise caution. 0 


BASIC ONLINE PLAY 


When playing Dark Souls Il in online mode, you are always vulner- 
able to PvP Invasion, even when Hollowed. There are plenty of 
protections that are afforded to you, however, should you require 
them. Or perhaps you are a hunter, as well? 


INVADING OTHER WORLDS 


You can invade other worlds using special items, such as the 
Cracked Red Eye Orb. Doing so will connect you to another player; 
your task will be to kill your host. You will be sent home in failure if 
you are killed or if the host player escapes through a Boss Fog Gate. 
Similarly, you can be invaded as well. You can escape the Invader by 
fleeing through a Boss Fog Gate, though this obviously means you'll 
need to fight the boss. You could also kill the Invader if you have the 
strength. 


MULTIPLAYER ROLES 


The roles for each player in a multiplayer session are largely deter- 
mined by the Covenant they are a part of. Each Covenant provides 
a way for its members to be summoned — sometimes as noble 
guardians, sometimes as vengeful hunters, and sometimes as 
blood-thirsty murderers. These different roles have different goals, 
and you'll be rewarded for fulfilling them. 


Company of Champions m 

As a follower of the arduous path, you forgo the assistance of 
others and rely only upon your own strength; as a result, you can- 
not summon other players to help you. You can, of course, still be 
invaded, but surely you have the fortitude to emerge victorious. 
Though beset on all sides by powerful foes, you are “The Strong,” 
and those who cast themselves into your world would be wise to 
flee. [> 03] 


Heirs to the Sun 

You who honor the ancient God of War and still seek the noble 

path can offer your assistance to those in need via your White 
Soapstone. When summoned, you will engage in jolly cooperation 
until your time is spent. Your time will be reduced as enemies and 
bosses are slain or by resting at a Bonfire. Should you and your 
honorable host both survive your adventures until your time is done, 
you will return to your world with a Sunlight Medal— truly, a symbol 
of the highest honor. Of course, should the unthinkable happen and 
either you or your host perish, you'll receive no such award. 


Way of Blue m 

It is said that the meek shall inherit the earth; you should hope for 
that to prove true, for the members of the Way of Blue are certainly 
not bold. As a follower of the Way of Blue, a Sentinel of the Blue will 
automatically be summoned to your aid should you be invaded. The 
Sentinel will not, and indeed cannot, help you with normal foes, but 
your noble savior will battle invaders on your behalf. If you are able 
to defeat an invader by yourself, you'll rise in the ranks of the Way 
of Blue. 


Blue Sentinels IM 

For those faithful knights who accept the oaths of the Blue Sen- 
tinels, you will be summoned automatically to assist followers of 
the Way of Blue when they are invaded. You will only be allowed to 
fend off the invader, but upon successfully doing so you will receive 
prestige within the Sentinels. If the host should escape while you 
are fighting off the invader, you will be given a Token of Fidelity. 


You can use a Token in the Cathedral of the Blue training grounds 
to duel other Sentinels for training purposes. Victory in your duel 
will increase your prestige with the Sentinels and reward you with 
a Cracked Blue Eye Orb. Use of a Cracked Blue Eye Orb will allow 
you to invade a player with a high Sin count. Killing the sinner will 
increase your prestige with the Sentinels even further. 


Brotherhood of Blood 

If you follow the path of Nahr Alma and the seekers of Blood, then 
use Cracked Red Eye Orbs to invade other worlds and wreak havoc 
upon them. Successfully killing a host will increase your Sin; being 
killed while a Blue Sentinel is present will reduce your Sin. If you 
defeat the Blue Sentinel but are then killed, you will neither gain nor 
lose Sin. Killing hosts also rewards you with Tokens of Spite. You can 
use the Token to pray at the statues of the Undead Purgatory and 
duel another Brother of Blood. Victory will increase your prestige 
and grant you another Cracked Red Eye Orb, but defeat will reduce 
your prestige. Truly, the path of Blood is a fearful one. 


Rat King's Covenant m 

Followers of the Rat King can equip the Crest of the Rat to lure 
trespassers into their worlds. You will have the advantage and can 
hunt your prey at your leisure. Should your hunt prove successful, 
you will gain both a Rat Tail and a Pharros Lockstone. 


Bell Keepers 
Must protect the bell… must ring the bell! 


Wear the Bell Keeper's Seal and you will be automatically sum- 
moned into the world of trespassers. Defeat hosts and invaders to 
rank up in your covenant and… don't forget to ring the belis! TE 
Dragon Remnants 

If you wish to discard your mortal flesh and accept the immortal- 

ity of the eternal dragons, you must first collect Dragon Scales to 

serve as offerings. Use the Dragon Eye to search for and invade the 

owner of a Dragon Scale; should you win this one on one fight to 

the death, you will take possession of the Dragon Scale. No man 

can be your equal! 


Pilgrims of Dark IM 

As a Pilgrim of Dark, you need only explore the depths of the Old 
Chasm of the Abyss... but that's easier said than done, as you will 
constantly need to fend off Abyssal Phantoms, including other play- 
ers. Should you successfully do so, you'll be rewarded with Bonfire 
Ascetics for your victories. Your ultimate goal, though, is merely to 
clear the Abyss. 


[03 


PROTECTING YOURSELF FROM INVADERS IM 


If you lack confidence in battle, fear not; help is available. Burning a 
Human Effigy in a Bonfire will reduce the risk of Invasions. If you are 
a member of the Way of Blue, you'll automatically have a protector 
summoned to save you if you are Invaded; you can turn the tables 
on the Invader with a two-on-one situation. Also, there are powerful 
items that can help to protect you. For example, the Seed of a Tree 
of Giants causes enemies in your world to also react to Invaders! 
That completely strips them of their advantage. There are also 
many additional (and secret) matchmaking rules in place this time 
to prevent powerful players from preying upon you when you can't 
protect yourself. 
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CHAPTER ÏÌ 


Area Guide 

There are many, many subtleties and small details to be found when 
exploring every one of Drangleic's many distinct areas — enough to write a 
whole book on each one. This is why getting deeply familiar with an area 

is one of the great pleasures of the Souls series. You can't do that without 
getting up close and personal with the area's lethal inhabitants, however, 
so we've combined our area walkthroughs with complete strategies for 
each enemy that first appears in the area, the result of which is this gigantic 
chapter, filled to bursting with maps, tactics, lore, data, shortcuts and even 
some bonus diagrams for good measure. 


HOW TO USE THIS CHAPTER 


Each area is covered in two sections: Walkthrough and Enemies. This should make finding 
the help you need easy. If you need assistance finding where to go in an area or if you want 
to make sure you don't miss any secrets or treasures, the Walkthrough will lead you through 
the whole area without missing a thing. If, on the other hand, you're having trouble clearing 
the enemies out of a particularly tough room, you'll find the help you need by reading the 


Enemies section and applying the advice given there. 


WALKTHROUGH 


Let's briefly go through the key elements of the Walkthrough section. 


01 Area Difficulty Rating 

Each area is rated out of 5 (in skulls of course) for its overall dif- 
ficulty level. You usually have a choice of which area to tackle in 
Dark Souls Il, so if you find one too hard you can look for another 
that has an easier rating and read how to get there. 


02 Recommended Soul Level 

Here you'll see the Soul Level we recommend tackling the area 
at. This is a very rough figure, for guidance only, but it will give 
you an idea of how leveling up is linked to progression through 
the game. 


03 Enemy Chart 

This chart lists all enemies that appear in the area, along with the 
page on which you'll find their strategy text. Enemy strategies 
are shown in the order of the first time appear in the game, so 

if an enemy has already appeared in an earlier area then their 
strategy text will be in that area's section. 


04 Important Items Chart 

All of the important items that can be found in the area are listed 
here. These include items you can pick up and some that NPCs 
and bosses will reward you with, but items dropped by normal 
enemies are not included. 


05 The Item Map 

The full area map is shown at the start of the Walkthrough and 
you'll find all items and points of interest marked on it. All items 
are labeled by name, and the most common area features are 
shown using the following icons: 
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Area Map Legend 


HEIDES TOWER OF FLAME & 


Map Link 


CATHEDRAL OF BLUE 
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Text Point System 
The walkthrough uses our usual system 
of numbered points that link the text to 
positions on the map, hopefully making 
the whole thing very easy to follow as 
you read through it. If you need help 

at a certain spot, you can find it on the 
map and read only the text for that part 
of the area. 


Walkthrough Maps 
The maps in the walkthrough section 
show only those parts of the area that 
the text is referring to, and for clarity 
are marked only with the following few 
icons: 


Walkthrough Map Legend 


Icons | Name 


Position Point 


World Events 

Some events that can occur in an area 
are either affected by your progress in 
other areas in Drangleic or will them- 
selves affect other areas or characters. 
We have separated such events in 
boxes like this one so that you can find 
them easily and so that the walkthrough 
doesn't rely on things you may or may 
not have done in other areas. 


ENEMIES 


Now we'll look at the key points relating to how 
we've presented the enemy strategy entries 


01 Enemy Introduction 
Alongside the enemy's name and picture, we've included some introduc- 
tory lore to help you piece together the story of Drangleic. 


02 Strategy 
This is the meat of the section: how to deal with the enemy, presented 
in words and pictures. Often the strategy will describe specific attacks 
and sometimes these are shown as a sequence of two screenshots, as 
in this example. Bosses have all of their important attacks shown, and 
how to deal with each one is described. In instances where there are 
multiple versions of an enemy, all first appearing in the same area, they 
will each have their own strategy text with the enemy's section. 

1 


03 Enemy Data 

The tables included here show key information about each enemy at a 
glance. Along with the self-explanatory Health, Souls and Item Drops, 
we have Respawn Type, which tells you if the enemy will reappear the 
next time you rest at a Bonfire, and Abilities, which lists any unusual 
things an enemy can do, such as healing themselves, or poisoning you. 


. 


04 Bosses 

Bosses are described in much the same way as standard enemies, but 
there is some additional information in their data tables. This covers their 
important attacks, listing if each one can be parried or blocked, and the 
relative amount of damage doing so will deal to your stamina gauge. 


05 Boss Diagrams 

These small diagrams are shown for Bosses that have range-dependent 
attacks. For these key attacks you can see where you would need to 

be in relation to the Boss in order for them to use the attack(s). The dia- 
grams also provide a quick positional overview of the battle and its arena. 
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THINGS BETWIXT 


__— Gold Pine Rosin x1 
A small dimensional rift that exists between Drangleic and the 


outside world, this seemingly peaceful limbo serves as a gateway 
between the two realms. It lies deep within a shadowy cavern 
and traverses an ancient forest rising from a subterranean lake. 
Three former Firekeepers reside here with their caretaker, offering 
guidance to the Undead who pass through on their quest to break 
the curse. The forest serves as a proving ground for visitors and 
hides a great many secrets for those willing to seek them out, but 
beware — while the main road is relatively safe, straying from the 
beaten path can lead to a terrifying end before your journey has 


even begun… 

[Aron Enemies Po portant toms 200 
Kobold 040 __ Stone Ring 404 
Undead Traveler (Dagger) 040 __ Dagger 212 
Undead Traveler (Sword) 040 ___Rusted Coin x1 399 

Í Undead Traveler (Bow) 040 ___Gold Pine Resin xl 399 
Undead Traveler (Sword + Bow) 040 Small Smooth & Silky Stonexl 396 
Undead Traveler (Unarmed) 040____Human Effigy x1 395 


ú Ogre 


Small Smooth & 
Silky Stone xl 
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To Majula) 


Soul of a Nameless Soldier 


Fire Koepors’ Dwelling 


‘Soul of a Lost Undead xl 
Torch xl 


== (Uppar cave) 
Cracked Rad Eye Orb xl 


Human Effigy xl 


FIREKEEPERS'S HUT — F2 
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THINGS BETWIXT 


d At the conclusion of the opening sequence, you'll assume 

control in the center of a grassy field. There is only one way to go 
from here and no secrets just yet, so run straight ahead towards the 
light filtering through the ceiling. The path narrows briefly, then 
opens into a small meadow where Kobolds can be found frolicking; 
these creatures are unaggressive, and will only turn on you if you 
attack them. When you first enter the meadow, the obvious path 
proceeds straight ahead across a rope bridge over a waterfall; a less 
obvious path leads along the rocky wall to the right at Position A, 
ending with a Rusted Coin on a corpse beneath a small copse of 
trees 01). Pick this up, and then return to the path and make 
your way to the near side of the bridge. Before crossing, however, 
turn left and note the shrubs concealing a side trail. Stepping 
through the bushes reveals an enormous set of footprints in the 
sand leading up the hill to a monstrous Ogre. 


Ee 


| 


We strongly recommend that you skip this area for now. If you really 
want to face this deadly enemy you should consider first making a 
short trip to Majula to obtain the Estus Flask and, if stats permit at 
least two-handed use of it, the Morning Star. Those bent on hanging 
an Ogre head above the mantelpiece will require every possible 
advantage in order to bring one down; victory over this particular 
Ogre will yield a Stone Ring and allow the safe retrieval of a Gold 
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Pine Resin from a nearby corpse. Continue along the path across a 
small stream and drop off the ledge near the Firekeepers' home; if 
you chose not to explore this area, simply proceed across the bridge 
over the waterfall, 


While crossing the bridge you will notice an item on a ledge next 

to the waterfall. To reach it, stand at the end of the bridge closer 
to the Firekeepers’ house and turn left. Some overhanging shrubs 
partially hide the entrance to a small cave at Position B that 
doubles back around to the ledge „The item is a Small 
Smooth and Silky Stone that, in addition to its dubious value as a 
twister of tongues, holds considerably more practical worth to 
connoisseurs of such esoteric trinkets. Grab it, return to the path 
and climb the steps into the Firekeepers’ house. 


d Opening the door will trigger a series of cutscenes and events, 


during which you will create and name your character and choose 
your starting class and starting gift. It is recommended that 
inexperienced players and those new to the Souls games choose 
the Healing Wares, as this gift provides a large selection of 
additional recovery items which range from uncommon to fairly 
rare. Advanced players or those confident in their skills might make 
better use of the Petrified Something or the Bonfire Ascetic 
The Petrified Something can be used to trade for a random item 
further into the area, and some of those items can be extremely 
useful. 


08. 


d After creating your character, exhaust the dialogue options of 

everyone in the room to learn a bit about the Firekeepers and the 
limbo they call home. Before you leave, head upstairs and open the 
chest for a Human Effigy. When you're ready, head out the back 
door to the first Bonfire of the game 


d In the center of this small cave is a stone tablet with an 

inscription (a hint regarding Bonfires) that can be read by 
examining it. Several more of these tablets are scattered throughout 
the next area to serve as a sort of hands-on tutorial, so players 
unfamiliar with the game should consider taking the time to read 
them all. Light the Bonfire, and then destroy the wooden cart to 
reveal a corpse with a small soul item and, more importantly, a Torch 

The Torch is lit from Bonfires or certain other torches in the 

environment and can likewise be used to light unlit torches and 
braziers, It also serves as a weak source of fire damage and in 
some cases can be used to drive away enemies that hate light. 


To light the torch, approach the Bonfire until the “Toggle” prompt 
appears. Press the Toggle button until the “Light the Torch” option 
is displayed and select it. The Torch will temporarily replace your 
current left-hand weapon; it will be extinguished and put away if 
you switch equipment in the left hand or change between one- and 
two-handed stances with the right hand From here you 
have two choices: explore and loot the tutorial area or skip straight 
to Majula, the small ruined town which serves as a safe haven for 
Undead journeying to Drangleic. To reach Majula, exit the Bonfire 
room and follow the path straight ahead to a crevice that leads 
outside. Otherwise, read on. 


3 d Exit the Bonfire room and approach the first Fog Gate on your 

left. When prompted, examine it to pass through into the first 
real section of the area. Two Undead Travelers will be waiting for you 
in the hallway and the room beyond; another hides to the left of the 
entrance in the second room. Deal with them and proceed outside 
through the exit. Lighting the torches in the side areas is completely 
optional, though it can help you get your bearings and find your way 
forward. These first areas are designed to give you a feel for the 
flow of things in the world of Drangleic, and one of the most 
important lessons to learn is not to rush into things; this room's exit 
leads to a narrow ledge, and charging blindly outside will result in a 
fatal drop into the lake below 


d Once outside, turn left. An Undead Traveler stands with his back 

to you; the stone tablet nearby clearly indicates what to do. 
Continue along the ledge to another cave entrance and a corpse 
with a Dagger Note that while the Dagger's attack power 
is slightly lower than many of the other starting weapons, its swing 
speed is much higher so it can potentially inflict more damage in a 
shorter period of time. Add to that the fact that it has an incredibly 
high damage bonus modifier for critical hits (backstabs and ripostes) 
and is usable to any starting class, and you might just want to give it 
a try. 
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nter the cave. An Undead Traveler with a bow stands directly 


d ahead and, around the corner to your right, is another Undead 
Traveler with empty hands. Eliminate both enemies and proceed to 
the next room, where two more enemies await you. The closer of 
the two Undead Travelers can be lured into the hallway where the 
archer behind him can't hit you. The corpse near the stone slab to 
the left of the exit holds a Lifegem 


Walk through the Fog Gate onto the ledge outside. Immediately 


turn left, carefully make your way toward the bird's nest and kick 
down the nearby ladder When you approach the nest its 
residents, Dyna & Tillo, will implore you to give them items which 
are silky and smooth, so if you have any such items, leave them in 
the nest to trade them for something potentially more useful. When 
you're done trading, go over to Position C on the ledge and drop 
down onto the outcropping below to get the item there, and then 
drop down again to reach the ground. 


World Event 

To trade items to Dyna &Tillo, stand in the middle of the nest 
and wait until they have finished speaking. Open your menu, 
select either the Small Smooth and Silky Stone or the Petri- 
fied Something if you chose it as your starting gift, and then 
select “Leave” and “Yes” to place the item on the ground at 
your feet. Do not select “Discard” as this will simply delete 
the item from your inventory! Close your menu and if the 
crows like the item you offered, they'll trade it for another, 
which you can immediately pick up from the nest. The small 
and normal versions of the Smooth & Silky Stone, along with 
the Petrified Something, are the only items that Dyna &Tillo 
will trade for, so any time you get one remember to bring 

it back here to see what you get. For a full list of potential 
items, please refer to P437. 


d You should find yourself near another Fog Gate now, so go 

straight through it to continue exploring the area ‚Two 
Undead Travelers wait in this room — deal with them and proceed. 
You'll find yourself outside next to a ladder and a stone tablet, which 


will tell you how to execute a running jump. Practice this inside the 
previous room first because a fall from the ledge outside will result 
in death. Also note that the Jump button can be switched between 
the analog stick and the “run” button on the “Game Options” 
screen. Once you're comfortable with the game's jumping mechan- 
ies you can use this technique to cross the gap ahead and claim two 
Amber Herbs from the corpse on the other side. 


Climb the ladder to a ledge with three stone tablets. Practice a 
plunging attack on one of the sword-wielding Undead Travelers in 
the room below and eliminate the other. A wooden door in a recess 
clockwise from the Fog Gate leads to a small room with an item. 
Exit through the Fog Gate. You can either jump back down to the 


central path or, if you're carrying a lit Torch, walk across the preci- 
pice and light the brazier to illuminate the area. 


d Recover at the Bonfire if necessary, and then return here to the 

third and final Fog Gate. In the room beyond, you'll need to exam- 
ine a rotting tree to kick it down and create a bridge across a chasm. 
Deal with the archer on the other side and drop into the nearby 
hole. Be sure you do so with full health, as the fall will inflict 
considerable damage and you will be ambushed by a knife-wielding 
Undead Traveler when you land; another Undead Traveler with a bow 
will take potshots at you from the ledge above. Exit through the Fog 
Gate once the room is clear, and then turn left and eliminate the 
Undead Traveler. 


dé At this point you'll notice another Ogre gazing out across the lake 

from a sandy beach to your right. The visible Ogre also has a 
friend hiding around the corner and when either of them spots you, 
both will attack. If you intend to face them now, be sure to first walk 
along the ledge to the left and kick down the tree to enable a quick 
return to this area in the likely event that you should become an 
appetizer „ Once again we recommend returning here later 
to fight these powerful enemies when you've expanded your tactical 
options; we understand, however, that risk-takers and determined 
big-game hunters may choose to pursue their trophies now. 


Fighting on the beach is not advised, as it will give both Ogres room 
to attack you at once; instead, get their attention and lure them onto 
the ledge leading towards the rotted tree you knocked down earlier. 
From here you can either bait both of them into falling into the lake 


for quick kills or lead them to the nearby cave entrance through 
Which they are too large to fit, allowing you to attack them from 
outside their range. Once you've become familiar with their attacks 
it may be easier simply to trick them into falling to their deaths; their 
lunging grab carries them far enough forward to accomplish this but 
it is safer and easier to instead bait their turnaround crush attack. For 
more detailed strategies, please see the Enemies section. 


World Event 

If you manage to defeat both Ogres, return to the Firekeep- 
ers’ house and speak with Milibeth. For proving yourself to 
the forest she will give you the Handmaid's Ladle. Killing 
them both will also allow you to safely access the nearby 
mysterious coffin that sits by the water’s edge. If you ap- 
proach and examine the coffin you'll trigger a cutscene in 
which you get inside and the screen fades to black. When it 
comes back, enemies will have respawned and you'll still be 
in the same place, but you'll also have mysteriously changed 
genders. You can use the coffin as many times as you like to 
keep switching genders. 


When you've finished everything you wish to do in Things 

Betwixt, return to the main road and proceed outside through the 
fissure . Players who chose to avoid the Ogres may want to 
take some time to kill Undead Travelers in the side areas for a few 
extra Souls before leaving; saving up 1500 before leaving Things 
Betwixt will enable purchase of a very good starting shield at the 
armor shop in Majula, and you will need it in the areas ahead… 


CHAPTER II — AREA GUIDE 39 


THINGS BETWI ENEMIES 


These skittish, dog- 

like creatures inhabit 
the small meadow 

near the Fire Keeper's 
hut. Are these the Fire 
Keeper’s pets, or simply 
a form of life native to 
the limbo that exists 
between Drangleic and 
the outside world? 


The Kobolds are non-aggressive at first. They will approach you with 
great curiosity but will flee immediately if you move. Attacking one 
of them, however, will turn the whole pack vicious. They will each 
begin to attack you with a leaping bite. After they attack, the Kobolds 
will each retreat into the shadows before striking again. Individually, 
they are weak, but as a pack they can overwhelm you. 


The Kobolds don't provide any great reward, so consider letting 
them live. If you do attack, definitely get a weapon first. Try to corral 
them so that they attack one at a time, and then counter with a 


Strong attack. 
HP Souls ___ Respawn 
TE un 
Probability Page 


KSUNDEAD TRAVELER 


BARE FISTS, DAGGER, BOW & SWORD, BROKEN SWORD 


The UndeadTravelers in 
Things Betwixt are all 
hostile. They are wearing 
imported clothing similar 
to what you have at the 
beginning of your journey. 
Their origins and motives 
are completely unknown — 
perhaps they have already 
Hollowed? 


Strategy 

Bare fists 

This unarmed opponent is no threat to you. Honestly, you should 
feel guilty for two-handing your weapon and dispatching him with 
a single blow. The way he swipes at you is more like a beast than a 
man, however. You're probably doing this poor Hollow a favor, after 
all. Kill him and move on. 


Dagger 

These enemies will attempt to slash you with two-hit combos. Their 
attacks are slow, predictable, and have a long recovery time. One 
key point, though, is to be careful where you fight these enemies. 

If there is a bow user nearby, back around a corner so that the bow 
user can't see you while you fight the dagger-wielder. This is a recur- 
ring theme throughout the game. Engage melee enemies in safe 
spots so that you don't take damage from ranged attackers. 


Bow & Sword 

Some of the Undead Travelers still have the mental capacity left to 
use a bow, it seems. You are unlikely to have a shield at this point, 
so the best way to avoid their arrows is to roll. Rolling forward at an 
angle will help you move closer to the enemy while dodging their 
shots. You can also block their arrows with your weapon by holding 
it in two-hands and using guard, but you'll still take a little damage. 
Be careful when you draw near, as some bow users will draw a 
melee weapon to engage you in close-quarters combat. 
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Broken Sword 

These Travelers will attempt to cut you down with a broken blade. 
Their attacks have little range, so this is a good opportunity to 
practice Backsteps. Tap the roll button without holding a direction on 
the analog stick to Backstep. If you attack while Backstepping, you'll 
use your weapon's Dashing Attack. The usefulness of this technique 
varies from weapon to weapon, but it can be very effective against 
enemies like these, as well as other players. 


HP Souls _ Respawn 
Undead Traveler (Bare fists) 160 30 Yes 
Undead Traveler (Dagger) 180 30 Yes 
Undead Traveler (Bow & Sword) 180 30 Yes 
Undead Traveler (Broken Sword) 180 30 Yes 
Probability Page 


MROGRE 


It is possible that 
the rift between 
Drangleic and the 
outside world is 

a native habitat 
for the monstrous 
Ogres, but are 
beasts like this 
simply born… or 
are they created? 


Strategy 

The Ogres of Things Betwixt are seriously dangerous. If you are a 
new player, you may want to avoid fighting Ogres until you have 
leveled up and picked up stronger equipment. If you are confident in 
your skills, the first Ogre drops a useful ring and is absolutely worth 
killing. 


The most important thing to note about the Ogres is their incredible 
reach. It's very easy to be hit and staggered by one of their attacks 
even though you thought you were out of range. Most commonly, 
they will try to hit you with a Right Arm Swing followed by a Left 
Arm Swing as part of a three-attack combo. The final attack of the 
combo can be either another Right Arm Swing or a Falling Crash. 

If the final hit of the combo is a Right Arm Swing, the Ogre will 
recover very quickly. The Falling Crash has a much longer recovery 
time; it's your chance to either attack the Ogre or get behind it. Note 
that if you back too far out of range during the first two attacks of 


the combo, the Ogre won't use the third attack at all. You can roll 
under the Ogre's Right Arm Swing to get behind it. 


If you get behind the Ogre, it will attempt to crush you by using its 
Sit attack. This is actually a really good chance to roll away and then 
retaliate. If you position yourself well, you can trick them into Sitting 
over and over. Just try to stay behind them. If you use this tactic, 
always be aware of the walls; if you run out of space, you'll be flat- 
tened by a giant Ogre butt (not a fun way to die). If you are near its 
side rather than behind it, it may try to Uppercut you. This move has 
very little range, but watch out for it. 


The Ogre's final attack is Eat. It will raise both arms and then leap 
forward; if it grabs you, it will then Eat you (most likely ending your 
life). This move has a very long recovery and is a great chance to hit 
the Ogre if it misses. Be very careful, though. As previously men- 
tioned, the Ogres have incredible range. Be patient and time your 
rolls well. If you roll too soon, you'll be hit or eaten. 


lid Souls Respawn Parry Block Stamina Damage 
EN mnemmmmmmmmgmmmmm mmm mmm 
Ogre 1300 1000 No Swings No Yes Hioh 
Probability Page et No Yes Hloh 
ee No Yes Medium 
Stone Ring 100 404 sit No Yes High 
Eat No No NA 
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A tiny settlement on the Northern coast 

of Drangleic nestled atop the rugged cliffs 
between the Forest of Fallen Giants and 
Heide’s Tower of Flame. This barren crossroads 
is the first stop of all Undead passing through 
the rift from outside. Majula has weathered 
centuries of intermittent warfare and seen 

the rise and fall of many kingdoms before 
Drangleic. Although the windswept landscape r 
is desolate, Majula’s location at the junction Te Huntsman's Copse) 
of several roads leading throughout the edge 

kingdom has resulted in a number of destitute 
Undead making improvised homes in its 


Estus Flask Shard xl Homeward Bone x5 _[_To Helde's Tower of Flame) 


sheltered alcoves. While in recent years Majula AND 
has come to be known as a safe haven for S 

travelers seeking rest and refuge on their s, 4, 4 
journeys, dark secrets lie shrouded in its Uus 


forgotten history — the pit in the village center, 


foreboding and seemingly bottomless, was Crimson Parma x1 


Metors Sw 
once a place of disposal for the unwanted and Á rl nene 
unspeakable mistakes of kingdoms past. 
[Aron Enemies Pio} / 
g Enslaved Pig 045 Sweet Shalquoir 
hk ) x 
B meen PN CALLES Housr —r2 b_— 
nt Lifegam x1 
Estus Flask 395 Titanite Shard »3, Short Bow xl 
Estus Flask Shard x1 401 
Blacksmith Lanigrast 
Moming Star 320 © NN mn Soul of a Nameloss 
Cleric's Sacred Chime 346 Soldier xl, Litegem 3 
Binoculars an 
Rusted Coin xl 399 Rtaughin ne Armourer € 
Divine Blessing xl 396 Titanfa Shard xl ® 
Homeward Bone x5 400 


en 
4 B ) 
La, E 


Crestfallen Saulden 
Emerald Herald 


ke 
Rusted Cain xl 


Moming Star 1, 
Cleric's Sacrad Chime xl 


| {_To Forest of Fallen Giants 
[To Things Betwidt) 
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MAJULA 


d Exit the crevice from Things Betwixt and follow the path along 

the cliffside until you see a tree with an item to the left; run over 
to the tree and grab the Divine Blessing, and then retum to the gap 
in the rocks near the cliff edge at Position A and aim the camera 
downwards so that you can see the ledge below { > . Drop 
down to the ledge and then to a second, narrower ledge below it. 
Pick up the Morning Star and Cleric's Sacred Chime from the nearby 
corpse, and then continue along the ledge and take the Binoculars 
when you come to them. 


d Drop off the end of the ledge and turn left into the underground 

ruins. A treasure chest around the corner to the right contains a 
Rusted Coin; pick it up and head back outside. Follow the edge of 
the cliff straight ahead until you see the Bonfire and, beyond it, a 
green-robed woman looking out over the ocean from beneath a 
withered tree. Light the Bonfire and speak to the Emerald Herald to 
receive your Estus Flask and some cryptic advice on how to break 
the Undead curse [ )2). 


Exhaust all of her dialogue options and she will begin offering you 
the option to level up using your acquired Souls. A warning to play- 
ers with a predisposition to attacking NPCs: if you kill the Herald 
she will eventually be replaced by a tombstone, and then you will 
have to offer Souls to it to summon her spirit and make use of her 
abilities. This will work out very expensive in the long run, so avoid 
killing her at all costs. 


d Ascend the steps to the obelisk and speak to Saulden, the 

Crestfallen Warrior [> 03). After exhausting his initial dialogue 
he will offer you the opportunity to join the Way of Blue Covenant. 
Regardless of your choice, next time you speak with Saulden he will 
offer you a menu of options allowing you to speak with him for 
further information or join the Way of Blue at any time. Exhaust his 
second set of dialogue and join the Covenant if desired. You can 
examine the inscription on the obelisk next to Saulden to see your 
current total number of deaths. When your total number of deaths 
is over 100, return and speak to him and he'll give you a Ring of 
Steel Protection. Saulden can also teach you a Gesture, so make 
sure you learn that from him before you move on. 


World Event 

If you choose to join the way of Blue, Saulden will give you a 
Blue Seal Ring that slightly increases your HP, so even if you 
do not want to stay in the Covenant, it's worth joining just to 
get the ring. The Way of Blue is not a bad choice for a start- 
ing Covenant, however, because you'll strengthen the bond 
through killing invading Dark Spirits, and you'll encounter 
plenty of them as you progress through the game. For more 
information on this Covenant, please refer to P420. 


d Descend the steps from the obelisk and approach the house 

with the cloth awning directly adjacent to the Bonfire. Speak to 
the man sitting outside to learn that he is a blacksmith named 
Lenigrast and someone has locked him out of his workshop. The key 
is not in this area, however, so you can offer no assistance at this 
time. Proceed to the village center and find the house with a small 
tent constructed beside it. Take the item from the corpse inside the 
tent and enter the house. Be careful not to overlook the diminutive 
inhabitant who has taken up residence here, as her small size 
makes her easy to miss. Speak with Shalquoir, the coyly sadistic cat 
to whom the Emerald Herald refers as “that tiny thing inside the 
ruins,” for a wide variety of information and access to her merchant 
inventory. 


World Event 

The wise Shalquoir can keep tabs on all of the different Cov- 
enants you've joined, and tell you what rank you are within 
each of them. She can also break the bond with a Covenant 
should you wish to do such a thing. 
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Shalquoir sells two items of particular importance: the Silvercat 
Ring, which greatly reduces damage taken when falling and can 
allow immediate access to several otherwise unreachable areas; 
and the Ring of Whispers, which alerts its wearer to the presence 
of enemies. She also mentions the Victor's Stone behind her house; 
to find it face the stairway to the underground rotunda behind her 
house but instead of entering, follow the cliff to the right 

Examining the stone allows players to join the Covenant of Champi- 
ons, and a nearby corpse holds five Homeward Bones. 


World Event 

The Company of Champions Covenant is designed for play- 
ers looking for the biggest challenge while playing the game. 
Not only do you do less damage to enemies while you're a 
member of this Covenant, but they will do more damage to 
you. You'll also be unable to use the White Sign Soapstone to 
call for assistance, and some Summon Signs will not be vis- 
ible to you. Certain enemies will drop items called Awestones 
while you're in this covenant, however, and those are used 
to strengthen the bond within it. The number of Awestones 
you've offered is displayed on the Victor’s Stone, and you're 
able to compare your amount to other players. For more 


va 
> 


allow; it will prove invaluable in the battles ahead, and even if you're 
starting class does not meet the requirements, it's worth building 
up your Strength until you can use it. 


World Event 

Many of the merchants you'll encounter throughout your 
journeys in Drangleic will expand their inventory if you fulfill 
certain conditions, and Maughlin is no different. Usually the 
condition is to spend a certain amount of Souls with them, 
but Maughlin will also gain additional rare and valuable 
armor sets after you defeat certain bosses, regardless of how 
much you've spent with him. For more information on the 


information on this Covenant, please refer to P419. 
d Exit Shalquoir's house and immediately turn right to face a well. 
Shove or attack the rock sitting on the edge of the well to access 

a corpse with an Estus Flask shard „Take this to The 
Emerald Herald right away and have her use it to increase your 
Flask's capacity. Beware of the three Enslaved Pigs hidden in the 
grass behind the house with the well; they are aggressive, 
deceptively powerful and exceedingly difficult to hit, making them 
very dangerous early on. This house is locked, so proceed past it to 
the final accessible building in Majula: a disused forge where 
Maughlin the Armorer has set up shop. 


After exhausting his dialogue it is strongly recommended that play- 
ers lacking a shield purchase the Silver Eagle Kite Shield if finances 
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various merchants and their inventories, please refer to P424, 
d At this point there is nothing left to do in Majula for a while, so 
it's time to head out in search of larger and more powerful souls! 

But where to begin? Several areas are accessible from here: Heide's 
Tower of Flame, The Forest of Fallen Giants and, for those who can 
afford the Silvercat Ring and are willing to brave great danger and 
powerful enemies early on, The Pit. Although the enemies in Heide's 
Tower of Flames can be quite difficult at this early stage, if you're up 
to the challenge then venturing into that area just far enough to get 
the Ring of Binding can help you out greatly in the long run. That 
ring mitigates HP reduction when Hollow, so the earlier you get it 
the more benefit it will give you. Your first real destination, however, 
should be the Forest of Fallen Giants, so head down towards it 
when you're ready 


MAJULÁ--— ENEMIES « 


These tiny piglets have a dark secret. They have a small chance 
to drop Cracked Red Eye Orbs. If you seek to murder other 
players and collectTokens of Spite, these will be useful to you. 
One can only wonder how these piglets took possession of such 
dangerous items. 


Strategy 
Enslaved Pigs are more cute than dangerous, but they are surpris- 


ingly difficult to hit due to their small stature, so try to use vertical 
attacks. If you must use a horizontal swing, consider attacking with- 
out Lock-on. The Pigs have a weak kick attack that is little more than 
an annoyance. Just don't let them all gang-up on you at once; if you 
have low poise, they can stagger you repeatedly 


HP Souls Rospawn 
Enslaved Pig 330 20 Yes 
Probability Page 
Cracked Red Eye Orb 5 400 


This curved sword-wielding 
Skeleton is hiding in Cale's 
house in Majula. It's unknown 
whose Skeleton this might 
be or what force animates it; 
perhaps Cale inadvertently 
disturbed this poor souls 
resting place. Either way, it 
must be dispatched before 
Cale will return to the 
residence… and if you want 
the treasures it guards. 


Strategy 

If you are using a shield, such as the Silver Eagle Kite from Maugh- 
lin, this will be a very simple battle. Block a hit and retaliate when it 
rebounds off of your shield. If you are using ranged attacks, bait it to 
attack you, roll away, and then attack. If you have no shield and no 
method of ranged combat, remember that you can block with your 
weapon when you hold it in two-hands. This is not a strong oppo- 
nent, so be confident and attack after he misses you 


HP Souis___Rospawn 
Skeleton 570 700 No 

Probability Page 
Human Effigy 100 395 
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Hollow Infantry (Bandit Knife) 055 
FOREST OF I 


Hollow Infantry (Hand Axe) 055 

Hollow Infantry (Sword & Shield) 055 

Hollow Infantry (Bow) 055 

B Hollow Soldier (Bastard Sword) 056 

WN re & Hollow soldeer (Halberc) ose 
Hollow Soldier (Sword & Shield) 056 

Hollow Soldier (Bow) ose 

han EME Crystal Lizard 057 
Old Ironclad Soldier 058 

6 Helde Knight (Sword) 058 

& Flame Salamander 059 

5 The Last Giant 060 

@ The Pursuer 062 

Helde Knight Sword 15 

Soldier Key 402 

Chloranthy Ring 403 

Flame Longsword 314 

House Key 402 

Lenigrast's Key 402 


Drangleic Sword 


Litegem xl 


Soul of a Lost Undead x1 


Soul of a Lost Undead xl 
Tha Crastfallon's Atraat 


Soul of a Namalass Soldier x1, 
Throwing Knit xd 


Broken Straight Sword x1— 


Human Effigy xl 


‘Soul of a Nameless Soldier x1, - 
Cracked Rad Eya Orb x4 
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In the middle of this forest lies a rundown fort that was severely damaged 

during the war with the giants. The soldiers tasked with defending this fort 
Toe of Giants succumbed to the curse of the undead and hollowed long ago, but they 
remain a threat to any who would seek to uncover the fort's secrets. And the 
undead that protect this fort are not the only threat… 


Ring of Restoration xt, \ - Ambar Herb x2 
forch 3 
Large Laathar Shield xl 

Uegem x 


Soul of a Lost Undead x1 Lodod (opens G'®en Blossom, © D 
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Effigy xt Torchx1_Cartographer Cale Amber Herb x1 


Estus Flask Shard x1, 


‘Small White Sign Soapstone xl 
Locked (Soldier 
Smal Laather Shield xl, 
Repair xt 
Divine Blessing x1 


Hand Aa xl, 
Radant Lifegem xl 


Tree of Giants 
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FOREST OF FALLEN GIANTS — F2 
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Cracked Rad Eya Orb x2 


FOREST OF FALLEN GIANTS — Bl 


Large Soulot a 
Proud Knight 


Frodrake Stone x1 
Tanite Stab xt 


Chloranthy Ring x1 


Breakabla after using 
Pharos’ Contraption 


Tanite Shard x1 (Trap) 


Lite Ring xl, 
Large Titanste Shard xl 


FOREST OF FALLEN GIANTS 


d As soon as you enter this area you'll come to a wooden bridge, and if you drop down 

from the middle of it you'll land on a small platform containing a chest. From there you 
can jump across and grab an item sitting at the mouth of a cave {> 01). If you're not 
confident in your jumping skills, you can also reach that item by following the path out, and 
then double back up the river on the right as soon as you exit. Follow the flow of the river to 
advance into the forest, sticking to the bank on the right to pick up an item along the way. 


Shortly after that you'll be able to go up a small slope to find a clearing and the area's first Bon- 
fire, This is a good place to farm some of the nearby Hollow Infantry to both gain a couple of 
levels and see if you can get the Foot Soldier Sword to drop, which is a good starting weapon 
for some classes, There's an archer at the far end of the area, so try and use the rocks on the 
bank opposite the Bonfire to block his arrows. Continue along the river when you're ready, and 
go up the slope to reach the ladder that takes you to the next part of the area. 

d You'll face a difficult early battle in this area, so you'll need to be very careful. There are a 

number of Hollow Infantry around the room, along with an archer on a walkway above 

— but the main potential threat is the Heide Knight sitting near the tree in the middle. If you 
land any hit whatsoever on the Knight, he will join the battle, so before you even attempt it, 
you should take out all of the other enemies in the area. The easiest way to tackle the 
Infantrymen is to either lure them down the ladder you used to reach this area, or go 
through the archway at Position A to reach the ledge there. This ledge is very narrow, so it 
serves as a useful bottleneck to stop the enemies flanking you. 


You can also jump across from there to a nearby area where you can get some very useful 
Throwing Knives {> 02].Once you're up on the walkway, follow it along and take out the 
archer first, which will make moving around below much easier, or allow you to attack the 
enemies down there with ranged attacks if you have them. This can be especially useful 
for taking down or weakening the Heide Knight, since he has no means of reaching you up 
here. The Heide Knight drops a very powerful early weapon in the in the form of the Heide 
Knight Sword, so taking him down is more than worth the trouble. Once all of the enemies 
have been defeated, go through the nearby Fog Gate. 
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d Just after the Fog Gate you'll come to a 

fork in the path; keep going straight and 
drop into the room containing the two 
infantrymen. Once you've taken them out 
you'll be able to exit the room and attack 
the enemy on the left from behind. There's a 
Hollow Soldier at the opposite end of this 
corridor, and you should try and lure him 
towards the middle of the area to gain more 
room to maneuver. There's an archer at the 
top of the stairs, so you'll need to approach 
carefully; the alcove on the right halfway up 
the stairs can be useful for avoiding the 
arrows. If you have a ranged attack, you 
should try to take out the archer from that 
position, along with the Hollow Soldier 
standing on the tree root above the second 
half of the stairs; otherwise he'll start 
throwing firebombs at you once you go up 
there. 


Head up the stairs to finish clearing the 
area and grab the item, and then go up the 
ladder, past the door and around the corner 
to face another Hollow Soldier and get the 
item near him. Now backtrack to the door 
and open it to reach the area's second 
Bonfire. In this room you'll find Merchant 
Hag Melentia, and she has some very use- 
ful items that you can purchase, including 
Lenigrast's Key to open the blacksmith's 
house back in Majula [> 03). Another 
recommend purchase would be the Travel- 
ing Merchant Hat, as that will increase your 
Item Discovery Rate. 


d Leave this room the same way you 

entered, and go to the broken wall 
directly opposite the doorway; if you look 
down from there you'll find a wooden 
walkway you can drop down onto. Follow 
the walkway all the way along (taking out 
the Hollow Infantry as you go), and when 
you reach the end of it, jump across the gap 
to get the item on the other side. From 
there you can use a tree root to safely go 
down to the platform below, and then after 
going down a couple of short ramps to 
another platform, walk down the trunk of a 
fallen tree to reach the ground {> ) 04). 


There's a large number of Hollow Infantry in 
this area, so move forward slowly and try to 
take them out one at a time to avoid being 
surrounded. Once all of them are dead, go 
into the small cave to grab the item there, 
and then go to the other cave near it that 
has flames along the floor. These flames 
will not hurt you, so you can enter the cave, 
but there's a Flame Salamander at the other 
end that will start spitting fireballs at you 
shortly after you enter. Entering the cave 
will also trigger some more Hollow infantry 
to drop down near the entrance, so take 
them out before you do anything else. 


You can try and kill the Flame Salamander 
at this point with ranged attacks if you wish, 
but it has a lot of health and you won't get 
anything to make it worthwhile. There is an 
item in the cave worth going for, however, 
and it can be reached safely with the correct 
timing. The Salamander will spit volleys of 
three fireballs at a time, and you need to 


wait till Just after third one, and then quickly run into the cave, open 
the door on the left to get out of its line of fire, grab the item, and 
then exit the cave using the same method. To get back to the Bon- 
fire room now, you just have to use the ladder near the top of the 
area to reach the wooden walkways above, and then run along them 
until you come to a hole in the wall; drop down through the hole and 
follow the path back to the Bonfire room. 


d Once you're back in the Bonfire room, go up the stairs to reach a 

locked door at the end of a corridor. You can't open the door 
normally, but because it's damaged you can destroy it to gain entry. 
There are a number of useful items to be had in the rooms beyond 
the door, including an Estus Flask Shard. You can also drop down 
through a hole in the second room to get the item that's sitting on a 
branch above the Bonfire 


When you're ready to continue, go down the ladder in the Bonfire 
room. There's only one path you can take in this area currently, 
because the other routes lead to locked doors. Start going towards 
the archway on the left, but be careful of the body slumped against 
the wall nearby because it is not as dead as it appears. Finish off the 
enemies, and then continue through the Fog Gate. 


d There're a large number of Hollow Infantry and Soldiers in this 

area, many of whom have bows equipped, so you'll need to be 
very careful when moving around. Before going straight up the large 
tree root, it's worth taking a small detour to get some useful items. 
Drop down over the wall next to the root, and after killing the 
enemies down there, climb up the ladder to reach a rooftop. If you 
have ranged attacks it would be well worth trying to clear out the 
archers before moving on, as that will make things much easier for 
you. 
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To get the first item, run all the way along the wooden planks until 
you reach a second rooftop, and then cross over another set of 
planks and drop down into the semi-circular room near the wall. 
Grab the item there, and then make your way back around to the 
planks leading to the second rooftop. Instead of crossing those 
planks, this time drop down to the right of them to reach the interior 
of the building, and then exit via the broken wall on the side 

01). Follow the wooden planks around to the outside of the 
house, and then cross the open ground to get the item in front of 
the portcullis, before backtracking around the area again to reach the 
second rooftop. 


d Go down the other side of the rooftop this time, and jump across 

to the large wooden platform just beyond it (and take out the 
Hollow Infantryman there if you haven't already done so). Drop 
down from there to the adjacent wooden platform, and then take a 
couple of steps into the cave that you can access from there; do not 
go past the crossroads in the cave, however, because a large 
boulder will come rolling down a hill from the left when you 
approach it. Wait for the boulder to pass, and then grab the item 
directly ahead and go up the slope the boulder came from to reach 
Cartographer Cale, 


Speak to Cale to get the House Key, which is required to open a 
door in Majula, and keep talking to him until you have gone through 
all of his dialogue options. Grab the item from the end of the tunnel 
near Cale, and then make your way back outside the caves and go 
up the ladder just to the side of the entrance. Run along the ram- 
part, and then drop down through the broken wall at the end to get 
back to the first rooftop in the area, the end of which you can drop 
down from to start going up the large tree root. 


d A couple of Hollow Soldiers will have their backs to you near the 

top of the root, so try and backstab the one closest to you to get 
an early advantage. Just past those two enemies you'll see a ladder 
leading to a rooftop, and if you go up there you'll have the chance to 
fight a boss early. The Pursuer is very difficult to defeat at this point 
in the game, however, so only go up there if you're confident in your 
skills. You only get one chance to fight him here, and if you drop off 
the roof he'll disappear. 


03 


Continuing along the main path you'll come to a large group of 
barrels, a number of which are explosive; if you have a Firebomb, 
or can trick one of the nearby enemies into detonating them, you 
can blow a hole in the wall at Position B and create a very handy 
shortcut to the Bonfire room Keep going along the path 
and down the ladder at the end after creating the shortcut. 

d Go down the stairs at the base of the ladder, and then stop just 

outside the large hole in the castle wall. That hole leads to a room 

that houses a large number of useful items, but getting in there can 
be tricky. As soon as you set foot in the room, a number of Hollow 
Soldiers will fire Ballista rounds at you, so take one step inside and 
then quickly retreat back out. All of those enemies will then come 
running out of the room to attack you directly, so quickly retreat back 
up the ladder you just came down to get into a better position. From 
up there you can use ranged attacks to take them out, or wait for 
them to split up a bit before dropping down and engaging them. 


Enter the room once all of the enemies have been dispatched so 
that you can claim the spoils. Go down the ladder to the lower floor, 
but be careful when you open the chest, because it has a trap on it; 
watch to see what kind it is, and then react accordingly. The door in 
the room cannot be opened from this side, but if you strike it you 
can get the Hollow Soldiers on the other side to open it, grant- 

ing you access to another chest. If you have a Pharros' Lockstone 
(either from buying the one from Melentia or picking it up in the 
house you can access in Majula with the House Key from Cale), it's 
also extremely worthwhile using it on the Contraption here, as it will 
allow you to get a Chloranthy Ring and Titanite Slab, both of which 
are extremely useful „Go back out through the hole in the 
wall at the top when you're ready to continue. 


d At the end of the path here you'll find Mild-Mannered Pate, and if 

you speak with him he'll tell you tales of treasure in the area 
ahead, It's a totally optional area, and there are a large number of 
Hollow Infantry and Soldiers, so only go inside if you're up for the 
challenge, because the treasure does not live up to Pate's tales. 
Shortly after you enter a gate will slam down behind you, and the 
only way out is to fight through all of the enemies. You'll first be 
attacked by two Hollow Infantry and a Hollow Soldier with a bow, so 
quickly run forward to small alcove directly ahead of the gate, where 
the Soldier with the bow cannot hit you. Take out the two Infantry 
from there, and then deal with the Soldier. 


Enter the door at the opposite end of the courtyard, but be careful 
as you approach the next corner, because three Hollow Soldiers 
Will come running around it to attack you. Try to move backwards 
to separate them a bit and take one on at a time. Head around the 
corner when they're dead, and then interact with the wall on the 
right near the base of the stairs to reveal a hidden room containing 
a chest „There is another group of Hollow Soldiers at the 
top of the stairs, and one of them has a Bow; try to lure the others 
down the stairs with ranged attacks and fight them around the 
corner away from the archer. If you go through the doorway at the 
top of the stairs you'll come to a wall, from which you can drop back 
down to the area where Pate is sitting. 


World Event 
Make sure to speak with Pate once you've made your way out 
of the area. He will give you a White Sign Soapstone, allow- 
ing you to offer assistance to other players. Speaking to him 
again will also allow you to advance his quest chain later on. 
d Opposite the hole in the wall leading to the Ballista trap room 
you'll see another open courtyard with an Old lronclad Soldier 
guarding a doorway on the other side. Going directly after him can 
be dangerous, however, because there are a couple of Hollow 
Soldiers above the area that will rain down Firebombs when you 
walk out there. If you have a ranged attack, however, you can hit the 
Old Ironclad Soldier once to lure it towards you. To deal with the 


Hollow Soldiers, go into the courtyard, and then immediately go 
through the archway on the right and up the ladder there, 


Go through the door at the end of the wall from here (grabbing the 
Light Crossbow along the way), and then after rounding the corner 
you should be able to see the area with the Hollow Soldiers just 
below you to the right. Before you drop down to engage them, how- 
ever, make sure you jump across to the ledge above them and grab 
the item there. There are three enemies in total to fight, and facing 
them at the same time can be difficult. A good tactic is to try and 
knock one of them down to the area below, either by using a ranged 
attack before you drop down, or by running in and using a quick 
melee strike. Open the chest when the area is clear, and then drop 
back down to the courtyard and deal with the Old lronclad Soldier. 
d As soon as you enter the area past the Old lronclad Soldier, go 
up the stairs on the right to grab the items there, and then take 
out the two Hollow Soldiers in the middle of the area so that you 
can reach the item on the other side. Grabbing that item will cause 
a nearby Hollow Soldier to rise up, so make sure you're ready for 
him. The main focus point of this area is the large stone sword 
jutting out over the ocean, and at the end of it there's a very useful 
Halberd that's being guarded by a Hollow Soldier . Fighting 


it on the sword can be difficult, so try and lure it down to the base 
to fight it on solid ground. Once it's dead (or you move too far up 
the sword) another Hollow Soldier will drop down onto the sword, 
so take him out before grabbing the Halberd. 
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Go through the Fog Gate to reach the other side of the area 
below the second Bonfire room, and then quickly run towards 


d 


the room just ahead on the right and try to kill the Crystal Lizard you 
find there to get some useful weapon upgrade Materials. Grab the 
other items in this room, and then exit and continue along the path 
on the other side until you reach the gate. Unlocking that gate gives 
you a great shortcut back to the second Bonfire, so make sure you 
go back up there to heal up and re-supply before continuing 


Go down the elevator near the gate once you're prepared, and then 
start making your way down the long corridor. Near the end you'll 
come to a door on the left that's being guarded by a Hollow Soldier, 
but this door requires the Iron Key and that is not something you'll 
pick up for a while. Continue on along the corridor, and if you made 
sure to speak with Mild-mannered Pate earlier, you'll find his Sum- 
mon Sign waiting just in front of the Fog Gate. Summon him if you 
wish, and then go through the Fog Gate to face The Last Giant 


World Event 

Upon defeating The Last Giant not only do you receive the 
Soldier Key, but a couple of other interesting things also 
take place. If you previously went through all of the dialogue 
options with Merchant Hag Melentia and Cartographer Cale, 
they will both relocate to Majula. Melentia can be found 
leaning against a wall close to the Bonfire, while Cale takes 
up residence in the house he gave you the key for, but only 
if you have been in there and cleared out the Skeleton in the 
basement. 


With the Soldier Key you can open the door at Position C to 
reach an area full of Old lronclad Soldiers and some useful 
items, and since there's also a Bonfire down there, it's quite a 
good early game Soul farming area. The door you can open 
with the key at Position D only leads to a chest at the mo- 
ment, because you lack a key item to progress further there. 
The chest does contain a Ring of Restoration, however, so 
it's worth taking a quick trip to acquire it. 
d After opening the door here with the Soldier Key, go up the stairs 
until you come to a small room, and then, after taking out both of 
the Hollow Soldiers, continue up a series of stairs to reach the top 
of the area. Before going through the Fog Gate ahead, go through 
the narrow gap just to the right of it to grab some items, and then (if 
you didn't beat him earlier) prepare to fight The Pursuer just beyond 
the Fog Gate. This fight can be fairly tough at this point in the game, 
so if you're having trouble you may want to gain a few levels before 
taking it on. It's worth attempting, however, because The Pursuer 
can drop a Ring of Blades (increases Physical Attack), which is a 
very useful accessory. 


Once he's defeated, go through the small gap in the rocks opposite 
the entrance and come to a stop near the large destroyed section of 
floor. By dropping down from the edge of that area, you can reach 
a small ledge where you can acquire the powerful Drangleic Sword, 
and a set of Drangleic Armor ‚If you continue around the 
hole in the floor (instead of dropping down) and go up the stairs on 
the other side, you'll come to a mysterious bird nest. Interacting 
with the bird nest will cause a giant eagle to swoop down and take 
you to The Lost Bastille. While that location may be difficult to com- 
plete at this time, there are a number of useful items that you can 
get in the first couple of rooms near the side you land on that can 
make it a worthwhile trip. Of Particular note are the Covetous Silver 
Serpent ring and the Antiquated Key. Return to Majula when you're 
ready to continue, and from there head to Heide's Tower of Flame. 


EN HOLLOW INFANTRY 


DAGGER, AXE, BOW, SWORD & SMALL SHIELD 


These common Infantrymen were 
soldiers for the kingdom of Drangleic 
prior to being overcome by the Curse 
of the Undead. Unlike Royal Soldiers 
and elite troops, the equipment 
issued to the Infantry is invariably 
basic and inexpensive. Now Hollow, 
they continue to defend their 
homeland from perceived threats 
despite their enfeebled condition. 


Strategy 
Dagger 
Hollow Infantry are very weak individually. They attack slowly and 
can be staggered very easily. Bandit Knife-wielders also have no 
shield, so you can attack aggressively. The key point is to kill them 
quickly, though, as they often attack in sets of two or three. Kill 
them before they surround you. Their attacks will leave them open 
for you to retaliate, but watch out for their three-slash combo. It 
ends with a flurry that can deal significant damage. 


Melee fighters can block their attacks with a shield to wait for an 
opening, or simply back up and allow their attacks to miss. The 
slashing flurry attack leaves them open for a backstab, as well 

‚If you are not using a shield, remember to hold your 
weapon in two hands for extra damage. Ranged fighters can attack 
without fear of being blocked or retaliated against. Just make sure 
to keep all of your enemies in front of you. 


Axe 
Hand Axe Infantrymen are very similar to their Bandit Knife-wielding 
comrades. The primary difference is that Hand Axe users also pos- 
sess a leap attack that they occasionally use to close in quickly 

„The leap itself is still fairly slow, so as long as you are ready for 
it, rolling away will pose little challenge. While they are also slow, 
however, the two-handed, overhead chops of a Hand Axe user can 
deal a lot of damage. Like other Hollow Infantry, Hand Axe fighters 
can play dead in order to ambush you. Consult the map for ambush 
locations or just attack any Infantry “corpse” that you come across. 


Hollow Infantry Helm 
Hollow Infantry Armor 
Hollow Infantry Gloves 
Hollow Infantry Boots 
Bandit's Knite (Dagger, Bow) 
Infantry Axe (Axe) 


Foot Soldier Sword (Sword & Small Shield) 


Short Bow (Bow) 


Foot Soldier Shield (Sword & Small Shield) 


Litegem 
Throwing Knie 


16 
16 
16 
16 
16 
15 
16 
16 
15 
7 

5 


HP Souls Rospawn 
Ks 
Hollow Infantry (Dagger) 200 50 Yes 
Hollow Infantry (Axe) 240 50 Yes 
Hollow Infantry (Bow) 200 50 Yes 
Hollow Infantry (Sword & Small Shield) 270 50 Yes 
Probability Page 
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Bow 

The Hollow Infantrymen who come equipped with a bow can be 
surprisingly dangerous. You can block their arrows, roll past them, 
strafe to the side to avoid them, or seek cover behind a tree or rock. 
These enemies are surprisingly accurate and have a tendency to 
attack you while you are engaging other enemies in melee. The best 
thing to do is to get the attention of the enemies you want to battle 
and then fall back into cover. The other types of Hollow Infantry will 
rush forward, and you'll be able to deal with them with no pesky 
arrows raining down upon you. Check the surroundings for useful 
cover points. When you approach these enemies, they will draw 
Bandit Knives to engage you. 


Sword & Small Shield 

Of all the types of Hollow Infantry, the sword and shield variant is 
probably the most dangerous. They have better reach than the Ban- 
dit Knife and Hand Axe enemies, and they tend to attack in three-hit 
combinations that deal a lot of damage. More threateningly, they 
can stagger you with their quick attacks. This opens you up for 
other enemies to finish you off. They can even use their worn-down 
shields to block your attacks. 


Try to fight these enemies alone if you can. If you must fight them 
in groups, save enough stamina at the end of your combo to roll 


away. 


Bil HOLLOW SOLDIER 


GREATSWORD, HALBERD, SPEAR & SHIELD, THRUSTING SWORD & SHIELD, BOW 


Now Hollowed, these were once 
Royal Soldiers of the Drangleic 
Kingdom. Their equipment was 
constructed by the royal blacksmith 
from high quality materials, but now 
it is falling apart. They continue to 
defend the Kingdom loyally. 


Strategy 
Greatsword p 
These Hollow Soldiers two-hand wield a Bastard Sword. They can 
move quickly and hit fairly hard, but they have no shield. Strike hard 
and fast in order to defeat them before they can attempt an attack. 
Be warned, however, that some will attack with firebombs from 
range [> 01), A carefully timed roll will help you get close to begin 


your assault. 
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Halberd 

Halberd-wielders have long reach. They tend to attack in three-hit 
combos, but the final hit of the combo is always very, very slow. 
They are easy to backstab and, like their Bastard Sword-using 
friends, they can't stop you if you rush them. They are most danger- 
ous when in a mixed group of soldiers; they have enough reach to 
hit you from behind one of their shield-bearing friends, and those 
shields will prevent you from aggressively attacking them. If you 
find yourself facing that situation, get near enough to prompt the 
Halberd-user to begin his combo, then fall back. Often, the shielded 
soldier will chase you while the Halberd soldier is still far behind. 


Spear & Shield 

Winged Spear Hollow Soldiers tend to be very defensive. When 
they have their shield raised, you can use a Bash to stun them if 
you are quick |» > 02). If you have trouble executing the Bash, you 


can raise your own shield and approach them to prompt their Shield 
Bash technique. You can either Backstep or strafe to the side to 
avoid it and then retaliate. Be careful of their thrusts, as they have 
deceptive range. Roll to the side rather than straight back. 


Thrusting Sword & Shield 

Estoc-users are the most dangerous variant of Hollow Soldier. They 
are very aggressive on their own, but they are truly deadly in a 
group. When the Estoc-wielders raise their shields, they will Parry 
your attacks. If they succeed, you will be left at their mercy. Even if 
you intend to hit one of their comrades, they can still Parry your at- 
tack. Blocking their attacks with a Normal or Large shield will cause 
them to rebound, allowing a full combo. Small shields won't cause 
them to rebound, so you'll need to block their entire combo before 
attacking. If you're confident in your ability to execute the Bash, it 
Will break their Parry stance (if you make a mistake and perform a 
Normal attack, you'll be Parried). 


Bow HP Souls Respawn 
Hollow Soldiers wielding Bows are very similar to Bow-wielding Hol- 


low Infantry when you are at range — they focus on harassing you KN Ee CK AND ze ze Nen 
with arrows while you engage other enemies. Using the environ- Hollow Soldier (Malberd) 290 90 ve 
ment as cover is the way to handle them at that distance. When you __ Hollow Soldier (Spear & Shield) 320 20 ves 
get close, though, the Hollow Soldier will draw a Bastard Sword and Hollow Soldler (Thrusting Sword & Shield) 250 20 Yes 
endeavor to remind you of the difference between he and the lowly Hollow Soldier (Bow) 230 0 ve 
Infantry. Hit him hard before he can get his sword out! 
Probability Page 
Hollow Soldier Helm 16 365 
Hollow Soldier Armor 16 365 
Hollow Soldier Gauntiets 16 365 
Hollow Soldier Leggings 15 365 
Bastard Sword (Greatsword, Bow) 1 316 
Halberd (Halberd) 1 335 
Winged Spear (Spear & Shield) 1 333 
Estoc (Thrusting Sword & Shield) 1 324 
Hollow Soldier Shleid (Shield types) 1 363 
Flrebomb (Greatsword) 5 398 
Litegem (not Greatsword, Bow) 4 395 
Radlant Litegem (not Greatsword) 1 395 
Long Bow 1 346 
Wood Arrow x3 5 358 


B CRYSTAL LIZARD 


A timid species of sparkling reptile cloaked in total mystery. 
These strange creatures possess a variety of useful, and 
valuable, stones. These creatures are not well understood, as 
the procurement of specimens for study is an all-but-futile 
endeavor; Crystal Lizards are masters of escape and have a 
marked tendency to do so before anyone can get close enough 
to catch them. 


to reappear if you fail to deliver a killing blow; once defeated they 
will not respawn until the next game cycle or the use of a Bonfire 
Ascetic. These elusive creatures are tiny and exceedingly difficult to 
hit; they also have unusually high defense and can survive several 
blows from a weak or base level weapon. 


Crystal Lizards are considerably faster in Dark Souls Il than their 
counterparts in previous games and it is no longer possible to catch 
up to them on open ground once they start running. You must sneak 
up on them and either finish them with a ranged attack or spell 
before being detected or chase them into a corner or against an 
obstacle to prevent their escape. For attacking these valuable crea- 
tures in melee, a powerful weapon with a vertical, overhead swing 
Strategy is highly recommended. 

Crystal Lizards with a blue gem on their back will not attack under 


any circumstances. Upon being detected they will turn to face di- HP Souls Respawn 
rectly away from you and run forward in a straight line. After approxi- mmm 
mately ten seconds of running they will camouflage themselves pr El LE 
with Crystal Chameleon and disappear; if they are not killed before Probability Page 

this time they will reappear after resting at a bonfire. Note, however, 

that Crystal Lizards are one-time spawns and will only continue Titanite Shard x2 100 310 
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MN OLD IRONCLAD SOLDIER 


Originally, lronclad Soldiers 
were minions created by 
the Old Iron King with an 
enchantment of souls. The 
enchantment is long gone and 
the iron husk that remains is 
quite decrepit. The soldiers 
who don this armor now never 
speak, and no one has seen 
their faces. Could it be that 
King Vendrick of Drangleic 
revived these ancient creations, 
or perhaps he produced war 
golems of his own? 


though, as they can adjust their aim if you do. After they miss, you 
can attack once or twice (depending on the speed of your weapon). 


Occasionally, they perform a four-swing combo, during which you 
should be patient and back away. If they begin the vertical smash 
from too far away, they will chase you with it. Wait for them to get 
close and then roll away. Finally, note that they will fall backwards 
in an attempt to crush you if you stand behind them. This could be 
fatal if you aren't ready for it, but you can use it as an opportunity to 
attack if you can avoid the crush, 


HP Souls Respawn 
en 

Strategy Old lrondad Soldier 640 250 Se 
Old lronclad Soldiers can hit very hard, but they attack slowly. Step Probability Page 
just inside their melee range, and they will begin a swing. For 
horizontal swings, you should roll backwards. For vertical smashes, Old lrondlad Helm 2 371 
rolling to the side is better if you have room; don't roll too early, Old tronctad Armor 2 371 

Old lrondad Gauntiets 2 371 

Old lrondad Leggings 2 371 

Human Etfigy 1 396 


(WM HEIDE KNIGHT sworo 


Whether Heide was a 
proper kingdom or not 
isn't clear, as it fell into 
the sea long ago. What 
is known is that the Way 
of Blue originated in 
Heide. Equipment from 
Heide still exists today, 
as well, which speaks 
for the durability of the 
special alloy used in 

its construction. If this 
knight truly is from the 
ancient land of Heide, 
is it possible that time 
distortion explains his 
presence? 
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Strategy 

The Heide Knight is a powerful enemy to fight early on. It is highly 
advisable to defeat all the Hollow Infantry in this area before engag- 
ing the Heide Knight. His most dangerous attacks are his Slashing 
Combo and his Turnaround Slash. He has quite some Poise, so 
hitting him with a Normal one-handed attack might not stagger him. 
If you want to fight him in melee, two-hand your weapon and use a 
Strong attack. This will let you stagger him and then roll away. If you 
are confident in your ability to Parry, that's another option. Circling 
to his back for a backstab can be risky; he will often counter with 


a Turnaround Slash. Sorcerers can wait for him to begin a combo, 
roll back, and then fire away with Soul Arrow. Just watch out for his 
Dash Attack. 


If you are having difficulty with this enemy, consider picking up the 
Throwing Knives in this area before fighting him. They’! allow you to 
stay outside of his range and deal great damage. After a few knives, 
he'll be dead. Also note that this enemy cannot climb ladders, and 
will occasionally fall while attempting to chase you, particularly 
when you make the leap to the Throwing Knives. 


HP Souls Respawn Parry Block Stamina Damage 
mmm ennn 
Helde Knight (Sword) 1020 3000 No Slashing Combo Yes Yes Low 
Probabiniy nn ‘Turnaround Slash Yes Yes Low 
Dash Attack Yes Yes Low 
Helde Knight Sword 100 315 


These mysterious creatures serve an unknown purpose, but 
they are locked within the soldiers’ fort behind a door older 
than the Kingdom of Drangleic itself. Their fiery presence seems 
to alter the very environment itself. 


Strategy 
The Flame Salamanders in the lower section of the fort are power- 
ful enemies that aren't intended to be fought early in the game, 

but, with some creativity, you can defeat them and collect their 
treasures. Specifically, the first Salamander can be killed easily from 
above with ranged attacks {>} 01). The second can be slain from 
above its tunnel. 


Soul Arrows and Throwing Knives (purchasable from Melentia) can 
be used, but one of the cheapest options available to most players 
will be the Light Crossbow with Wood Bolts. It will take around 50 
Wood Bolts per Salamander, but they can be bought cheaply from 
Lenigrast. 


Flame Salamander 3340 900 Yes 
Probability Page 
nennen nnn 
Cracked Red Eye Orb 20 400 
Freball 1 201 
Fre Orb 1 201 
Groat Fireball 05 201 


Should you decide to engage them in melee, note that striking 

their soft flesh, such as their throats and stomachs, will deal much 
more damage than attacks to their hard scales. When dodging their 
fireballs, be aware that after the first fireball, there is a short pause 
while they re-aim. The second and third fireballs will be aimed in the 
same direction and fired rapidly. 


If you're bold, a drastic method for finishing a Flame Salamander is 
to perform a Plunging Attack directly onto its head. You'll perform a 
special attack animation if you hit the correct spot, and the amount 
of fall damage you take will be survivable. Make sure that you've 
weakened the Salamander enough for this attack to finish it, though. 


Parry Block Stamina Damage 

Triple Fireball No Yes High 

Lek No No NA 

Head Bash No No NA 
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Long Swips, Fall 


It seems that the trees 
of the Forest of Giants 
really are the remains 
of the Giants from long 
ago. Why did the Giants 
attack Drangleic, and sn 
is this really the last of 
them? 


Palm Smash, Close Swipe 


Fall 

The Last Giant will raise his arm into the air, and then fall forward in 
an attempt to crush you. Run forward and roll between his legs to 
avoid being smashed as he crashes to the ground. This is another 
good chance to deal some damage. 


Close Swipe 

This is a quick attack that smashes in front of the Giant. Don't stand 
in front of it, and you won't have to deal with this attack. If you 

see him begin a swing while you are directly in front of him, roll 
between his legs quickly. 


Long Swipe! 


Palm Smash 

If you are near the Giant and in front of him, he can kneel down and 
begin pummeling the earth (and you) with his Palm Smash. This 
move is blockable, but rolling quickly away is a much better idea. If 
you stay there, he'll keep Smashing. 


Long Swipe Stomp 

The Last Giant will reach back over his right shoulder, and then When you are behind the Giant or between its legs, it will lift its foot 
lunge forward with a swing. Just run or roll toward him to avoid this into the air and bring it crashing down. Roll away. If you are feeling 
and get close. This is a great opportunity to deal damage. brave, you can then attack him, but beware of the Triple Stomp. 
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Close Swipe (Club) 

This is the same as the Close Swipe in phase one, but it has a 
longer reach. Don't stand in front of the Giant when you are close 
to him. 


Triple Stomp. 


Close Swipe (Club) 


Triple Stomp 

If you stay nearby after its first stomp, the Giant will continue 
stomping up to three times. The best way to avoid this is to move 
away. You can try to bait this to create an opportunity to attack, but 
if he Jumps Back you might find yourself in range for a quick Close 
Swipe. 


Long Swipe (Club) 

This is the same as the Long Swipe in phase one, but it has a longer 
reach. Make sure to use the full length of the room. If you let him 
turn sideways, you might not have enough space to get away from 
this attack, 


ong Swipe (Club) 


Jump Back 

When you are behind him, the Giant will occasionally leap back- 
wards, If he lands on you, this will deal damage. Roll away when 
you see him begin the leap. While risky, it is also possible to dodge 
between his legs. 


Strategy 
The Last Giant will Long Swipe at you when you are far away. You 
can roll toward it to avoid the attack. Once you get close, you'll have 


a brief moment to attack its feet „When you are directly 
underneath it, the Last Giant will attempt to Stomp on you — roll away. 
If you stay too close, he'll use alternate legs to Stomp up to three 
times in a row. This is a chance to back away and lure him into his 
long-range Swipe once again. Note that if you are at a medium- to 
close- range, he will do a Close Swipe near his body. Try to either stay 
behind him or far enough away so that he attempts a Long Swipe. 


At just under 50% health, the Last Giant will rip off his own left arm 
to use as a club. This is a chance for you to rack up some damage 


quickly. The fight will then resume, with the only major difference 
being the reach of the Last Giant. Using the club, he can hit you 
from farther away. The overall tactics don't change, though. Spell 


casters, note that there are three target points that you can switch 
between: right foot, left foot, and chest. You'll probably want to 
target his chest for accuracy. 


HP Souls Respawn Parry Block Stamina Damage 

een ee 
The Last Glant 2530 10000 No Long Swipe No Yes High 
Probabliity Page Close Swipe No Yes High 
mmm No Yes High 
Soul of the Last Glant 100 396 Fali No No NA 
Soldier Koy 100 Ee Palm Smash No Yes High 
Jump Back No Yes High 
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SMBOSs - THE PURSUER en 


A mysterious warrior who travels by crow. Crows were once a Á- 
symbol of the Goddess of Sin, long ago. The Pursuer hunts the 
Undead, perhaps to atone for his own sins. Hopefully, this will 


L E Dashing Slash Cursed Blade, Stash, 
be your final showdown with this vagrant warrior. 'Shiald Bash, Double Thrust 


Combo Attack 

The Pursuer will slash with his sword, bash with his shield, and then 
perform a Sword Sweep or Mighty Chop. Block or dodge the first 
hit, and then roll away from the Shield Bash. If you block the Shield 
Bash, you may have your guard broken. If you are very confident, 
you can parry the first sword slash. If your Stamina is low, don't at- 
tack after this. Just be patient. 


Dashing Slash 

The Pursuer will lower his sword to the side, crouch, and then 
explode forward with an upper-cutting slash. If you are close, straf- 
ing toward his shield will protect you from this attack and let you 
retaliate. This is good chance to attack. If you are far away, block this 
one or try to roll through it 


Double Stab 

The Boss will stab at you twice, and then leap into the air. He fol- 
lows up with a downward stab that has little range. Strafe toward 
his shield to avoid the thrusts, and roll away if you are close to him. 


Cursed Blade 


Cursed Blade 

This is an unblockable stab. He draws his right arm back, and then 
lunges forward. Strafe toward his shield, and you will be safe. If you 
do get hit by this attack, prepare to lose some maximum HP — it 
causes Curse. Dodging this will give you a chance to attack. 
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Shockwave aman 
This is a long range attack. He'll gather energy in his blade, and then 
launch a whirling blue wave. As long as you stay close to him, he 
won't attempt it. Even if he does use this, you should be able to roll 
to the side to avoid it. Just don't fall off the edge of the ramparts. 


Mighty Chop 

This is the Combo Attack's other finisher. The Pursuer Chops his 
sword downward from overhead. This move takes a lot of Stamina 
when blocked. To dodge this one, roll to the side after a slight delay. 


Cursed Orbs 
Shield Bash The Pursuer charges up dark energy and then sprays orbs of dark, 
The Pursuer will raise his shield and smash you with it. This can homing energy. These orbs will track you and Curse you (and of 
break your guard if you don't have enough Stamina — roll to avoid it. course deal damage). Note that he can't use this attack unless he 


This is his most dangerous attack, but it is still easily avoided. Watch manages to hit you with Cursed Blade first! 
his shield closely when you are in melee range. 


Sword Sweep 

The Sword Sweep is one of two finishers for his Combo Attack. In 
this finisher, The Pursuer spins around in the air before lunging for- 
ward with a Sweeping slash. Walk or roll toward him to avoid this. 


Strategy 

The Pursuer has a number of attacks, including a ranged Shock- 
wave, the unblockable Cursed Blade, a Dashing Slash, a Shield Bash 
and a multi-hit Combo. In his boss room, there are two ballista that 
can be used to deal a huge amount of damage to him, but he can 
destroy them. There are two primary strategies. The first method is 
to lure him in front of a ballista and wait for him to try his Combo. 
While he is attacking, roll away, run behind the ballista, and shoot. 

If you are successful, this will either kill him or leave him critically 
wounded. { 1 


The second method is to fight him normally. Stay close, and circle 
to your right and forward toward his shield |. At this range, 
he won't use his Shockwave. His Thrust and his Dashing Attack will 
both miss you and allow you to damage him. If he attempts his 
combo, block the first hit, and then roll away from the Shield Bash. 
If he attempts the Shield Bash by itself, roll away. The Shield Bash 
takes a lot of Stamina if it connects and may break your guard. As 
long as you circle in the direction of his shield, though, most of his 
attacks will miss you. 


Finally, if you want to show off for your friends, he can be Parried. 
Unfortunately, he doesn't fall down and is not stunned for very long 
following a Parry. 


HP Souls __ Respawn Parry Block Stamina Damage 
Dn 
The Pursuer 310 17000 No Cursed Blade No No NA 
Probablity Page oe MEE, en jee me 
eee Yes Yes High 
Soul of the Pursuer 100 396 Mighty Chop ves Yes Hia 
Ring of Blades 100 403 Slash Yes Yes Medium 
Shield Bash No Yes High 
Dashing Slash ves Yes Medium 
‘Shockwave No Yes Low 
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CATHEDRAL OF BLUE 


Heida Knight ron Mask xl, 
‘Tower Shield xì 


gn en 


Blue Sentinel Targray 


Cracked Blus Eye Orb xl 


Laver (After defaating 
nearby enemy) 


Divine Blassing xl 


Old Radiant Leger x1 Piot inden 
Human Efioy 5 


Soul of a Lost Undead xl 
Broken Thief Sword xl 
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Mdda 


HEIDES TOWER OF FLAME 
—_ _& CATHEDRAL OF BLUE 


ì 


These are the remnants of a lost civilization that sank into the sea so long ago that 


E-neld en nobody remembers whether Heide was the name of the kingdom or was simply 


what the continent was called in those days. The Way of Blue was founded in 
Mastarless Gloncour ancient Heide and is still headquartered in the Cathedral, one of the few structures 
Summon Sign) to have survived whatever cataclysmic event submerged the surrounding area 
and the subsequent centuries of erosion by the wind and waves. The Tower of 
Lever (After defaating Flame looms over the sea in stark defiance of the natural forces that leveled the IL 
nearby enemy) rest of Heide, firelight from its gallery dancing and flickering in the sky. Though its 
original purpose has been lost to the flow of time, the Tower now serves both as a 
Lover (After detoating lighthouse warning passing ships away from danger and a beacon guiding those 
nearby enemy) who seek the Blue Sentinels. 
[Area Enemies rm Pt0 IE troertantitoms Page | 
hansae wis e_Old Knight (Sword & Shield) 068 Sublime Bone Dust 40 
irr ede È old Knight (Greatsword) oee Divine Blessing 396 
® old Knight (Heavy Mace) oes Crimson Parma 349 
Eu denn g_Oragonrkder oe9 Ring of Binding 404 
Soldier x1, A ® Old Dragonslayer on Old Leo Ring 404 
EEN 2 Helde Knight Iron Mask 372 
Tower Shield 356 
Old Knight Halberd 336 
Knight Armor Set 361 


[_To No-Man’s Wharf) 


_ Unsaon Path to Heide 


Monastary Charm xl 
Lucatiel of Mirah 


Knight Helm xl 
Knight Armor xl, 

Knight Gauntats xl 
Knight Leggings xl (Upper love 


Tower of Flame 


Lidia of Lindeldt 
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HEIDE'S TOWER OF FLAME & 
CATHEDRAL OF BLUE 


d After going down the spiral staircase from Majula you'll come to 
an ancient sewer area with your path blocked by a sluice gate. To 
raise the gate, run along the narrow ledge on the left as you enter 
the area to reach a switch on the wall that, when pulled, will cause 
the gate to rise [> 01. Follow the water channel along to the 
opposite end, and then take the path through the open doorway 

there and up the stairs to get back outside again. 


d From your starting point here, you should be able to see the first 

Bonfire of the area, which is a short distance ahead down a 
narrow path. There's an Old Knight standing near the path leading to 
the Bonfire, but if you run straight down the stairs you can reach it 
without having to engage the knight. There are a lot of Old Knights 
throughout this area, so it can be worth taking a little bit of time 
fighting the one close to the Bonfire just so you get a feel for how 
to handle them. The second Old Knight you encounter as you move 
on from the Bonfire is equipped with a Heavy Mace, but if you 
manage to kill him you'll be rewarded with a very useful Sublime 
Bone Dust, used to increase the strength of your Estus Flask. That 
enemy will also not respawn after it has been killed, making your 
path through the area a bit easier. 


After passing through a stone arch you'll come to another Old 
Knight that looks like it's trying to guard something. If you kill that 
knight, a switch will rise up out of the floor behind it at Position 

A, and pulling that switch will cause a section of floor to rise in an 
upcoming boss room, increasing the amount of space you'll have to 
fight in. 


Further along the path you'll come to a large circular room 
containing three Old Knights; charging in there and fighting all 
three at once is extremely dangerous, so try and lure them towards 

you one at a time with ranged attacks. When all three have been 
defeated, another switch will rise up out of the ground just to the 
side of where you entered the room at Position B {> _ 02). Like 
the previous switch, if you pull this one another section of floor in 
the boss room will emerge from the ocean and give you even more 
space to move around in during the encounter. There are two paths 
out of this large room, one taking you along the main route, and 
another to the Cathedral of Blue, which is a small optional area that 
is definitely worth investigating. 
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d Approach the doorway leading to the Cathedral of Blue and you'll 

see two more Old Knights; as usual try to lure them towards you 
one at a time to make the fight easier. When they're both down, go 
down the broken set of stairs to the side of where they were 
standing to claim the item hidden on a body at the end, and then go 
up the main set of stairs that were directly ahead. After crossing a 
short bridge you'll come to an open circular area with another Old 
Knight killing this one will cause a nearby switch to rise up out of 
the ground at Position C. Pulling it will lower the drawbridge so 
that you can access the Cathedral of Blue 


d As soon as you reach the top of the drawbridge, open the nearby 

chest to get the extremely important Ring of Binding, which 
dramatically cuts down HP reduction when you're Hollow. Pick up 
the item next to the chest as well, and then go through the Fog 
Gate to face off against the Old Dragonslayer. Once he has been 
defeated, you'll be able to access a staircase that leads down to 
another Bonfire so that you can replenish your supplies. You can also 
go out onto a balcony overlooking the ocean, where you'll find two 
chests with a number of good items in them, along with the NPC 
Blue Sentinel Targray. When you're done here, return to the large 
circular room you were in before taking this detour. 


World Event 

If you have a Token of Fidelity on you, you'll be able to speak 
with Targray and have the option of joining the Blue Sentinels 
Covenant. The Blue Sentinels have a strong sense of justice, 
and will be called into the worlds of other players to aid them 
against invaders. As a member of the Covenant, you'll also 
be able to interact with the three stone statues in the nearby 
Bonfire room, through which you can initiate one-on-one 
duels against other players to hone your skills. For more 
information on this Covenant, please refer to P420. 


d After going down the stairs on this side of the room you'll be able 

to cross a very narrow path to reach a chest sitting on a small 
platform, and then after defeating the Old Knight in the area, go 
through the Fog Gate to face the Dragonrider. After defeating the 
boss, go up the stairs on the outside of the room to reach the floor 
above, where you'll find another Bonfire. Kneeling near the Bonfire is 
the NPC Licia of Lindeldt, who happens to sell a large number of 


Miracles and other useful items „To continue on through the 
area, go across the bridge from the Bonfire area, and then, after 
entering the tower on the other side, go down the spiral staircase 
you come to. 


World Event 

If you go through all of Licia’s dialogue, she will relocate 

to the small circular room just down the stairs that you de- 
scended when beginning your journey to this area from Ma- 
jula. Once she's there, you'll be able to pay her 2000 souls to 
rotate the room and open up a new path, although exploring 
the lands along that path at this point can be quite difficult. If 
you talk to her with a Faith level above 30, she’ll also bestow 
an Idol’s Chime and a full set of Saint's Armor unto you. 


d Make sure you check underneath the spiral staircase when you 


reach the bottom, because there's an item hidden underneath it. 
Go through the doorway near the base of the stairs to enter the 
bowels of the tower, where you'll very quickly have to face off 
against more Old Knights. The doorways in this area are much too 
small for them to pass through, so if you lure them towards one you 
can use hit-and-run attacks from the other side or just use ranged 
attacks. After taking out both of the knights in this area you'll be 
able to run to the far end of the path and claim a number of items 
before returning to doorway in the middle and going down the 
stairs. Take out the Old Knight in the room at the bottom of the 
stairs, and then follow the path around to the right to reach a small 
room containing an elevator that you can ride to continue down. 


When the elevator comes to a stop you'll find yourself in a place 

that is very similar to the area you were just in, only this time you 
have partial flooding to contend with. Because your movement will 
be hampered by the water, be extra careful when facing the Old 
Knights on this floor. If you go up the stairs on the left when you 
come to them you'll be able to claim one last item from a chest in 
this area, and then after going back down to the water-logged path, 
continue along and through the hole in the wall. If you follow the 
path on the other side of the wall it will lead you to a Bonfire where 
the NPC Lucatiel of Mirrah is warming herself, and just past that is 
No-Man's Wharf. 
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HEIDES TOWER OF FLAME ENEMIES 


ENOLD KNIGHT 


GREATSWORD & SHIELD, GREAT HAMMER, ULTRA GREATSWORD 


These giant warriors are relics of an era that has long passed. 
Whether they attack you out of madness or merely as a trial for 
would-be Knights of the Blue will matter little if they manage to 
cut you down, though, so stay alert. If you do intend to enlist 
as a Knight of the Blue, you'll require the power of the Cracked 
Blue Orbs they hold, so consider this your rite of initiation. 


Strategy 
Greatsword & Shield 
Old Knights are very large, and your first reaction might be to try 
to keep your distance, This is fine for ranged fighters, but melee 
should do exactly the opposite. Raise a shield and close in quickly 
‚ Begin strafing around the Old Knight while blocking and 
work your way to its back. At the end of its attack combo, get in a 
hit or two, and then prepare to strafe around it again. When straf- 
ing toward the Knight's sword, most of its attacks will miss you 
completely as long as you stay close and keep circling to its back. 
It will often use a three hit combo and will occasionally end the 
combo with a thrusting fourth attack; as long as you are close and 
eircling to his back, hits three and four will miss completely. You can, 
of course, roll through its attacks if your timing is good, but that is 


riskier than just strafing around it. 


Great Hammer 

There is only one Old Knight in Heide's Tower of Flame that uses 

a mace. It's the second enemy in the area when entering from 

the Majula side. This enemy is very special; it drops the extremely 
important Sublime Bone Dust and does not respawn. Like the other 
Old Knights, this enemy’s attacks will propel you backwards even 

if you block them, so stay away from ledges. Bring him down the 
stairs to where you fought the first Sword and Shield Old Knight, 
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and then engage him in the same way. Close in, and circle behind 
him while he attacks. Retaliate after his combo. Note that this en- 
emy has no shield and is thus susceptible to ranged attacks. If you 
are struggling to defeat Old Knights but have no ranged attack, con- 
sider fighting them with Throwing Knives or Firebombs purchased 
from Melentia. Spending a few Souls to defeat tough enemies is 
better than wasting Souls by dying. 


Ultra Greatsword 

Greatsword Old Knights have better reach than their sword and 
shield-equipped brethren, but are fought in the same way. Get 
close, circle to their backs, block until they finish their combos, and 
then attack. Be careful, though. While most of its attacks will miss, 
some of the Greatsword-user's attacks can hit you even when you 
are almost directly behind it. Block until it finishes swinging, and 
then get in a hit. Stay patient and achieve victory. 


These enemies can often be found near sword and shield-users; pull 
the Greatsword Old Knight forward alone by hitting it with a ranged 
attack to get its attention. If you wish to avoid melee altogether, this 
Old Knight also has no shield and can be fought easily with ranged 
attacks. 


HP Souls Rospawn 

Old Knight (Greatsword & Shield) 0 400 Yes 
Old Knight (Great Hammer) 860 400 Yes 
Old Knight (Ultra Greatsword) 550 400 Yes 

Probabliity Page 
Old Knight Helm. 1 375 
Old Knight Armor 1 376 
Old Knight Gauntiets 1 375 
Old Knight Leggings 1 375 
Old Knight Greatsword 1 317 
(Greatsword & Shield) 
Old Knight Hammer (Great Hammer) 1 331 
Old Knight Ultra Greatsword 1 319 
(Uitra Greatsword) 
Old Knight's Shield (Greatsword & Shield) 1 351 
Cracked Blue Eye Orb 20 399 
Palestone 5 311 


kN 
Le 
HEIDE'S TOWER OF FRAME - BOSSES 
| 


Stab 
The Dragonrider draws his right arm back, and then thrusts his 
halberd forward. This attack has great range and will push you back- 
wards even if you block it. This attack misses very easily if you stay 
close to him or behind him. If you decide to roll through it, time it 
carefully. He telegraphs this move well before he strikes. If you roll 
as soon as he begins it, you'll likely be hit. Stay patient. 


Swing, Chop, Badcswing 
(Plus Shield Bash) 


Shield Bash 


The Dragonriders are renowned as faithful servants of King 
Vendrick. Dragonriders rode onto the field of battle mounted on 
wyrms, but this was a hard-earned privilege. The training of the 
Dragonriders was arduous and fraught with peril. Only the best 
of the best could complete the training and join this elite unit 
of Vendrick’s troops. Those who failed in this training were torn 
apart by the very wyrms they sought to command. 


Shield Bash 

The Dragonrider raises his shield in the air and then smashes it 
down. This is a fairly quick attack that can break your guard, but it 
has short range. When you are near him, watch for shield move- 
ment and be ready to roll away. 


Swing 

The Dragonrider raises his right arm behind him for a moment and 
then swings his halberd in front of him. This move arcs wide, but 
not enough to hit you when you flank him. When you are behind 
him, this attack presents a good chance for you to hit him. Watch 
out for its range if you are in front of him, though 


ME _3 


CHAPTER 11 — AREA GUIDE 69 


Chop 

The start of this move is very similar to the Swing. Fortunately, the 
best way to deal with it is the same as the swing — just get behind 
him. Instead of an arcing Swing, he'll step forward and slam his 
halberd into the ground in a Chopping motion. Once again, moving 
forward under his arm and to his back will mean that you won't 
even need to block this move. 


Backswing 

This technique generally follows the Chop as part of a two-attack 
combo. As with his other attacks, it hits the area in front of him. If 
you keep moving to his back, this will be another chance for you 

to attack him. If you are in front of him, you can simply block this, 
along with the Chop. This assumes that you pulled the levers to 
raise the platforms. If not, blocking both hits of this combo may put 
you in danger; try to stay in the center of the room 


Strategy 

Prior to entering the boss room, there are some useful prepara- 
tions that you can make. The floor in this circular room is normally 
surrounded by water, and a fall would mean certain death. This is 
especially dangerous here, as most of the Dragonrider's attacks will 
push you back even if you block them. You can raise large platforms 
that remove this threat by pulling two levers in the area. Consult 
the walkthrough for details. Actually fighting the Dragonrider is not 
difficult. Once you get behind him, he will have difficulty hitting you 


If you have raised the platforms inside the room, you can keep your 
shield up as you strafe toward his weapon and slip behind him. Just 
watch your stamina; remember to lower your shield when it gets 
low. Once behind the Dragonrider, wait for him to miss an attack 
and use the chance to strike him. You can fight him exactly like an 
Old Knight. If you choose to fight from range, just watch closely for 
his Stab, as it is his longest-range attack. 


If you did not raise the platforms, this fight will require some fancier 
footwork. You need to time your rolls to dodge through his attacks 


Dragonrider 3050 


Dragonrider Soul 100 397 


to get behind him. Blocking is not a good idea in this case, as even 
a blocked attack could push you off the central space and into your 
watery grave. If you are skilled, you can Parry all of his attacks 
except the Shield Bash, but it doesn't leave him open for long. Still, 
Parried attacks can't push you off. 


Parry Block Stamina Damage 


Stab Yes Yes Medium 

‘Shield Bash No Yes High 
No Yes Low 

Chop Yes Yes Low 


Backswing Yes Yes Low 


IN 


Dont 
e se 


. . Charge, Dark Shots 


It appears that we still haven't seen the last of Lord Gwyn’s mighty knights 
— Dragonslayer Ornstein appears before us once more. But this time, he's pun 
alone, and something seems… odd. Instead of the lightning powers that 
he once possessed, he attacks with the power of Darkness. Is this truly the 
same proud knight we faced in Lordran so long ago? If so, the flow of time 
is distorted, indeed. If not, then where else could this Old Dragonslayer Laaping Smash, Leapiq Stab 
have come from? 


Dark Crash 


BENN 


Leaping Stab 

The Dragonslayer will leap into the air, and then quickly stab forward 
with his spear. This looks very similar to the Leaping Smash but 

is quicker. Rolling forward is a great way to deal with this attack. 
Depending on your stability and stamina, you may be able to block 
itas well. 


ETEN 


Leaping Smash 

This technique looks a lot like the Leaping Stab, but the timing is 
different. The boss leaps into the air and then smashes down with 
his spear. This process is slower than the stab, but you can avoid it 
in a similar way if you stay close. As long as you are close, rolling 
forward will carry you under this attack, even if you roll too early! 


Dark Crash 

The Old Dragonslayer gathers dark power before leaping into the air. 
When he comes crashing down, the darkness spreads out across a 
large circular area. Roll backwards to get out of range. If you're not 
sure if you are out of range, back up some more. Better safe than 
sorry with this one. 
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Dark Shot 

When you are at long range, the Old Dragonslayer will occasionally 
raise his spear above his head and begin charging power. After it 
completes, he will throw a Dark Shot at you. The Dark Shot actually 
starts high in the air and moves downward, so running or rolling 
close to him will cause it to pass harmlessly overhead. You could 
also roll to the side if you want to stay at range. 


Dark Shot 


Dark Triple Shot 


Dark Triple Shot 

Another technique only used by the Dragonslayer at long range, 
Dark Triple Shot begins with the boss holding his spear in front of 
him as he gathers power. He then fires three shots forward in a 
spread pattern. You can block this with a pillar or roll through it, but 
be careful; if you are standing at the front of the spear when it fires 
and all three shots connect, it can hurt a lot. 
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Impale 


Impale 

When the Dragonslayer is low on health and feeling the pressure, 
he will begin to use this unblockable technique. He first raises the 
spear in the air in one hand, and then lowers it, grasping with both 
hands. He then rushes forward and impales his target. This move 
has great range, but will miss easily if you roll toward him at close 
range. If you are at long range, you can avoid it by rolling straight 
backwards out of his reach, but watch out — the spear extends a 
long way. 


Charge 

The Old Dragonslayer will touch one hand to the ground and draw 
his other arm behind him before exploding forward across the 
room. He often begins the battle with this attack. Due to the way 
invincibility frames work, rolling into this attack is the best way to 
dodge it. You can block it if you have good Stamina and a shield with 
good Stability. It's also possible (and stylish) to Parry this attack, but 
it doesn't stun the boss for very long and is not worth the risk. 


Spear Swings 

This swinging combo is the Dragonslayer's most common, and 

also weakest, method of attack. It's blockable and will miss if you 
strafe behind him. Just watch your Stamina if you decide to block 

it, be ready to roll away if your Stamina is too low. If you want to be 
flashy, it's not too difficult to block the first swing and then Parry the 
second. It's better to just strafe around this combo with your shield 
raised, though. 


Quick Swipe 

The boss will take one swing at you, and then jump backwards. 
There's not much you can do except block this attack and then close 
the distance again. One note of caution, though — be careful about 
chasing him into the sides of the room. The pews will interfere with 
your rolls. It may be wiser to wait in the middle of the room for him 
to come to you. 


Two-handed Thrusts 

This is another dangerous technique. The Dragonslayer will hold his 
spear in two hands and perform a quick thrust, which he will then 
follow with a powerful slow thrust. This can easily break your guard 
if your Stamina is low or your shield has low Stability. An easy solu- 
tion is to block the first hit and then immediately roll toward him. 
His second hit will miss and you'll have another great opportunity to 
deal damage. 


Spear Swings) 


Strategy 

Similar to other early game bosses, the Old Dragonslayer struggles 
to stop you from getting behind him. Other than his Dark Crash, 
none of his moves will be a threat to you if you flank him. Always 
be prepared to roll toward the boss. Many of his moves thrust and 
propel him forward, and they can be completely avoided by rolling 
under or by him. If you have low Stamina and/or shield Stability, 
blocking his two-handed attacks may break your guard. To avoid 
this, block the first one, and then immediately roll toward him. You'll 
dodge the second hit, avoid having your guard broken, and get 
behind him for a free hit. Always be vigilant, though — if he begins to 
gather dark energy, roll away quickly to avoid the Dark Crash that is 
certain to follow. 


HP Souls __ Respawn 
AE 
Drof Probability Page 
Old Dragonslayer Soul 100 397 
Old Leo Ring 100 404 


Once you start to get his health low, he will begin to use his most 
threatening technique — Impale. This move is unblockable, but for- 
tunately easy to avoid. Stay close, and roll forward when he raises 
his spear into the air. He'll go right by you, and you'll have a great 
chance to attack him. Once you learn how easily you can avoid this 
technique, you'll want him to use it all the time! One final piece of 
strategic advice — be careful about the obstacles in the room. If you 
keep the fight in the center of the room, you can move freely. The 
sides of the room are lined with pillars and pews that will block your 
attempts to roll. Keep him in the open. 


Parry Block Stamina Damage 
Dark Crash No Yes Medium 
Leaping Stab No Yes Medium 
Leaping Smash No Yes High 
Dark Shot No Yes Low 
Dark Triple Shot No Yes Low 
Impale No No NA 
Charge Yes Yes High 
Spear Swings Yes Yes Low 
Qulek Swipe Yes Yes Low 
Two-handed Thrusts Yes Yes High 
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Greatsword x1 Silver Talisman x2 (Trap) 


Lifogem 2, 
2 Lonesome Gavan Homeward Bone xl (Roof 


_ Lucatiel of Merah 
(Summon Sign) 


> Gate (Opaned by switch 


CLIFF SIDE — UPPE 


LEVEL 


Royal Soldiar's Ring xl 
Soul of a Nameless 


Soldier x1 Fading Soul x1 

Throwing Kite x7 
Large Soul of à Nameless Saldier x1 

- Flame Butterfly x1 pa x 

a Large Titan Stare eenen 


Estus Flask Shard x1 
(Lower level) 


Fire Arrow x10 
Firabomb 3 


Large Soul of a Lost Undead xt, _ „ 4 ®, 
Emit Forca xd fe 


Ropair Powdor xl 
Tanita Shard xÌ 
(Upper leva) 


overe AD 


Large Soul of à Proud Knightx1, 


— Small Smooth & Silky Stone x3 
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Bandit Axa x1, 
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Brigand Gauntlats x1, 
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Ring of Life 


Protection xt 


Soul of a Proud Knight x1 
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@ 


Unsaan Path to Heida 


Lucatiel of Mirrah 
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To Helde's Tower of Flame) 


… 


NO-MAN'S WHARE- 


SHIP — LOWER LEVEL 


Flesdla Sentry 


Pyromancy Flame xl 
Firaball 


Beyond the ruins of Heide on the Northern coast, 
an isolated cove lies within the shelter of a dark 
cavern worn into the cliffs by the relentless ocean. 
Situated along this hidden inlet is No-Man's Wharf, 
a former naval base constructed by a past kingdom 
and repurposed as a prison port during Vendrick's 
reign. The previous king had used No-Man's 
Wharf as a staging point for maritime campaigns 
against the Varangians, a vicious seafaring race 
hailing from the unexplored continent beyond the 
Northern ocean. The bloodshed ultimately ended 
in the Varangians’ subjugation and the victorious 
king set them to task in No-Man's Wharf as slave 
laborers, a plight they continued to suffer even 
after Vendrick's ascension to the throne. 


When the Undead curse began spreading 
throughout Drangleic King Vendrick made a series 
of futile attempts to halt its progress, decreeing 
that the afflicted be rounded up and imprisoned. 
The influx of new victims grew until eventually 
the dungeons could no longer accommodate 
them and the King, desperate, ordered a warped 
and contorted sentry to oversee their deportation. 
The condemned were brought to No-Man's 
Wharf, loaded onto prison ships and carried to 
the forsaken ends of the earth, never to be seen 
or heard from again. The port has since been 
abandoned and now lies in shambles, overrun by 
the opportunistic Varangians who seized upon the 
chance at freedom offered by Drangleic's descent 
into chaos. 


Varanglan Sallor (Sword & Shield) oe1 Ring of Life Protection 404 
Varangian Sailor (Dual-wield) oet Bandit Axe 326 
Varangian Sailor (Bow) oet Brigand Armor Set 361 
E_Oark Stalker oe3 __ Royal Soldler's Ring 403 
ä Stray Dog oe3 Miracle: Emit force 390 
Hollow Infantry (Hand Axe) 081 Greatsword 319 
Hollow Infantry (Bow) oet Estus Flask Shard Kal 
Hollow Infantry pe Pyromancy Flame 242 
(Foot Soldier's Sword & Shield) er en 
& _Flexle Sentry 084 nn 
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NO-MAN'S WHARF 


d Make sure you speak with Lucatiel of Mirrah before setting off 

into the main part of the Wharf so that she moves onto another 
location later, and makes her Summon Sign available further into the 
area | „As soon as you enter this large sea cave you'll come 
under fire from a Hollow Infantry archer using fire arrows, so don't 
stop to take in the view just yet. Turn left straight away, and then 
follow the path across a small bridge and enter the room on the 
other side, where you'll have to take out a couple of Hollow Infantry. 
Make sure you enter the room quickly, because the enemy on the 
balcony above will throw pots of oil down at you. After taking them 
out, go up the stairs in the building to reach a chest, and then go out 
onto the balcony and kill the Varangian Sailor there before going 
back downstairs 


The archer that was firing on you is out at the corner of a jetty being 
guarded by a Varangian Sailor, so charging straight up there can be 
very dangerous, especially if you've been covered in oil. From the 
opening of the building you're in, move up the jetty just enough to 
lure the Varangian Sailor toward you and then retreat back into the 
building and fight him there. Once he's down it will be much easier 
to move in and take out the archer. 


d Near the archer’s location you'll be able to walk along another 

section of the jetty that leads across the water to an area with 
two broken-down wooden shacks. At the start of the jetty you'll see 
an item in the water on the left, so before advancing too far, drop 
into the water and grab it „There's a Hollow Infantry in each 
of the two wooden shacks at the other end of the jetty, but you'll 
also have to contend with a Varangian Sailor that jumps down from 
the roof of one of them. 
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Fighting all three of them out in the open can be problematic, es- 
pecially if the fight takes you over to the right, where a Dark Stalker 
is hiding in another building. As long as you stay near the light, 
however, the Dark Stalker will not approach. Quickly run towards the 
building on the left, kill the Hollow Infantryman in that building, and 
then take out the other Infantryman and Varangian Sailor as they try 
to enter. When they're all dead, go towards hole in the stone build- 
ing where the Dark Stalker is hiding, and take it out so that you can 


claim the item from inside. 
d Start going up the staircase between the two wooden shacks, 
but stop when you reach the halfway point. At the top of the 

stairs is another Varangian Sailor that will start throwing pots of oil 
down at you if you get too close, and should you get doused in oil 
and then hit with a fire arrow, things will go very badly If 
you become doused in oil, make sure you go back down and into 
one of the shallow areas of water to wash it off. If you have a 
ranged attack you should try and take that enemy out from here to 
make things easier later on. From this halfway point on the stairs 
you can also follow a path either to the left or to the right, and it's 
recommended that you go to the right first. 


03 
d There's a Varangian Sailor and his Stray Dog patrolling the area 
outside a large building that has a balcony with two Varangian 

archers on it. Try to ease forward slowly to get the attention of the 
soldier and Stray Dog so that you can lure them towards you 
without the archers opening fire. Once you've taken those first two 
enemies out, quickly run forward and enter the building. Inside the 
building you'll find three Varangian Sailor slumped over tables, so if 
you're quick you can get the drop on them and take out the two on 
the left before they start attacking. Clear out the final enemy on this 
floor, and then secure the contents of the chest that's tucked away 
behind the counter. 


Start going up the stairs in this room now, but make sure you run 
quickly up them because an enemy on the floor above will often 
drop down behind you. After taking him out, open the chest on this 
floor, and then go out onto the balcony to dispatch the two archers. 
On one side of the balcony you'll find a closed metal gate that you 
can't do anything with at the moment, and at Position A on the 


other end you can take a shortcut if you wish by jumping across a 
small gap to the steps on the other side „You'll miss out on 
a couple of items by taking that shortcut, however, so if want to get 
everything, make your way back outside this building 

d Now that you don't have the archers firing down on you, you can 

explore the area outside the building. The most important place 

of note is a Pharros Contraption atop a small set of stairs opposite 
the building. If you place a Lockstone in this Contraption it will 
cause a huge lantern that is being suspended from the ceiling to 
illuminate most of the cave. What this will do is cause all of the Dark 


Stalkers to retreat out of the light and into buildings, making it much 
easier for you to just run through the area. 


Unless you're specifically having trouble with those enemies, 
however, it's worth keeping the Lockstone to use on more lucrative 
upcoming Contraptions shortly. If you walk over the edge of the 
area with the Contraption at Position B, however, you'll be able to 
land on a small wooden roof and claim an item sitting on it before 
making your way back around to the junction halfway up the central 


staircase 
d Go left at the halfway point of the central staircase now, and go 
up the stairs in the building on that side. As soon as you reach 

the floor above you'll have to take out a Varangian Sailor, and then 
once he's down, destroy the two shelving units near the doorway to 
reveal a hidden item ‚If you look through the doorway 
you'll see the Soldier that was throwing oil pots down at you on the 
central staircase (if you haven't taken him out already); if you don't 
have a ranged attack, run out there and kill him as quickly as 
possible. 


As soon as you get near him, another Soldier will come out of 

a small alcove on the left and come after you, as well as a third 
Soldier and a Stray Dog from the area ahead. After dispatching the 
first Soldier, use the central staircase to try and separate the other 
enemies and make the fight much easier to manage. Once all of the 
enemies have been defeated, continue along the path in front of the 
buildings and follow it around to the left to reach a set of stairs that 
will take you up to a narrow trail 
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d You'll have to face a number of Dark Stalkers as you advance 

along this narrow cliff-side trail so advance along it slowly to 
ensure that you only have to face them one at a time. If you used a 
Lockstone to light the lantern, then all of the Dark Stalkers here will 
have taken up residence in the building at the opposite end of the 
trail. As the trail begins to widen you should be able to see a section 
of the cliff sticking out on the right with an item on it at Position C, 
and if you've already been through the area, there's a handy 
shortcut you can take from there. 


If you look down over the cliff, you should be able to see wooden 
platforms sticking out from the side of a building, and you can use 
them to safely make it down to the floor below It's not 
recommended that you do this on your first time through the area, 
however, because there are still things to be done on the upper 
sections. 


d Make your way through the hole in the wall of the building at the 

end of the trail now, and then open the door inside it. There are a 
couple of Dark Stalkers on the other side of the door, so back away 
from it as soon as you open it, because one of them will usually 
take a swipe at the door and knock down a section of the wall. Take 
out both of the Dark Stalkers, and then slowly enter the room they 
were in and be ready for another fight, because a third Dark Stalker 
will usually drop down through a hole in the ceiling. Once that 
enemy has been dealt with, go up the stairs and take out a final 
Dark Stalker on the floor above. 


Go through the door on this floor to enter a room with two chests 
and the NPC Lonesome Gavlan. As you look at the two chests, 

the one on the right has a trap on it, so be extremely careful as 

you open it; if you see poisonous gas, roll away, if not, raise your 
shield to block the arrows After getting the items from 
the chests, speak with Gavlan so that you can sell off any unwanted 
gear before making your back outside the building and heading left. 
Gavlan will have moved on the next time you enter the area, so 
make sure you take advantage of his services while he's there. 


d Enter the building at the end of this path with your shield up, 

because there's a Varangian Sailor waiting inside for you. After 
taking him out, go up the stairs and kill a second soldier before 
going out onto the balcony and following the path around to the left 
You'll eventually come to a switch on a platform, and pulling it will 
signal the ship that's anchored in the cove to sail in and dock at the 
end of a jetty down below. Now you just have to reach it. 


Start by dropping through an opening in the rope barrier around the 
platform next to the switch so that you land on a rooftop just below. 
After grabbing the item there, turn around and drop down again 
onto another rooftop underneath the platform with the switch on it 

‚ Enter the building you can access from this rooftop, and 
then go down the stairs and kill the two Dark Stalkers in the room 
below, before exiting through the door. The small cliff section just 
outside the door gives you a good view of the ship below, and you 
can even fire down on the closest enemy on the deck if you have a 
ranged attack. 


d Around to the right-hand side of the building you'll find a small 

slope that you can run down to reach the area below safely. From 
the bottom of the slope, turn left and run along the path to come to 
another building that you can enter. Inside that building you'll find 
another group of Varangian Sailors slumped over tables, so quickly 
take them out before they come to their senses. Be careful during 
the fight, however, because there are a large number of pots filled 
with poisonous liquid in the room and you don't want to accidently 
poison yourself. 


Open the chest once it's all clear to obtain a highly valuable Estus 
Flask Shard. You can also destroy a section of the wall just to the left 
of that chest, which will reveal a hidden room on the other side con- 
taining a number of items and a Crystal Lizard that you can kill for 
some good reinforcement materials . On the opposite side 


78 _DARK SOULS II COLLECTOR'S EDITION GUIDE 


ram 


of the room to the chest you'll also find two pots standing in front of 
an alcove, and if you destroy them (preferably with ranged attacks), 
you'll be able to claim the item hidden behind. Once you have all of 
the items, leave the room and head back to the bottom of the slope. 


d A short distance along from the base of the slope you'll come to 
another building that you can enter. When the area is clear, go up 
to the wall directly opposite the door and interact with it to reveal 
another hidden room with a couple of chests to loot Go 
up the stairs in the main room now, and make your way up to the 
top floor, taking out the Varangian Sailor along the way. On this floor 


you'll be able to pull a switch and open the metal gate that you saw 
earlier in the area, creating a very useful shortcut back. 


Just in front of the gate you'll also find a Summon Sign for Lucatiel 
of Mirrah if you're not Hollow; it's recommended that you do not 
summon her until you're ready to assault the ship, however, as that 
will reduce the likelihood of her getting knocked off a jetty by normal 
enemies. Exit out onto the platform outside when you're done, and 
then drop down onto the platform below and get the item from the 
body there before dropping to the ground. 


CHAPTER 11 — AREA GUIDE 79 


d Go down the stairs just in front of the house to reach a small 

beach area where you'll have to take out two Dark Stalkers that 
are usually in one of the rooms to either side of the stairs. After 
taking them out, go straight ahead into the water and get the item 
off the boat, and then take out the Varangian Sailor that's floating in 
the water near the ramp. There're two more Varangian Sailors 
hanging on to the edge of the jetty in this area, and if you approach 
them they'll start to climb up; go up to them one at a time so that 
you don't have to fight them both at once, and make sure you don't 
get too close to the edge when attacking, because forward 
momentum can easily cause you to fall to your death in the ocean 


Taking out all of these enemies is extremely important, because if 
you were to run directly to the ship they would all chase after you 
and you would have to face enemies from two sides. Before head- 
ing for the ship, however, there's another jetty you can run along 
from here that will take you to where Carhillion of the Fold is sitting 
„ Since all of other enemies should have been dealt with 
at this point, now is a good time to go back and summon Lucatiel if 
you want to take her onto the ship. There are still some enemies on 
the ship to contend with, but there's no risk of her getting knocked 
into the ocean during these fights. 
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World Event 

Carhillion is a Sorcery teacher, and if you have more than 8 
Intelligence, you'll be able to speak with him and get some 
useful items. If you exhaust all of his dialogue options, he'll 
also relocate to Majula after you defeat the boss of this area; 
you'll find him sitting on the edge of a cliff near a tree beside 
Lenigrast's workshop. If you then speak to him when you 
have more than 30 Intelligence, he'll give you a Northern 
Ritual Band +1 Ring. 


d There are two Varangian archers on the deck of the ship, one at 

either end, and as soon as you step onto the deck, two more 
Varangian Sailors will come running out of the cabin to attack you. 
The easiest way to deal with them is to run onto the deck and go up 
the stairs to the left, so that you can take out the archer there while 
using the mast for cover from the archer at the opposite end. 


At this point the two soldiers should be running towards you if Lu- 
catiel hasn't distracted them, so try to take them out one at a time 
as they come up the stairs, and then run across the deck and defeat 
the final archer. When it's all clear, enter the cabin and go down the 
stairs to reach the Fog Gate that will take you to the encounter with 
the Flexile Sentry. After defeating the boss, go up the ladder in the 
room on the other side of the boss area. After opening the chest in 
the room you come to, examine the navigational equipment to trig- 
ger a cutscene that will take you to The Lost Bastille 


B HOLLOW INFANTRY 


The presence of common Drangleic Infantry at No Man’s Wharf 
illustrates just how integrated the Varangian have become with 
the normal forces of the kingdom. The Infantrymen have even 
adapted to the favorite combat techniques of the Varangian, 
such as using fire and oil to eradicate any who would oppose 
the King. 


BN VARANGIAN SAILOR 


SWORD & SMALL SHIELD, DUAL CURVED SWORDS, BOW 


Strategy 

This new variety of Hollow Infantry isn't very different from normal 
Bow Infantry. The only significant difference is the fire on his arrows’ 
tips. The fire will deal damage even when you block them with a 
100% physical reduction shield. Furthermore, the fire can cause you 
to explode if you've been covered in oil. Roll in the water if you are 
oiled-up to wash it off. 


HP Souls Respawn 
mn 
Hollow Infantry 230 70 Yes 
Probability Page 
D oneamernnemnmnsnmsennmeomsna eenn 
Hollow Infantry Helm 15 365 
Hollow Infantry Armor 15 365 
Hollow Infantry Gloves 16 365 


Hollow Infantry Boots 16 365 
Bandit's Knie 15 312 
Short Bow 15 


Fire Arrow 3 5 


The Varangians were a fierce band of pirates who prowled the 
seas of Drangleic’s northern coastline. They were conquered by 
a former king who chose to force them into hard labor at No 
Man's Wharf rather than imprison them. They continue to labor 
at No Man's Wharf, and still fight with deadly proficiency. Of 
particular note is their long-range Sea Bow; it was once used 
against monsters at sea, but it will now be put to use against 
you. 


Strategy 

Sword & Small Shield 
These guys have a four-hit combo that can take off a lot of 
health. They also have a three-hit combo that incorporates a 
guard-breaking kick at the end. From range, they'll throw jars 
at you, and if you're hit by one you'll be doused in flammable 
oil. The oil in and of itself does no harm, but if struck by a fire 
attack while covered in oil, you'll explode for a large amount 
of damage (even if you block the fire attack). When low on 
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health, these Sailors can drink Estus to heal themselves. Be careful 
if they rush at you; their backhand swings are very quick and can 
stagger you if you have low poise. Their shield doesn't block a lot of 
physical damage or cause your attacks to rebound, so don't be shy 
about attacking 


Dual Curved Swords 

Like other Varangian Sailors, Dual-wielders do a lot of damage with 
their combination attacks, but their strikes will rebound off of a 
normal shield or greatshield, making them easy prey for a shield 
user. Dual-wielders are also able to throw oil jars. They can be easily 
staggered, though, so just block and then combo them to death. If 
you choose not to use a shield, watch for their two-sword swipe; it 
leaves them wide open for a moment 


Bow 

The final variety of Varangian Sailor is the bow user. This guy also 
comes equipped with Fire Arrows, which is deadly when com- 
bined with the oil jars thrown by the other enemies. When they are 
located in a building above you, you can try to hide near the base 
of the building or take cover around corners to avoid their arrows 
When you get close to them, they will draw a sword and shield and 
engage in melee 


HP Souls Respawn 

ee 
Varanglan Sallor (Sword & Small Shield) 240 200 Yes 
Varanglan Sallor (Dual Curved Swords) 260 200 Yes 
Varanglan Sailor (Bow) 320 200 Yes 


Heals with Estus when injured 


Probability Page 


Varanglan Helm 2 367 
Varanglan Armor 2 367 
Varanglan Cutts 2 367 
Varanglan Leggings 2 367 
Varanglan Sword (not Dual Curved Swords) 2 314 
Scimitar (Dual Curved Swords) 2 221 
Varanglan Shield (not Dual Curved Swords) 2 350 
Sea Bow (Bow) 2 347 
\ron Arrow x3 5 368 


B DARK STALKER 


The origin of the Dark Stalkers is shrouded in 
mystery, but they drop equipment traditionally used 
by Pyromancers. Could it be possible that those so 
entranced by the flames have now come to fear it? Or 
has their intense hatred of the flame led them to hunt 
those who control it? 
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Strategy 

Dark Stalkers, as you may have guessed from their name, abhor 
the light. They'Il flee from it very quickly. You can use torches and 
other light sources to avoid battle with Dark Stalkers. If you do fight 
them, be warned that they have great reach and can cause bleed 
status very easily, even if you block their attacks, so ranged attacks 
are useful against them. If you don't have any advanced ranged 
attacks, Fire Bombs (which can be bought from Melentia) can do 
great damage while keeping you safe. If you're having trouble in the 
area, don't worry about spending a few Souls to make your journey 
through the Wharf easier 


HP Souls Respawn 
tt 
Dark Stalker 610 370 Yes 
Attacks cause Bleed buildup 
Probability Page 
Tattered Cloth Hood 3 261 
Tattered Cloth Robe 3 361 
Tattered Cloth Manchettes 3 361 
Heavy Boots 3 261 
Radiant Litegem 10 395 
Longsword 5 314 
Broadsword 3 314 


BE STRAY DOG 


Don’t let the name fool you; this demonic hound is anything but 
ordinary. Whether this is the species’ natural state or a result of 
some darker power is irrelevant; it wants to rip your throat out. 


Strategy 
The Stray Dogs are very weak enemies. Their only method of attack 
is a jumping bite. They'll rush at you very aggressively; simply walk 
backwards while blocking. After they attempt to bite you and miss, 
attack quickly to kill them. It is better to use a vertical attack, as they 


are low to the ground; some horizontal swings will miss them. The 
only threat posed by these mangy demon dogs is when they attack 
you in numbers or with another enemy. Use their aggressive nature 
to separate them from their allies by backing up. They'Il chase you 
down much more quickly than most other enemies, giving you dis- 
tance and time to dispatch them without interference 


HP Souls Respawn 
Reenen 
Stray Dog 190 100 Yes 
Attacks cause Bleed buildup 
Probability Page 
Soul of à Nameless Soldier 2 396 
Soul of a Lost Undead 5 396 
Human Efflgy 3 396 


NO MAN'S WHARF - BOSSES 


_ FLEXILE SENTRY mm ON 


SwordForm Atacks _ Mace Form Attacks 


1e) 


This monstrous, contorted sentry was assigned the task of 
emptying the dungeons of poor, cursed souls. This terrifying, 
lizard-like creature oversees the ferrying of undead into the Lost 
Bastille. The Bastille is one of your destinations, but will you go 
as a triumphant warrior, or as an imprisoned hollow? 


Leaping Smash 

This is another Club attack. It will only be used from range. It's slow 
and easy to predict; as long as you have room to back-up or roll to 
the side, you'll be safe. This presents a great opportunity to deal 
damage. 


TIriple Smash 


Swing and Crush 

The Sentry will swing both Clubs horizontally, and then bring them 
erashing down in a vertical Crush. The boss can stop after just the 
first swing. There is a delay following this attack. Take note that 
blocking this, and the Sentry's other attacks, causes bleed build up. 


Double Club 


Triple Smash This Club combo consists of two slow Club strikes. The Sentry can 
This is the main Club-form attack. The Sentry will swing his clubs stop this combo after the first hit as well, and will usually do so if 
from one side to the other twice, and then smash them forward you are too far away. As with most of the Club attacks, there is an 
into the ground. The swings are slow and easy to roll through if you opening for you to retaliate if you avoid the attack rather than block- 
want to get close. The smash at the end is a bit faster. ing it. 
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Stab and Blend 

This is another quick Sword-form attack, and it's unblockable. The 
Sentry will stab forward with a single blade and then lift you into the 
air. This move has long reach and is fast. This is another good reason 
to face the Club-side. 


Contortlonist Stab 


Contortionist Stab 

This is an unblockable Club-form attack that is only used after you've 
dealt a significant amount of damage to the Flexile Sentry. The 
Club-side will lower to the ground, and the Curved Sword side will 
attempt to stab you from above. If you are very near or far away, 
this attack will miss you. 


Leaping Double Slash 


Whirlwind Slash This is a Sword-form attack that is used from range. This presents 
This is a Sword attack; it's a slashing-combo that executes quickly. you with a good opportunity to switch back to the Club-side if you 
It's best to block this attack with a shield and use the recovery time like, as it has a long recovery period. 


after the combo to circle around to the Club-side. If you have no 
shield, roll back and use the pillar in the center as a barrier. It's not 


recommended to stay close to the Sword-form, as it is capable of 
rapid attacks. 


players will be comfortable rolling through these attacks. They do a 
good deal of stamina damage when blocked, however, so be careful 
about blocking too much. 


The easiest way to defeat the Flexile Sentry is with ranged attacks. 
By staying just outside of his range and attacking in the pauses after 
the Club swings, he'll never even get close enough to hit you. Walk 
backwards along the perimeter of the room to give yourself plenty 
of room to work. If you're struggling to beat this boss but don't 
have any magic, stock up on Fire Bombs or Throwing Knives from 
Melentia. Just keep walking slowly backwards around the room and 
throw a Fire Bomb when he misses a combo. It costs Souls, but it 
gets the job done. 


If, by chance, the Curved Sword-side turns to face you, you can 
use the central pillar to impede his movement. Keep the pillar 


Strategy in-between you and the Sentry, and sprint behind him to the Club- 
The Flexile Sentry has two modes of combat: Barbed Clubs and side when you have an opening. Beware, though; the Clubs may 
Curved Swords. The side that will attack you is determined by immediately begin attacking you. Be prepared to roll away. The best 
which side of the Sentry is facing you. If you stand in front of the way to prevent the Sentry from turning is to avoid rolling to the side 
Club-side, it will attack you with Clubs. If you stand in front of the often; lateral movement can easily trigger the change. Try to keep 


Curved Sword-side, you'll be attacked by the Swords. If you standto him in front of you unless you want him to change forms. 
the side, it will turn so that either the Clubs or the Swords face you 


When you first enter the room, the Barbed Club-side will engage It is also possible to fight the Curved Sword-side if you choose. If 
you first. you are safe behind a solid shield, you can block his attacks and try 

to counter with the thrusting attacks of a spear, thrusting sword, or 
The Barbed Club-side recovers more slowly and gives you more halberd. Just be careful about your stamina and don't let him cause 
opportunities to attack. This is generally the side you want to keep you to Bleed; back away and use the pillar to get a rest and let your 
facing you. You can bait its attacks while standing just out of its Bleed meter go down. 


range and then retaliate. The Clubs attack very slowly, so skilled 


He Souls Respawn Parry Block Stamina Damage 
mn 
Fexlle Sentry 3150 14000 No Triple Smash No Yes High 
Probability Page taeplng Smech No wee Hon 
ee No Yes High 
Sentry Soul 100 397 Double aub ús Xa Hioh 
Contortionist Stab No No NA 
Whirtwind No Yes Medium 
Stab and Blend No No NA 
Leaping Doubie Slash No Yes High 
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‘Scimitar xl, Repair Powder x1, 
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BELFRY LUNA 


Off the coast of Drangleic is a lonely prison filled with Undead. 
The King sought to contain the curse by removing the afflicted; 
though it ultimately proved futile and the Kingdom has fallen, 
the now-Hollowed Jailers and Royal Swordsmen continue to 
prevent the escape of the prisoners. At the heart of the prison, 
though, lies a lost, forgotten Sinner, whose misdeed has 


slipped into legend. 
Priest's Chime x1 
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Blue Tearstona Ring xl 


Bell Keeper 


Helde Knight 058 
Target Shield xt Rustad Coin xt Bw Den oes 
Undead Jaller oo6 
& Royal Swordsman (Greatsword) 096 
Royal swordsman (Crossbow) os6 
Skaptics Spice xl kil ed 
5_Helde Knight (Spear) 100 
z Bel keeper 009 
@_Bel Keeper (Phantom) 099 
&_vorgel the Sinner 100 
_Ruin Sentinel 101 
8 Belfry Gargoyle 103 
[important tams Page | 
Scimitar 321 
oan Siver Serpent 404 
Soul of a Proud Knight xl, Antiquated Key 402 
Human Elfigy xl 
Estus Flask Shard 401 
Sorcery: Hush 388 
Target Shield 349 
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Straid's Cell 
Ef Locked (Bastille Kay) 


Petrified Dragon Bone xl, 
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THE LOST BASTILLE& [leje 
BELFRY LUNA Im 5 tel 


d Step off the pier and into the cave. Follow it through until you Ii Í 

emerge into a room with an elevator, and then step onto the | 
pressure plate in the middle to get it moving. Once you get to the Î 
top, step back onto the pressure plate, and then quickly roll out of N 


the doors before they shut. The elevator will begin going down 4 

without you inside it, and you should drop onto the roof of it as it 

does. When it gets to the bottom, you'll be able to access a small in an 

secret cave in the wall |. Go into it and pick up the items, 

and then drop into the hole and get back into the elevator. 

Get off once it comes to a stop at the top again and check out 

the open cell behind and to your left for a corpse holding a couple 

of items. Exit the elevator room and begin ascending the long 

staircase. Go into the third cell on your right for some items, and 

then enter the last cell on the left for the first Bonfire of the area. 

Continue onwards up the stairs when you're ready. 

: n 

or Gan \__— 
World Event plenty of health before dropping off. Head right and follow that small 
If you chose to use the Crow's Nest after the Pursuer battle at path around to find a corpse with some items on it, and then 
the Forest of Fallen Giant's, you'll be taken to the Lost Bas- backtrack along the same path and drop down from the rubble to 
tille, but to a different starting point. Upon landing, lightThe the courtyard below. 
Tower Apart Bonfire in this tower. Head out onto the rampart " 
and go left across the broken wall. Follow the edge of the You will be attacked by two Stray Dogs as soon as you venture into 
wall left to a corpse holding some items, backtrack slightly to the courtyard and they will soon be joined by an Undead Jailer drop- 
the two windows you passed, and then drop into the room ping down from above, so deal with them quickly before he joins 
through the one on the right. Kill the Royal Swordsman wait- the battle. Once the courtyard is clear, destroy the wooden tower 
ing here, and then push the black barrel off the edge of this on the far wall (opposite where you came into the courtyard) so that 
ledge to kill the three Stray Dogs at the bottom. Drop down the corpse with an item on it drops to the floor. Further to the rear 


into this lower area, go through the door, and then open the of the courtyard, hug the left wall and follow it around the narrow 


path to a chest. Open it to get an Estus Flask Shard and a Large 
antigua Key.” er 2 Covetous Silver Serpent Ring and ranke Shard. Now go back to the start of the courtyard and smash 


the wooden boards hiding the entrance to a room at Position B. 


It is recommended that you use a Homeward Bone now z an A nn 
to get back to the Bonfire so you can warp back to Majula 
and tackle the areas in the suggested order. If you wish to 
continue here instead, go back into the previous room and 
climb the ladder on the left. Go back onto the rampart and 
head left, taking out an Undead Jailer on the way. Carefully 
roll into the barrels in front of the door to avoid detonating 
them. Go through the door to arrive near Point 05, in the 
room where you meet Lucatiel. 


d Along this path you'll find another Heide Knight sitting against 
the wall, this time wielding a spear; defeat him and the spear will 
be yours. After taking him out, follow the rampart to the end and fall 
off the broken part at Position A onto the rubble below 
You'll take some damage from the fall, so make sure you have 
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This room contains a Greatsword-wielding Royal Swordsman 

who will attack you once you go towards the rear of the room. 
He lies in wait behind the wooden boards, so approach carefully. 
Defeat him, and then enter the cell in the back of the room. This 
room contains two Undead Citizens, enemies that, while frail, have 
a devastating area of effect falling attack. The explosion this causes 
is extremely damaging but can be blocked or rolled away from. Be 
careful if fighting the Citizens in the larger room, since their falling 
attacks can set off the explosive barrels in the room, which will 
almost certainly kill you {> 01). 


Once they're dead, pick up the items from within the cell and then 
exit back out to the previous room. There's also a door that can be 
opened with the Antiquated Key, an item you can get from the Lost 
Bastille if you entered it using the Crow from the Forest of Fallen Gi- 
ants. You'll eventually go through that area by approaching it from a 
different side later, so for now make your way back to the courtyard 
and continue on. 


World Event 

If you acquired the Antiquated Key from a previous visit to 
the Lost Bastille via the Forest of Fallen Giants (see P54), 
then you can use it to open the door in this room. If you then 
use a Pharros' Lockstone in the area beyond the door, you 
can bypass nearly all of the Bastille if you wish and end up 
in the area just before Sinner's Rise. If you wish to use the 
Antiquated Key and go through the door right now, begin 
reading from Point 12. 
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d As you leave the courtyard, you'll encounter another Stray Dog. 
Pull the lever to open the gate and take out two more Stray Dogs 
on the other side. After rounding the corner and as you begin to 
ascend the stairs, you'll notice an Undead Jailer at the top, and he 
will kick an explosive barrel down towards you once you're a short 
way up the stairs. The barrel follows your position slightly, so 
rounding the corner will cause it to smash into the side, but that 
should not be your goal. You'll want it to crash into the wall at the 
bottom of the stairs at Position C‚ which you may have noticed has 
a large crack in it {>} 02), Stand in front of the wall as the barrel 
descends, and roll out of the way at the last second.lf you were 
unable to get the barrel to hit the wall, you may still be able to 
detonate it if it came to rest near the crack using a Firebomb, 
Pyromancy or other fire based method. Run into the barrel to push 
it into position if need be. 


Alternatively, coming to this area from The Tower Apart Bonfire will 
allow you to approach the Undead Jailer from behind, meaning you 
can safely kill him and push the barrel down yourself. If the barrel 
was wasted, you won't be able to access the area behind the wall 
unless you have the Bastille Key to open the nearby door. You can 
get this from the Belfry Luna area, which you can access from 
further in the Lost Bastille. Continue up the stairs once you're done 
with the barrel, and as you move along the rampart, look to your 
right for a side path containing a Stray Dog and an item. Continue on 
along the rampart, taking out another Stray Dog and Undead Jailer 
as you go. Don't fight the Jailers near the black explosive barrels, as 
their wide hitting attacks could set them off. 


World Event 

The room you can access here via the hole in the wall (or 
through use of the Bastille Key) contains a number of use- 
ful features. Not only will you be able to access a Bonfire 
and loot a number of chests, but you'll also encounter the 
blacksmith Steady Hand McDuff. Unfortunately, without his 
precious flame, McDuff won't be able to do anything in his 
forge, so you'll need to return here after acquiring the Dull 
Ember, which is found in the Iron Keep. After giving the Em- 
ber to McDuff, not only will he be able to do all of the usual 
weapon reinforcing, but he also has the ability to infuse 
weapons with different properties based on various stones 
you can acquire. 


Run along this rooftop and the adjoining path to a door. The mo- 
ment you step through it, you'll be attacked by a total of five Royal 
Swordsman, two approaching from in front while three rush into 
the room from the left. Use the doorway as a choke point and try 
to defeat them one at a time. Since these enemies bunch up, it can 
be an excellent place to use Firebombs if you have some, and you 
can always retreat back onto the rooftop if you need more space to 
fight. Once they've been defeated, head back into the room and go 
left. You'll be attacked by two more Royal Swordsmen here. Avoid 
fighting them in this room since their attacks will likely set off the 
stacks of explosive barrels. Pull the switch to open the gate, and 
then defeat the two Swordsman on the other side, but don't go 
any further. Instead, go back into the first room where you were 
ambushed by the five Swordsmen, and head down the stairs. 


d At this point of the rampart, look to your left. The broken wall can 

be walked onto, and you can follow it around carefully to get to a 
ladder on the left side of a door Climb the ladder to get 
into the tower and pick up the item on the ledge before dropping 
down into the room below. Go back outside the tower now, and 
stand in the small alcove just to the right of the entrance. From that 
location you should be able to see the barrels blocking the outside 
of the other door in the tower, and if you have any firebombs you 
can throw them across the gap and blow the barrels. Doing that will 
allow you to access the other portion of these ramparts, leading to 
The Tower Apart Bonfire. Talk to Lucatiel of Mirrah, and then go back 
through the first doorway onto the rampart, and look to your left for 
a broken section of wall you can walk onto. Do so and cross over 
onto the adjacent rooftop. 


World Event 

This should be your second encounter with Lucatiel, and 
when you first speak to her she will give you a Human Effigy. 
Make sure you go through all of her dialogue so that she 
moves on from this place and continues her quest. 


d Don't open the black door in this room, since it only leads to a fall 

to your death. If you do open it, don't try to close it, as the 
animation of doing so will also make you fall. Head through the 
archway and pick up the items from the corpse before going up the 
ladder, which leads back to the area behind the gate you just 
opened. Continue down the corridor this time, checking the open 
cell on your right for some items and a Summon Sign for Pilgrim 
Beliclaire. Step through the Fog Gate to battle the Ruin Sentinel 
Boss. 


After the battle, go down to the bottom floor of the boss room if 
you are not already there, and interact with the wall at Position 
D to reveal a hidden room. Use the ladder in the room to reach a 
small ledge containing a chest that you can open, and once you've 
grabbed its contents, interact with the wall on the left to reveal an- 
other hidden door. Going through that door will allow you to access 
a ledge in the boss room with another item on it. Drop down into 
the main boss room again, and then interact with the wall at Posi- 
tion E to open a hidden door that leads to a small alcove containing 
a chest. There are two more hidden doors along this back wall at 
Positions F and G, so open those now and grab the items 

„ Now leave this room through the one non-secret doorway. 
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d Interact with the wall on the left once you reach the top of the 

stairs to open up a hidden door that leads to a small alcove. 
Inside you'll find a chest and an Undead Citizen; make sure not to 
fight the Undead Citizen inside the alcove to avoid accidentally 
destroying the chest 1. Head out and go through the 
doorway and follow the path around to the right. As you enter the 
next narrow corridor, grab the Soul of a Nameless Soldier, and then 
run straight through this corridor into the room beyond without 
slowing. There is an Undead Citizen in the last cell that uses its 
falling attack shortly after you enter the corridor, and you'll want to 
be well clear of the blast. 


In this room, first activate the Bonfire in the corner, and then go 
down the hole to the right of the Bonfire using the ladder. Defeat 
the Stray Dog in the corner so that you can safely collect the items 
down here, and then make your way over to the Pharros’ Contrap- 
tion. If you use a Lockstone on this Contraption you'll be able to 
strike the illuminated section of wall and open the path to the Belfry 
Luna area, which should be your next destination. The Belfry Gar- 
goyle Boss in Belfry Luna can be quite difficult, so if you're having 
trouble at this point, you may want to skip the Belfry and return later 
once you're stronger. If that's the case, please continue reading 
from Point 11. 


d You'll find a Bell Keeper here on your right, and if you go through 

all of his dialogue he'll give you the opportunity to join the Bell 
Keeper Covenant. Proceed further in and go up the stairs to the 
next floor. You'll encounter an enemy Bell Keeper here, so take him 
out while being careful of the holes in the floor. Grab the Skeptic's 
Spice from the corpse in the corner, and then look for a hole in the 
middle of the room and fall down it . Make sure you have 
enough health to survive the fall, which does moderate damage. 
Grab the Blue Tearstone Ring from the chest against the wall, and 
then follow the passage around to pick up another item from the 
corpse in the corner. Go through the opening next to the item to 
return to the bottom of the stairs. This time go all the way up to the 
top of the two staircases. At the top of the staircase you'll have to 
defeat two more Bell Keepers, so take them out, and then, because 
the gate here is currently locked, take the ladder to the rooftop. 
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World Event 

The entrance to Belfry Luna is one of two locations that 
contain a Bell Keeper (the other being Belfry Sol), and you'll 
be able to join the Bell Keeper Covenant by talking to either 
of them. The Bell Keeper’s sole mission is to defend the Belfry 
areas, and if you wear the Bell Keeper’s Seal while being a 
member of this Covenant, you'll be able to automatically 
invade the worlds of other players that are currently in one 
of the Belfry areas. Even as a member of the Bell Keeper 
Covenant, there is still a chance that other Bell Keepers will 
invade your world, so never assume that you're safe. For 
more information on this Covenant, please refer to P422. 


There are numerous Bell Keepers on the rooftop, so your first 

priority should be to clear them out. Try to keep the fight away 
from the wooden chest near one of the pillars to avoid accidentally EL 
destroying it. The pillars themselves serve as an excellent means of 
separating the enemies so that they don't all come at you at once, 
so try moving around the outside of the area to try and get into 
one-on-one situations. Open the chest once it's clear, and then after 
grabbing the other items, pull the lever to ring the bell and open the 


gate in the room below y3]. Head back down the ladder when 
you're done, and then enter the Fog Gate to battle the Belfry 
Gargoyles Boss. 


d After the battle, pick up the item on the edge of the rooftop 

before heading into the tower at the other end. Take the stairs 
down, and then grab the Southern Ritual Band Ring from the chest. 
Head through the doorway to find a Bonfire at the end of the 
rampart, and after using it to rest, look just to the right of it to find a 
ladder that you can use to reach a small courtyard below 
At the bottom you'll be attacked by no less than seven Stray Bod, 
and be invaded by a Dark Spirit, Vorgel the Sinner. 


Wipe out the dogs as fast as possible, before Vorgel gets to you. 

If you have ranged attacks, you might want to consider going back 
up the ladder and attacking the enemies safely from above. Once 
the area has been cleared, get the Bastille Key from beneath the 
arch, and then climb the stairs to find an Enchanted Falchion on the 
corpse. Retum to the Bonfire once you have the items, and then 
Travel back to the Servants’ Quarters Bonfire in the Lost Bastille. 


d Go up the stairs on the opposite side of the room to the Bonfire 

and after going through the doorway you come to, follow the 
passage along and go through the next door. Step out onto the 
planks of wood, then turn around and close the door so you can get 
the item from behind the door. Now step onto the rampart and head 
left, taking out the Undead Jailer so that you can reach another item 
at the end of the ramparts that's hidden behind some barrels. 


Head back along the rampart and enter the tower on the other 

side when you come to it, and then ignore the stairs on the right 

as you enter and go through the doorway on the left. Take out the 
undead Jailer just outside the doorway, and then follow the rampart 
along until you come to a broken section of wall on the right. Drop 
through it onto the roof below. Make your way to the opposite end 
of this rooftop to find an item on a corpse, and then carefully jump 
across to the adjacent rooftop to get another item. Going up the 
nearby ladder would take you to the end of the path you could have 
reached by taking the stairs in the tower earlier; if you didn't have 
the Antiquated Key at the start, however, it's worth taking the time 
to go down into the courtyard below to get the items there. 


dé There's a large number of Stray Dogs in the courtyard, so if 

you're coming from the rooftop it's worth using ranged attacks to 
take some of them out if you can. If you're coming through the 
Antiquated Key door, use the doorway as a bottleneck to stop them 

surrounding you. You'll notice a well to your right; strike the rock on 
its lip and then prepare to fight three Undead Citizens that will 


emerge from a cage that rises out of it | . One of them will 
drop a full set of Wanderer Armor, so taking them out is more than 
worth it. 
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Ignore the door to the building to the left of the well, and instead 

go around to its right and climb up the ladder there to access a 
wooden platform. Go past the first window you come to from here, 
and attack the Royal Swordsman standing in the next one; once 

he's either defeated or fallen inside the building, return to the first 
window and drop down through it. There's another Royal Swords- 
man on this ledge — be careful how you fight him, because there are 
explosive barrels in the area. Take out the other enemies in the area 
with ranged attacks from here if possible, and then drop down to 
the main part of the room and go up the ladder to get an item. Drop 
down onto the left ledge again once you have it, and then head into 
the room through the doorway here. 


This room contains two more Royal Swordsman, one of which 

will attack you the moment you enter the room, so keep your 
shield up. Take them both out, and then open the chests in the room 
for a number of good items. The ladder on the rear wall will take you 
back to the main part of Lost Bastille, just beyond the courtyard, 
while using a Pharros’ Lockstone on the Contraption near the 
entrance to the room will grant you access to two secret rooms 
containing items. The only one of those two rooms that you cannot 
access by other means is the one at Position H that contains a 
Soul Vessel, the other room can be accessed later on. That first 
room does, however, lead to a cage elevator that will take you up to 
the end of the area, so if you want to skip ahead, you may want to 
consider using a Lockstone | 01). If you want to continue 
normally, go up the ladder at the back of the room. 


Follow the path past the ladder all the way around until you come to 
a hole in the wall. Drop down from here and you'll emerge on the 
side path just behind an Undead Jailer, who kicks the barrel down 
at you from the top of the stairs. If you didn't do so the first time, 
this can be a good opportunity to take out the Undead Jailer from 
behind and push the barrel down the stairs yourself, ensuring it 
breaks the wall. Either way, access whichever Bonfire is closest to 
you and Travel back to the Servants’ Quarter's Bonfire. From there, 
make your way back outside the room and into the tower at the end 
of the rampart, and this time go up the stairs on the right when you 
come to them. 


d You should now be in a room filled with barrels, and a single 

Undead Citizen waits behind them at the back of the room. Take 
him out, watching out that his falling attack doesn't set off any 
explosive barrels. The door in this room just leads to a dead end, 
so take the path on the right and pull the lever to open the gate 
[> 02), You'll have to take out three Undead Citizens once the 
second gate rises, so be ready for that, and then go into the room 
beyond the gates. 


There are more Undead Citizens to take out in this room, 

including some hiding amongst the statue; make sure you take 
all of them out before you do anything else. Head through the 
passageway straight ahead, and interact with the wall at Position 1 
to reveal a hidden door {> 03). Interact with the left wall about 
halfway down this next passageway to find yet another hidden door, 
and then go through that to emerge onto a rooftop. Follow the 
rooftop around to the left for a short distance until you can see a 
corpse with an item on it sitting on a small platform across a gap, 
and then jump across to get the items. 


From there, carefully walk to your right and drop down onto the 
narrow ledge along the wall. Follow this ledge all the way along to 
reach another corpse with some items on it. Now carefully walk 
back and jump back up onto the platform you dropped down from. 
This can be quite a tricky jump so it may take a few goes to get right 
and you should make sure you're below 70% on your equip burden 
so that your jump is not impeded. Once you get back on the plat- 
form, jump back across to the rooftop and follow it around until you 
find a corpse holding another item. Go through the nearby opening 
and drop back down near the entrance to the room where this Point 
started; enter the room again, and this time go up the stairs. 


d Kill the Undead Citizen leaning against the wall here, and then, if 

you have a Fragrant Branch of Yore, it is highly recommended that 
you go up the next set of stairs into the room above. Take out the 
Undead Citizens here, and then use your Fragrant Branch of Yore on 
the statue blocking the way to the Bonfire {> 04). Activate the 
Bonfire, and then speak to Straid. If you have the Bastille Key, you 
can use it on the cell door next to the one Straid is blocking to get a 


few items. Head back down to the room below when you're done, 
but don't go through the gate yet, and instead go through the door 
under the stairs. 


World Event 

To get a Fragrant Branch of Yore you will need to travel to 

the Harvest Valley, so after acquiring one there, make sure to 
return here and un-petrify Straid to gain access to some of 
the most powerful weapons in the game. Once you've traded 
four Boss Souls with him, he'll then give you the Black 
Armor Set as a bonus. 


There are some items to get here, but make sure you have full 

health and some healing items before you attempt to get them. 
Pick up the item in the room, and then instead of getting into the 
cage elevator, look down through the gap in the floor to see another 
item sitting on a ledge. Line yourself up with the item, and then run 
off the edge to land next to it. Pick up the item on the ledge, and 
then line yourself up with the narrow stone beam below and drop 
onto it {> 05). Be warned that this deals a lot of damage, so make 
sure you're fully healed first. From there, run diagonally off the 
beam onto the floor below, next to the cage. Open the chest once 
you're on the ground, and then get into the cage elevator and ride it 
all the way back up. 


Pull the lever to open the gate in the main room now, and then go 
to the right as soon as you pass through it to find a Royal Swords- 
man — take him out and pick up the item behind him. You can now 
run straight down this rampart to get to the Fog Gate, which leads 
to Sinner’s Rise. There are three Royal Swordsmen with Crossbows 
on top of the Fog Gate that will rain arrows down on you as you 
cross, so either take them out with your own ranged attacks or rush 
through the Fog Gate as fast as possible. 


Warning! 

While you should enter Sinner’s Rise to activate the first 
Bonfire at this time, it's not recommended that you progress 
any further. The Boss of that area is extremely difficult, so it's 
best to return later when you're stronger. To continue along 
the suggested route, Travel back to Majula and head for 
Huntsman's Copse. 


BAO 
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LOST BASTILLE - ENEMIES 


\ UNDEAD JAILER 


The Undead Jailers of the Lost 
Bastille carry primitive weapons 
intended to instill fear and can 
even use Pyromancy to burn 
escapees, and intruders, to a 
crisp. The Jailers are wrapped in 
bandages. What lies beneath? 
Have they been burned by their 
own flames, or are they hiding a 
darker secret? 


Strategy 

The Undead Jailers' weapon attacks can be blocked with little 
problem, but do note that they can push you backwards. Watch out 
for the edges of the walkways. Their wide swing is particularly slow 
and can be parried if need be, but it's generally much safer to keep 
your shield up and strafe to their backs; they can't be backstabbed, 
but this will make their attacks miss. If a Jailer raises its left hand, it 
is preparing an unblockable throw attack. Roll or strafe away quickly. 
Be wary of this attack's deceptive range. It's much better to roll lat- 
erally than straight back. They also occasionally use their left hands 
to charge up and throw Fireballs. 


HP Souls Respawn 
Denm 
Undead Jaller 790 540 Yes 
Probability Page 
ne: 
Great Machete 1 337 
Twilight Herb 5 395 
Lingering Fame 1 392 


ROYAL SWORDSMA 


The Royal Swordsmen were chosen from 
the bravest of King Vendrick's men, and 
provided with the best armor available for 
the war against the Giants. However, very 
few survived the battles. While they may 
be no match for Giants, they still pose a 
threat when they attack you in numbers. 


Strategy 

The Royal Swordsmen are not strong enemies, but they understand 
the value of teamwork very well. You will rarely have an opportunity 
to fight these foes one on one. From range, many of them will uti- 
lize crossbows to attack you. Take cover, or at least close the ground 
quickly. Be careful not to let them surround you; don't hesitate to fall 
back in attempt to split them up. 


HP Souls __Rospawn 
nnn) 
Royal Swordsman (Greatsword) 450 180 Yes 
Royal Swordsman (Crossbow) 390 180 Yes 
Probability Page 

Eenes) 
Royal Swordsman Helm 1 371 

Royal Swordsman Armor 1 371 

Royal Swordsman Gloves 1 371 

Royal Swordsman Leggings 1 371 

Royal Greatsword 1 216 

Heavy Crossbow (Crossbow) 1 348 
Litegem 8 395 
Common Fruit 3 399 
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BUNDEAD CITIZEN 


BROWN CORE, BLACK CORE 


These Undead Citizens have been 
gathered up and exiled to this distant 
prison. For many, their only crime 
was showing signs of the “Curse” 
But before you decry this injustice, 
face them in battle and see what 
horrors they are capable of.… 


Strategy 

Brown Core 

Brown Core Undead Citizens are dangerous in melee. Their arm- 
flailing punches are slow and have short range, but when they Fall 
down they… well, burst. The force of the blast will do a lot of dam- 
age and knock you down. Even if you block it, you'll probably have 
your guard broken. They tend to attack in hordes, as well. If you're 
wise, pick them off from range. 


Black Core 

If you thought these enemies couldn't get any worse, you were mis- 
taken. Petrifying Undead Citizens can turn you to Stone, instantly 
killing you. Their Fall attack is, unlike Brown Core Citizens’ Falls, 
unblockable. It causes knockdown and also builds up your Petrify 
status meter. 


Kill these enemies from range. Firebombs do the job really well, 
especially in conjunction with Alluring Skulls; they'll be drawn to the 
Skulls and group up so that one Firebomb can take them out. 


HP Souls __ Respawn 
Undead Citizen (Black Core) 200 260 Yes 
Undead Citizen (Brown Core) 200 260 Ves IL 
Probability Page 
Alluring Skull 5 400 


KABEL KEEPER 


The bells are the symbols 
of forbidden love, and 
the marionettes who 
defend them do so with 
zealous passion. They've 
been watching over, and 
ringing, the bells forever. 
If you seek to stop them, 
or to ring a bell for 
yourself, you'll have to 
face these tiny terrors. 


The Bell Keepers are individually weak, but you'll need to fight 
several at a time if you want to ring their bell. The Keepers are very 
small enemies, which limits their reach but also makes them dif- 
ficult to hit with some attacks; vertical swings and thrusting attacks 
will serve better than horizontal swings. 


Their basic melee has multiple damage types, so you'll still take 
some damage even if you block it with a 100% physical reduction 
shield. Bait an attack, wait for them to finish, and then strike. From 
range, they will draw bows to attack you. You need to seek cover 
behind pillars or other obstacles while you fight other Keepers in 
melee. Note that they often fire two-shot bursts. They can also 
throw firebombs at medium range. 


Dark Spirit 

The Dark Spirit Bell Keeper in this area is not really different from 
normal Bell Keepers. It has more HR but otherwise behaves in the 
same manner. Like other Bell Keepers, the Dark Spirit Keeper stag- 
gers very easily when he doesn't block your attack. Try to take out 
the small fry first, as they will die more quickly. 


HP Souls __Respawn 
Bell Keeper 770 350 Yes 
Can throw Firebombs 
Probabliity Page 
Ea a GN 
HP Souls Respawn Page Page 
Probability Page Hand Axe 326 Bell Keeper Bow 347 


Large Titanite Shard 10 310 
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HEIDE KNIGHT 


SPEAR 


Whether Heide was a 
proper kingdom or not 

isn't clear, as it fell into 

the sea long ago. What is 
known is that the Way of 
Blue originated in Heide. 
Equipment from Heide still 
exists today, as well, which 
speaks for the durability of 
the special alloy used in its 
construction. If this knight 
truly is from the ancient 
land of Heide, is it possible 
that time distortion explains 
his presence? 


Strategy 
This Heide Knight should be a lot easier than the one in the Forest 
of Fallen Giants. He tends to leave himself very open with his Triple 
Combo; that's the best chance to get behind him and take him out. 
Ranged fighters can use the pause after his Double Combo to gain 
some distance. By now, you've probably powered up your weapons 
a little bit, so he'll go down quickly. 


HP Souls __Raspaum Parry Block Stamina Damage 
Helde Knight (Spear) 1250 4500 No Double Combo Yes Yes Low 
Probability Page Ane COENE Yves Yes Low 
Throe Stabs Yos Yes Low 
Helde Spear 100 334 


EN DARK SPIRIT - VORGEL THE SINNER 


In a prison filled with sinners and innocents alike, Vorgel 
certainly has a special place. He stands watch over the Bastille 
Key. He wears the armor and dons the shield of a Royal Soldier; 
perhaps he is one of the wardens of this lost prison? What sins 
rest in this warrior’s den? 


Strategy 
Vorgel the Sinner uses a spear, and his one-handed attacks rebound 
very easily off a shield. He is unfortunately aware of that fact and 
will often attempt to Bash you when you guard. You can use this to 
your advantage, though — guard his attacks while backing up, and 

if he tries to Bash he will miss. That's a chance to attack. If your 
weapon has enough length to hit him after his spear rebounds from 
a block, that's another good chance. 
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Another useful advantage for you here is his complete lack of Poise. __ If you need an opportunity to heal, run up the stairs. It takes some 
Any weapon can stagger him. On the topic of Poise, his attacks deal time for him to follow you. Do note, however, that he will also drink 


very little Poise damage to you, so heavy armor users may be able Estus and heal if you leave him alone while he is injured. Be quick to 
to trade hits with him. perform a combo or backstab him if he tries. 
HP Souls __Respawn Page Pago 
meen nnen 
Dark Spirit: Vorgel the Sinner 1550 150 No Hollow Soldier Helm, 365 _Royal Soldler Leggings 365 
REE men Hollow Soldier Armor 365 __Winged Spear +5 233 
Oy! Soldier Gauntlets 365 Hollow Soldier Shield 363 
Winged Spear +5 1 333 nn EEE 


LOST BASTILLE - BOSSES 


EA BOSS - RUIN SENTINELS 


The Ruin Sentinel has no physical form; it's merely a Soul 
haunting a large suit of armor. The Sentinels are the creations 
of the mysterious “jailer” There are three Sentinels here, with 


three names: Yahim, Alessia, and Ricce. Were those the names 
granted to the Sentinels by the jailer, or did they belong to the 
previous owners of these lost Souls? 


One-handed Combo 
The Sentinel will hold its weapon in one-hand and then attack. Walk 
toward the Sentinel while blocking. Get behind the boss, and the 
second hit will miss completely, giving you a chance to attack or 
recover Stamina. If you choose not to use a shield, you'll need 
to roll toward the enemy quickly to avoid the first hit 
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Two-handed Sweep 

For this attack, the Boss will hold its weapon behind its back with 
both hands and then swing in a horizontal sweep. If you roll to avoid 
this attack, wait just a moment after he begins the motion before 
rolling. If you use a shield to block, just be careful of the pushback 
this attack causes; it can knock you off of the ledge. 


Two-handed Smash 

The Sentinel will raise its weapon above its head, and then bring 

it smashing down. Once again, if you block, just be careful of the 
pushback. If you decide to roll, don't roll too quickly or the Boss will 
be able to adjust its aim. 


Spin Attack 

This attack is the primary reason a shield is advised for this fight. 
The Sentinel will reach back and then whirl forward, striking many 
times. If you attempt to roll through this move, you'll be hit. Either 
stay completely out of range, or block this attack with a shield. 


High Leap 

The Boss will leap very high in the air and come crashing down. This 
move is blockable, but it will very likely break your guard. Rolling 
away or simply getting out of range is advisable. 


Short Leap 

This is another leaping attack, but the Sentinels can execute this 
one much more quickly. Fortunately, it takes less Stamina to block 
this than the High Leap. If you can observe the difference quickly 
enough, roll to avoid this. 


Shield Toss 

This technique is most often used when you are on the ground floor, 
generally when you are fighting more than one Sentinel at a time. 
This attack can easily break your guard, so dodging is a better option 
than blocking. Each Sentinel can only use it once, and the Sentinel 
that used it will permanently lose its shield. 


Ascend 

This is not technically an attack, but all of the Sentinels are capable 
of jumping up to the starting platform. They usually attack immedi- 
ately after doing so, as well. If you thought you would be safe there, 
you were mistaken. Sorry — this is Dark Souls, and all that. 


Strategy 

This is a battle against three enemies, but you'll begin the fight 
against just one of them. The entrance to the room leads to a small 
platform above the main floor of the area, You'll be on this platform 
with the first of the three boss enemies with very little room to 
move about. 


The best method for handling this fight is to defeat the first Sen- 
tinel, Yahim, at the entrance before dropping to the ground floor. 
Block or dodge Yahim's attacks and retaliate when you can get be- 
hind it. Upon defeating Yahim, use a life gem and quickly drop to the 
ground floor, as the remaining Sentinels will close in quickly. Use 
the Life Gem before falling, because Alessia tends to approach very 
quickly. Let the slow healing take care of the fall damage. 


This is the difficult part. Both Alessia and Ricce will attack you at 
once. With their Leaps and Spin Attacks, they can cover a lot of 


HP Souls Respavm 

Ruin Sentinels 33000 No 
Probabliity Page 

Ruin Sentinel Soul 100 397 
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ground very quickly. They also have a tendency to try to surround 
you by hopping in opposite directions. Always focus on keeping 
them both in front of you; if you lose sight of one, move away from 
the direction it went to keep from being blind-sided. 


Try to get both Sentinels to commit to an attack at the same time 
so that you can attack while they are both recovering. A shield with 
good stability is really recommended here so that you can block 

an attack and still have stamina left to retaliate. Anytime that both 
Sentinels use the same attack at the same time, you'll have a great 
chance to counter. 


This will be a difficult fight for many players. Don't hesitate to sum- 
mon the NPC Pilgrim Bellclaire or another player if you are feeling 
frustrated. If you split Alessia and Ricce apart on the ground floor, 
things will be much easier. 


Parry Block Stamina Damage 
One-handed Combo No Yes Low 
Two-handed Sweep No Yes Medium 
Two-handed Smash No Yes Medium 
Spin Attack No Yes Low 

High Leap No Yes High 

Short Leap No Yes Medium 
ShleldToss No Yes High 


MNBOSS - BELFRY GARGOYLES 


Gargoyles have been used as 
guardians throughout the ages, 
stretching far back into the early 
Age of Fire. What brings these 
mysterious sentinels to life? 
Perhaps the sound of the bells 
they guard awakens them? Or do 
the gentle chimes comfort them in 
their long stone sleep? 


Swoop Leap Smash 
The Gargoyle will fly up into the air, and then Swoop at you quickly. This technique can cover ground quickly; the Boss will jump into the 
This move covers a lot of ground quickly. The Swoop looks very air and quickly bring its halberd down in an overhead Smash. This 
similar to the Up-Slash, but travels much farther. Be ready to block has a lot of range, but can be blocked without issue. 
or roll away. 

Smash 


The Gargoyles will occasionally perform an overhead smash on the 
ground; this will often be used at the end of a combo. Like all of the 
Gargoyle's weapon attacks, this is blockable, but you can also out- 
range it to save Stamina. 


Up-Slash 

Once again, the Gargoyle will fly into the air, but this time it will at- 
tack the ground nearby. You have a chance to attack or heal after this 
move, depending on what the other Gargoyles are doing. 
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Swing 

This is a basic melee attack, often used in combination with other 
melee moves. It's not difficult to get out of range or block this at- 
tack. Sometimes it will be followed by another attack, but it does 
present a chance to attack when it is not; you'll need to watch 
closely. 


Spin Finisher 

This spinning attack is only used as a combo finisher. This move hits 
behind the Gargoyle as well as in front, so watch for it before you 
try to punish his combos. It can be blocked with little trouble. 


This Stab has longer reach than Swings, but is otherwise similar. 
It's a basic melee move that can be used in combinations. It doesn't 
have much recovery time except when used as part of the Jump- 
Stab. 
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Jump-Stab 

This is a tricky attack; the Boss will leap over your head and attempt 
to Stab you from behind. If you see this coming, you can strafe 
away. If you need to react quickly, roll away. This move does leave 
the enemy open for you to attack, but it is very dangerous when 
fighting multiple Gargoyles 


Jump Back 

This is used rarely and deals little damage, but it is an annoyance. 
The boss will swipe at you very quickly and jump away. It's difficult 
to react to this, so your best defense is to have your shield ready. 


Fire Sweep 

When each Gargoyle is under half-health, it can begin breathing fire. 
This version covers a wide area, but doesn't travel very far. This is 
fire, however, so even a good physical defense shield won't protect 
you completely. Try to roll away. 


Aerial Fire Sweep 

The Aerial version of Fire Sweep is even more dangerous than the 
ground version. You need to get away from the area immediately, 
particularly since this attack can hit you multiple times. Finish off 
wounded Gargoyles quickly. 


Fire Line 

This is a third fire breath attack, but this time the fire travels in a 
straight path. This has the most range of all the fire breaths, but also 
covers the narrowest area. Move to the side to dodge this. 


Electrical Discharge 

The Gargoyle will raise its Halberd into the air and channel blue elec- 
tricity for a moment before discharging it over a circular area. Get 
away from the Gargoyle when you see this technique start-up. 


Strategy 

The Gargoyle enemies from Dark Souls return here, with a ven- 
geance. This time, however, you'll be fighting two or three Gar- 
goyles at a time throughout the whole battle. 


As soon as you enter the boss room, the first Gargoyle will come to 
life, Three seconds later, the second Gargoyle will activate as well. 
The third Gargoyle activates when the overall boss life bar is less 
than 90% full. At less than 70%, the fourth Gargoyle springs into ac- 
tion. The fifth and final Gargoyle will enter the fray at around 50%. If 
you hit a Gargoyle statue before its spawn condition has been met, 
it will trigger immediately. 


This is essentially a damage race. A rooftop full of five Gargoyles 
will be difficult to handle, so you want to kill them as quickly as pos- 
sible. Additionally, you do not want to hit more than one Gargoyle at 
a time, as they will contribute to spawning a new Gargoyle without 
killing one first. Once you get each individual Gargoyle to around 
50% of its max HR you'll want to finish it quickly so that you don't 
need to face three Gargoyles at once. To make matters worse, low 
HP Gargoyles will begin to use Fire Breath attacks and Lightning 
Bursts. 


Realistically, though, that may prove difficult, as the Gargoyles tend 
to group up. Just keep the general principle in mind — focus on 
finishing off weakened Gargoyles first. It can be difficult to find an 
opening, but there are a few ways you can make things easier on 
yourself. 


First, the Gargoyles are weak against Magic damage. Strafe back- 
ward while keeping them all in front of you, and fire in shots when 


HP Souls __Respawn 

Belfry Gargoyles 1400 25000 No 
Probability Page 

Belfry Gargoyle Soul 100 397 


you can. If you have powerful Sorceries, this fight will be much 
easier. Melee fighters can also take advantage of this weakness, 
though; if you have any Aromatic Ooze or Dark Resin, you can use 
them to greatly increase your attack power against this boss. 


Second, having a ranged attack to finish off a wounded Gargoyle is 
a good idea. Throwing Knives from Melentia work well, as usual. 
Another option is Poison Throwing Knives from Gavlan; it will take 
several hits to poison a Gargoyle, but once you do, the Gargoyle will 
die fairly quickly even if you can't get close again. 


Third, a high Stability shield with high physical damage reduction 
will help a lot for most players, as will armor upgrades. Heavy armor 
users will find that the Gargoyles don't hit particularly hard. It is 
possible to use a large weapon two-handed with an Aromatic Ooze 
buff and go toe-to-toe with a Gargoyle if you have a lot of Poise. It 
may often be preferable to take a couple of hits in order to finish off 
a Gargoyle. 


Finally, always remember that you need to create an opportunity to 
heal. Even if you are near death, don't blindly mash the button for 
Estus or a Lifegem. Bait the Gargoyles to attack, get out of range, 
and then heal. They're aggressive enough to punish you if you try to 
heal without making an opportunity first. 


In summary: weapon buffs (like Aromatic Ooze), ranged attacks (like 
Throwing Knives), a good shield, and upgraded armor are all very 
useful here, Players with powerful spells may find this fight to be 
very easy. 


Parry Bloek Stamina Damage 
Tall Swipe Yes Yes Low 
Swoop No Yes Low 
Up-Slash No Yes Low 
Leap Smash No Yes Low 
Smash Yes Yes Low 
Swing Yes Yes Low 
Stab Yes Yes Low 
Jump Stab Yes Yes Low 
Fre Sweep No Yes Low 
Aerial Fire Sweep No Yes Low 
Are Une No Yes Low 
Electrical Discharge No Yes Low 
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HIUNTSMAN'S (COPSE 
Z£&UNDEAD PURGATORY 


The Undead have been persecuted, hunted and imprisoned 
throughout the ages. This forest was home to the Undead 


hunts during the reign of the Old Iron King. There's little ae Oo 


difference between the guards and the prisoners now, though. Large Soul of a Nameless 
Though the King sent his best soldiers to oversee the Hunts, nel, Meo art N 
their memories were lost to the Undead Curse. cadedrad cn Moe, > 
a Eye Orb x2 (Lodge) taai a k 
n Liege x1 
J - 
Aromatic Ocze xl PN 


\ Undead Purgatory 


Fading Soul xt 


Fading Soul xl 


Soul of a Brave Warlor xl 
Large Soul of a Last Undaad 1 

Sublime Bone Dust xl Small Orange Bur x 

Fro Saad xl Notched Whip xt — 


Pharros’ Lockstone xl 
Token af Fidelty xl 


Fading Soul xt 
Fading Soul xl 


Exocutioner's Chariot 


[Ares Enemies mnl ENE LELESENKSLS DE 


Cracked Rad Eye Orb x1 


Crystal Lizard 057 

nege MO ee nl aex Lager vi Pao 

Rogue (Club) n3 Bandit's Knife 312 ini ankh 

Rogue (Bow) ne Pharros' Lockstone 401 

Captive Undead (Broken Sword) 14 Token of Fidelity 401 

Captive Undead (Torch) na Ricard's Rapler 225 

Great Moth na Notched Whip 240 

Necromancer ns Sublime Bone Dust 401 

Armored Skeleton (Curved Sword & Shield) ne Fire Seed 310 

Armored Skeleton (Thrusting Sword & Shield) 116 Morning Star 329 

Armored Skeleton (Dual Swords) ne Sorcery: Soul Spear 287 

Armored Skeleton (Bow) 8 Undead Lockaway Key 402 

Wheel Skeleton no Magic Mace 329 Undead Pat 

22 aad afuge 

 Terturer (Polearm) 16 Pyromancy: Combustion 202 
5 _Torturer (Whip) n6 

Artificial Undead ne 
 Merclless Roena (Phantom) 17 
% Fakin tho Outcast 
8 Greatsword Knight (Phantom) 18 To Majula hi 
gg Skeleton Lords ne 
& Executioner Chariot 121 angle 
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[_To Harvest valley 


Undead Lockaway Key xl (In hut 


Combustion, Titanite Shard 3 PS) ) 


S @ 
H @ 


Skeleton Lords 


Titanita Shard «1 


— Lockad (Undead Lockaway Koy) 
_—Cralghten the Wanderer 
Undead Lockaway 


HUNTSMAN'S CO Bi 
gn 


Large Soul of à 


\ 
Zi 


Bands Knie x1 


Opens from, 
northeast side only 


Ricard's Rapier x1 
Monastery Charm xl POISON CAVE — B2 


Soul of a Proud Knight 


POISON CAVE — Bl 
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ff 


HUNTSMAN'S COPSE & UNDEAD PURGATORY 


d Starting from Majula again, go down the same path you took to 
reach Heide's Tower of Flame, but stop at the first small room you 
come to. To reach the Huntsman’s Copse you'll need to either pay 
Licia 2000 Souls to have her move the path, or fight and kill her to 
get the Rotunda Lockstone, which you can then use on the device in 
the middle of the room to move it yourself. Keep running down the 

path until you near the end of the cave, at which point you'll come 
across Felkin the Outcast sitting in a chair with his back to you 

1}, Continue through the tunnel once you're done with Felkin, and 
then head to the left just as you exit to find the first Bonfire. 


World Event 

If your Intelligence and Faith are both above 8, you'll be able 
to talk to Felkin and eventually access his merchandise. If 
your Intelligence and Faith are both above 20, Felkin will give 
you a Sunset Staff and some pieces of Hexer's Armor if you 


talk to him. 


Follow the path on from the Bonfire until you come to another 

cave with a narrow path leading through it. This cave has a 
number of Great Moths inside it, and they'll shower the area with 
poisonous spores as you try and move through it; if you have a 
ranged attack, take them out from long range before they release 
their spores [ „There are a number of items to be found in 
the area below the path you're on, but since there is no easy way 
down to get them from here, it's best to just continue along the 
path and exit the cave for now. Go up the stairs to the right once 
you're out of the cave‚ and then approach the doorway at the base 
of the building ahead. 
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There's a Rogue with a Bow on the opposite side of this room, so 

if you have a ranged weapon, ease out into the doorway and take 
him out from here. As you move into the room, be ready to take on 
another Rogue that will come at you from the path to the left. Leave 
the door at the end of the path on this side for now, and instead 
drop down into the central area, making sure to avoid the large 
circular pitfall in the middle ) 


There are a few Captive Undead enemies down there, but they 
shouldn't pose much of a threat, so finish them all off and the pick 
up the items at either end of the room. Go up the stairs to reach 
the area where the Rogue archer was after gathering the items, and 
then take out the final Rogue up there before climbing the ladder in 
the corner of the room h 


d On this roof area you'll initially see one Rogue directly ahead of 

you, but as soon as you get close to it another one will jump up 
from the ledge on the left. Try to lure the first one towards you and 
take it out near the ladder before moving up, so that you don't have 
to fight them both at once. When they're both dead, approach the 
edge of the rooftop and drop down onto a small ledge below to get 
the item there. Heal up if needed, and then drop down again and 
re-enter the building 


d Now approach the doorway at the end of the path to left as you 

enter, but be careful when you get close to it, because a Rogue 
will break through the door and attack you; either keep your Shield 
raised when you get close to the door to block the attack, or roll 
backwards straight away to evade it before dealing with the enemy. 
Continue on along the narrow path on the other side of the 


07, 


doorway, and keep going straight towards precipice at the end 
Have your Shield raised again as you near the corner, because a 
Rogue with a Club will attack you as soon as you round it. 


Once that enemy has been defeated, look down from the path to 
see the broken bridge support just below with an item sitting on a 
small raised part of it. Line yourself up with the item, and then run 
off the path straight towards it; running is better than jumping in this 
instance, because it doesn't carry you as far, making it less likely that 
you'll overshoot the landing If you do happen to miss the 
section with the item on it, you can still try again later after making 
your way back around, but the rewards are definitely worth the effort. 
After securing the items, tum around to face the direction you just 
ran from, at which point you should see a ledge with a cave entrance 
below; either run or jump down to the ledge and enter the cave. 


World Event 

One of the items you can pick up from the broken section of 
bridge is a token of Fidelity, so if you haven't acquired one by 
other means, you will now be able to return to the Cathedral 
of Blue and speak with Blue Sentinel Targray to join the Blue 
Sentinels Covenant. 


The cave you are entering now is the same one you were in back 

at the start of the area, only this time you're below the path you 
used before. If you haven't already done so, try to take out the 
Great Moths with ranged attacks to ensure that you don't get 
poisoned while in here. Run to the end of the path so that you can 
get the item there, and then look down past the edge of the path 
on the right to see a large mushroom sticking out from the wall 

Run off the path towards the mushroom to land on it, and 

then drop down from there to the floor below. Using the mushroom 
in that manner will mean that you'll only take minimal damage from 
the drop to the floor. 
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Upon reaching the floor, the Torture that's been running around 
down there will come after you, so make sure you're ready for the 
fight. The water’s not deep enough to hamper your movement, so 
just bait him into missing an attack and finish him off as normal. 
Once he's dead, grab the item from the chest down here, and then 
interact with the suspicious section of wall in the corner of the 
room to reveal a hidden passage. Follow the new path along to a 
room with a cage elevator, and then, after getting the item nearby, 
get inside the cage to be taken up to another room At 
the end of the path leading out of that room you can interact with 
another section of wall to open a hidden door that leads back into 
the building near the start. From there, work your way back around 
the area to Position A 


d Go down the ladder that's straight ahead of you in this area, and 

once you reach the bottom, follow the narrow path around to the 
left under the bridge to find an opening leading to the second 
Bonfire Just outside the Bonfire room you'll also see a 
large tree at the edge of the cliff — if you interact with the tree you'll 
be able to kick it over, making a shortcut back to the other side. Exit 
the Bonfire room and follow the dirt path around the cliff to enter 
the forest, where you'll need to take out a couple of Captive 
Undead. Instead of going straight over the bridge near them, 


Moth, but you should mainly be looking out for that prowling 
Artificial Undead to make sure it doesn't catch you unaware. Try not 
to venture too far into the woods before taking out that Artificial 
Undead, because another one is standing near an item in the far 
corner 


d At this point it's worthwhile taking a detour to reach the small 
Undead Purgatory area, but if you just want to power through the 
area, continue reading from Point 14. Run up the hill here from the 
end of the first bridge until you reach a second bridge, on the other 

side of which you'll see a small copse of trees with a couple of 
Captive Undead standing around amongst them If you 
move across the bridge to get the attention of the Captive Undead, 
or use a ranged attack on them, a Torturer will jump down from a 
cliff at the back of the area and come running towards you. Try to 
take out the Captive Undead before the Torturer closes in on you, or 
if need be fall back and use the bridge as a natural choke point. 


d Go up the dirt path at the back of this area, but before following 

it around to the left, continue straight on to pick up the item on 
the floor between two trees, killing the Captive Undead along the 
way. Backtrack slightly and follow the branching path around through 
a narrow gap in the cliff until it eventually opens out. Round the 


however, stay on this side of it and continue forward towards the 
end of the cliff. There's a Rogue on the left hidden behind a tree, so 
take him out, and then grab the item from the nearby body and 
return to the bridge. 


When you cross the bridge, you should notice the huge Artificial 
Undead stomping around in the trees ahead, so use a ranged 
attack if you can to lure it towards you. There's a Great Moth in the 

area too, and if you go past the end of the bridge it will rain down 
spores on you, making the fight with the Artificial Undead more 
trouble than it should be You can take out the Great Moth 
with ranged attacks before facing the first Artificial Undead, but you 
should still lure it towards you, because a second one is prowling 
around the woods not too far ahead, 


d Move on past the end of the bridge once the immediate area is 
clear, and drop down into the section of forest to the left. There 
are a couple of Captive Undead in this area along with another Great 


corner here carefully, because another Torturer will jump down from 
a pillar just ahead and attack you. There are a number of Torturers 
along the remainder of this path, but if you're careful you can 
awaken them one at a time, which will make getting through the 
area much easier. 


Once the first Torturer is down, move up slowly to the top of the 
small ramp ahead to trigger the second one, but make sure you 
don't go down the ramp, because that will trigger a third one 

The second Torturer uses a Whip instead of their traditional 
weapon, but that actually makes the fight easier, because of how 
easy it is to block most of its attacks. Watch out when you see it 
erouch down, however, because that is the start of its guard break- 
ing attack and you should start circle strafing straight away to avoid 
it. Once the first three have been taken care of, continue along the 
path normally to make the fourth one jump down, and after defeat- 
ing it, start crossing the bridge towards the Undead Purgatory. 
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Be very careful as you're crossing the bridge, because there are 
a couple of sections where boards are missing and you'll need to 
use horizontal planks to cross the gap. To cross the first gap you'll 
need to use planks on the right, and for the second gap the planks 
are on the left. As you near the end of the bridge you should start to 
see the Dark Spirit Greatsword Knight standing in front of the Fog 
Gate. This Phantom is armed with a Greatsword and a Greatshield, 
and is capable of inflicting large amounts of damage if it hits you, If 
you simply want to defeat the Phantom, try luring it back onto the 
bridge, and then position yourself so that when you bait it into 
attacking, the momentum will carry it off the bridge so that it falls to 
its death. 


Once the area is clear, go back to the end of the bridge again and 
look over to one of the ledges on the side, where you'll see some 
items. You can reach the ledge with a jump from the end of the 
bridge, and the Sublime Bone Dust and Fire Seed are well worth 
the effort . Jump back across to the bridge once you have 
the items, and step through the Fog Gate to do battle with the 
Executioner Chariot. 


dé Once the boss has been defeated, go through the opening near 

the end of the circular area and use the stairs to reach the area 
above. In this small area you'll find a handy Bonfire, and also the 
NPC Titchy Gren. If you face the stairs, you can go around the pillar 
on the right and walk along a tiny ledge sticking out from the wall 
above the stairs, where you can reach a hidden alcove with a couple 
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of items 
to Travel back to the Bridge Approach Bonfire in Huntsman’s Copse, 
and from there make your way back to Position B. 


„When you have everything here, use the Bonfire 


World Event 

Before Titchy Gren will talk to you, you will first need to have 
a Token of Spite in your possession. If you don't manage to 
acquire one through other means, then you can find one in 
a chest at the start of The Gutter. Once you're able to talk to 
him, he'll give you the option of joining the Brotherhood of 
Blood Covenant. The foundations of this Covenant are the 
antithesis of the Blue Sentinels Covenant, but it works in a 
similar way. Instead of joining other people's games to aid 
them, this Covenant is designed to let you interfere with any 
attempts at cooperation. Also, by interacting with one of the 
three statues in this area you'll be able to initiate a one-on- 
one duel against other members of this Covenant. For more 
details on the Brotherhood of Blood, please refer to P421. 


EEE 


d Start going up the large hill, but keep your guard up because two 
Rogues will come running down and attack you as you near the 
top; as soon as you see them, move back down the hill and try to 
separate the two of them using the trees. There's two more Rogues 
armed with Bows just past the crest of the hill on either side of the 
area, so keep your shield raised and close in on the one on the left 
while using the trees to block the shots of the other. 


Take out the other Rogue, and then look down over the nearby cliff 
edge and locate the small round opening in the top of a building; 
drop down into the building to get the items inside, and then follow 
the path back around and make your way back up the hill. On the 
left side of the hill near the cliff wall there's another small building 
you can enter, but do so carefully, because a Rogue will drop down 
into the room once you're inside. Take care of the Rogue, and then 
pull the lever to lower the nearby bridge and start making your way 
across it, 


d After crossing the bridge you'll reach another small building on 

the right that contains a Bonfire, but it's out of reach behind a 
locked gate. Just past that building there's an entrance to a cave, 
and opposite is a bridge leading to a narrow path along a ravine. 
While you can enter the cave if you wish now, the area is much 
easier if you begin by crossing the bridge. Take out the Rogue on 
the other side of the bridge, and then round the corner on the path 
to get the attention of a second Rogue around the corner; lure him 
back towards where you killed the first Rogue, because there's 
another Rogue further along the path with a Bow that would open 
fire on you while you're fighting him. 


Once the second Rogue has been killed, run along the path with 
your Shield up, and try to use the incline of the path and the trees 
on the side of it to block to block the incoming arrows. Along with 
the archer, there's another Rogue at the top of the incline, so try 
and lure it back down the path to where you can fight it without 
interference from the archer. Run up the incline after defeating that 
enemy and finally deal with the archer. Continue along the path after 
defeating it, and then take the fork heading left when you come to 
it |. 


d This path will lead you up to a small open area with an item 

sitting temptingly out in the middle; do your best to avoid the 
temptation, however, because a number of Rogues are positioned 
around the area just waiting to ambush you. Just at the top of the 
hill on the left you should be able to see one of the Rogues kneeling 
in the grass near a tree, and you should run straight for it and take it 
out quickly „ Engaging that enemy will cause the other two 
to spring into the action and the one at the far end of the area will 
come running straight towards you. Move yourself around the area 
so that by the time the second Rogue reaches you, the trees on the 
right are blocking the arrows of the Rogue with a Bow on that side. 


Once you've finished dealing with the Rogue that rushed you, close 
in on the final one and take it out too. You may have noticed when 
you first entered this area that there is a Crystal Lizard not far from 
the item, but your only way of killing it without suffering from the 
ambush is to use ranged attacks from the top of the hill. Grab the 
item from the middle now that it's safe, and then if you have a 
ranged attack option, approach the far edge of this area that looks 
out onto the waterfall. Train your sights down along the cliff face on 
the left to find another Rogue standing on a small platform and take 
him out. Don't jump across to where he was, however — instead, go 
to Position C nearby and drop off the ledge to land on a platform 
below with an item on it. From this platform you should be able to 
see a Rogue below you, so if you have ranged attacks, take him out 
from here and then drop down to the narrow path. 


d As soon as you land another Rogue will come running towards 

you from back along the path, so make sure you're ready for it. 
Once it's dead, you should notice the entrance to a small cave at 
Position D, but do not go straight inside, because there are two 
more Rogues in there „If you go just inside the entrance 
you can lure one of them out of the room and fight him outside 
before going in and taking out the second enemy. The item inside 
this room is the Undead Lockaway Key that you need to open the 
room with the Bonfire, so now’s as good a time as any to do that 
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MA 


EE back to the wooden bridge at Position E and cross it to 


di enter the cave „There's a Necromancer and a large 
number of Armored Skeletons in this cave‚ and because the 
Neecromancer can keep bringing the Skeletons back to life, you need 
to move quickly until you've taken it down. You'll have to face a 
couple of Armored Skeletons near the entrance, so quickly take 
them out, and then run straight ahead and take out the one with the 
Bow directly in front of you. Just off to the right of that enemy is a 
pot that spews out Curse inducing fumes, so either give it a wide 
berth, or roll into it quickly to destroy it. To the left of where that 
Skeleton was you'll see a pillar, and hiding behind that is the 
Necromancer, so move in and dispatch it quickly before it starts 
resurrecting enemies. 


The path leading on past the Necromancer just leads to a gate that 
you can't open from this side, so leave it for now and go along the 
path that's just to the side of where you entered from. In the room 
that path leads to you'll have to face another Armored Skeleton, 
along with another Curse pot that's up against the wall near the 
Skeleton. Grab the items when it's clear, and then go through the 
exit to come back out near the Bonfire area. Open the gate to ac- 
cess the Bonfire, and inside the room you'll also find Creighton the 
Wanderer. When you're done here, make your way back to Posi- 
tion D, either along the cliff path again or through the cave. 


World Event 

Creighton the Wanderer fell afoul of one of his own schemes, 
and ended up locking himself in the Bonfire room while try- 
ing to set a trap for the man he is hunting, Mild-mannered 
Pate. Creighton has a few words of warning about Pate, so 
make sure you go through all of his dialogue to find out the 
details, and during the process you'll also be able to learn a 
new Gesture. Doing that will also allow Creighton to move on 
and begin his hunt for Pate anew. 
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d Just past the room you got the key from you'll see an item 


sitting near a cave entrance on the other side of the ravine, but 
there's no way to get it from here so just move on for now. As you 
get near the waterfall you'll be invaded by the Dark Spirit, Merciless 
Roenna, and she can be a difficult battle in this area. If you want to 
fight her normally, it's advised that you rush forward and fight her in 
the area she appears, as that gives you more room to maneuver. 
Fighting her on the narrow path can be difficult, but like the 
Greatsword Knight earlier, if you position yourself correctly you can 
make her fall off the path. Follow the path underneath the waterfall 
once the invader has been defeated and you'll come to a set of 
stairs on the left leading up to a Fog Gate; before going in there, 
however, continue along the path to reach another cave entrance, 


This cave area also contains a number of Armored Skeletons and 

a Necromancer, so speed is once again key to cleaning the area 
out effectively. To make things slightly more difficult this time, 
however, the Necromancer is on a small isolated platform that you 
can only reach by jumping over to it from a couple of spots where 
the gap narrows. Trying to deal with the Necromancer while the 
Skeletons are around will just make things more difficult for you, so 
try and lure some of them back towards the cave entrance and take 
them out quickly from there. One of the Armored Skeletons is 
wielding a bow, so once the melee ones are down, run over and kill 
it so that you don't get hit with an arrow while trying to jump over to 
the Necromancer. Of course if you have a ranged attack, you can 
simply engage the Necromancer from where you are once the 
Skeletons are down, otherwise jump over and finish him off. 


When all of the enemies have been defeated, take the path that's 
near where you entered the cave to reach the item you could see 
from outside ‚If you then take the other path leading out 
of the room you'll come to the locked gate you could reach from 
the first part of the cave you entered. Kill the Armored Skeleton you 
find there and pull the switch to open it and create a quick shortcut 
back to the Bonfire. Head back to the Fog Gate when you're ready, 
and step through it to face the Skeleton Lords, Defeating that boss 
will let you access the path that will take you straight to the Harvest 
Valley. 


HUNTSMANSICOPSE SSUN DEAD PURGATORY — ENEMIES 


Hammer 

These brutes are surprisingly nimble, and strikes from their Clubs 
can cause you to stagger fairly easily. The end of their combos gen- 
erally leaves them off balance, presenting an opportunity to attack. 
They will sometimes leap away before your attack connects — just 
stay patient. Just like the Dagger Rogues, most of their attacks will 
rebound off of normal shields; you can use that to create an opening 
as well 


BIROGUE 


DUAL DAGGERS, HAM 


Dangerous in life as thieves 
and highwaymen, these 
Rogues are now doubly so 
in death, as Hollowing has 
robbed them of their reason. 
In life, they may have lusted 
after material wealth, but in 
death they seek your very 
Soul. 


Bow 

These Rogues will attack you from range, and their arrows can 
cause Poison to build up in your body, but the buildup is very slow. 
Bow Rogues tend to put pressure on you when you are dealing with 
other Rogues in melee. Use trees as cover from their arrows. If you 
engage them in melee, they will draw Daggers to engage you. 


HP Souls Respawn 
Rogue (Dual Daggers) 230 90 Yes IE 
Rogue (Hammer) 290 90 Yes 
Rogue (Bow) 260 90 Yes 
Probability Page 
Rogue Hood 1 366 
Rogue Armor 1 366 
Rogue Gauntiets 1 366 
Strategy Rogue Leggings 1 266 
Dual Daggers Broken Thief Sword (not Hammer) 1 12 
These dual-wielders attack very quickly. They tend to run at you Club (Hammer) 1 329 
before attacking and are quite accurate with their attacks. They can't Short Bow (Hammer) : 48 
do much against a solid shield, though, as their attacks will bounce A Gar Hast nne 4 on 
off harmlessly. Just be wary of fighting Rogues in groups — each 
individual enemy is aggressive so it's very easy to be overwhelmed. Throwing Knlfe x6 (not Bow) 4 308 
Use the trees to separate them Flame Butterfly (Dual Daggers) 4 400 
Polson Arrow »3 (Bow) 4 368 


UN D EAD LABORE R As if a lifetime of toil wasn't enough, these workers continue 


their duties even in death. And this time, their job is to kill you. 
Probably as in life, these under-appreciated, down-trodden 
souls simply aren't equipped for the task — they face you 
unarmed. 


Strategy 

This enemy is extremely weak. There's no real strategy involved in 
killing it, but just be careful not to be ambushed while fighting a 
more serious threat. The Undead Laborer is unlikely to kill you, but 
if it distracts you at a crucial time, that could present a problem 


HP Souls Respawn 
en 
Undead Laborer (Baro fists) 170 40 Yes 
Undead Laborer (Torch) 170 40 Yes 
Probability Page 
eenn 
Prisoner's Hood 1 368 
Prisoner's Tatters 1 368 
Prisoner's Gloves 1 368 
Prisoner's Walstcioth 1 368 
‘Small Blue Burr 3 399 
Small Yellow Burr 3 399 
Small Orange Burr 3 399 
Lifegem E 395 
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BACAPTIVE UNDEAD rorcu. sworn 


These woods have seen countless 
tragedies throughout the years, and 
each death brings an Undead ever 
closer to full Hollowing. Whether they 
were once hunters or prey matters 
little now — the march of time has 
stolen their minds and memories 

and rendered them Hollow. 


Torch-bearing Undead are just as slow and weak as their Broken 
Sword-wielding brethren, but they do have one special feature — 
they deal fire damage. This means that even a shield that blocks all 
physical damage will not prevent them from harming you. The fire 
damage that they actually deal, though, is low enough to present 
little difficulty. 


Sword 

This poor fellow has naught but a broken sword to attack you with. 
He has a two-slash combo and a slow stab attack, but they are easy 
to avoid and rebound of off shields, as well. Take pity on him and kill 
him quickly. 


HP Souls __ Respawm 
Captive Undead (Torch) 220 50 ves 
Captive Undead (Sword) 220 60 Yes 
Probability Page 
Prisoner's Hood 1 268 
Prisoner's Tatters 1 368 
Prisoner's Gloves 1 368 
Prisoner's Walstcloth 1 268 
Torch (Torch) 30 401 
Broken Straight Sword (Sword) 1 314 
Small Blue Burr 3 399 
‘Small Yellow Burr ) 399 
‘Small Orange Burr 3 390 
Litegem 6 395 


ME GREAT MOTH 


These giant, poisonous creatures attack themselves to trees 
and cave ceilings throughout the Copse. The moss that they lie MEEL 
upon is itself poisonous — whether this is a result of the moth's 
influence or the moth being drawn to the poison is unknown. 


Strategy 
These moths generally float well out of melee range. You'll need 
some form of ranged attack to slay them, although it is possible to 
avoid them without fighting. Their only means of attack is to spray 
a poisonous mist. It's easily avoided if you see the moth. Just be 
aware of your surroundings — including what's above you. They are 
most likely to poison you while you are fighting other enemies. 
Fortunately, they often drop antidotes in the form of Poison Moss. 


HP Souls Respawn 


Great Moth 170 60 Yes 
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BA TORTURER war vorcaam 


These wicked Torturers eircling them, though, it will miss and leave them wide open for 

don’t wield conventional your Backstabs. 

weapons — the tools of their 

trade are intended to inflict Another tactic is to use the Leaping attack of a shield — it will knock 

pain upon their Undead them to the ground for an easy kill! After the knock down, move 

victims rather than death. behind them and unleash a full combo as they stand. Sometimes it 

If you underestimate them, will even result in a Backstab. 

you'll find that, regardless of 

their intention, they certainly Polearm 

can kill you. Polearm-carrying Torturers are much more difficult to deal with than 
their Whip-using friends. Each attack deals a lot of Stamina damage 
and pushes you back. Even blocked hits cause Bleed buildup, as 
well. To make matters worse, they have an unblockable grab, as well 
the Knee used by the Whip Torturers. 


If you have good shield Stability, you can attempt to strafe around 
them with your shield up. If they do their three hit-combo that ends 
in a downward smash, you'll have time to land a backstab. You could 
attempt Parrying, but be warned that they can stagger you easily if 
you miss. 


A much simpler solution is to use ranged attacks. Step in range to 
bait an attack, then roll away and use a spell, bow, or crossbow to 
strike. If you don't have any of those, buy some Throwing Knives 
from Melentia. You'll finish these guys without cracking a sweat. 


HP Souis___ Respawn 
mm 

Strategy Torturer (Whip) 780 780 Yes 

Whip Torturer (Polearm) 780 780 Yos 

Whip-bearing Torturers are easy enough to handle — their attacks Probability Page 

don't drain much stamina and have a long recovery period. You can De 

strafe around them for a Backstab after they attack. Be wary of Bloodled Whip (Whip) 1 340 

their Knee attack — it will take a large amount of Stamina. If you are Cracked Red Eye Orb 10 400 


IN ECROMANCER 


The true origin of these Necromancers is unknown, but it is 
possible that they served the Old Iron King during the Undead 
Hunts in this forest. They are found near the Skeleton Lords’ 
domain — perhaps they now serve them as their new masters. 


cal Orbs and another that launches a slow Homing Shot. These 
enemies should always be your top priority — they can revive their 
skeleton allies at anytime. 


Getting to the Necromancers can be a bit more problematic. If you 
Kill one or two of their skeletons, they may choose to stop attacking 
you in order to revive their defenders; during this time, you can kill 
them. Another method is to simply rush them before they can react. 
After the Necromancer is dead, the Skeletons can be killed normally. 


HP Souls __ Respaum 
eneen 
Necromancer 320 550 Yes 


Can revlve Skeletons | can cast magic 


Probability Page 
mmm 
Black Hollow Mage Hood 1 267 
Strategy Black Hollow Mage Robe 1 367 
These spellcasters have the power to control souls. They animate Lizard Staft 1 43 
skeletons to attack you in addition to assaulting you directly with 
powerful attack magic, including a spell that fires a spread of magi- Amber Herb d 395 
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IARMORED SKELETON 


CURVED SWORD & SHIELD, DUAL CURVED SWORDS, THRUSTING SWORD & SHIELD, BOW 


These reanimated corpses are often Strategy 

under the control of a Necromancer, Curved Sword & Shield 

and they will be revived repeatedly Curved Sword users can cause bleeding. Despite possessing a 
until the wizard is killed. Whetherthey _ shield, this type of Skeleton tends to focus too much on combina- 
served the Iron King or fled from his tion attacks to use it. Block a hit with a shield or greatshield and 
troops in life makes no difference they'll rebound, giving you a chance to attack. All of the varieties of 
now, as they are the property of their Armored Skeleton are fairly weak individually, but they tend to attack 
necromantic masters. in groups. Exercise caution. 


Dual Curved Swords 

These Dual-wielders use twin Curved Swords, so Bleeding is a 
threat. They will often attack in three or four hit combos. After finish- 
ing a combo, they'll be completely open for a Backstab — just watch 
out for their allies. They also rebound off of normal shields. 


Thrusting Sword & Shield 

Be careful — while Skeletons can be staggered easily, these en- 
emies in particular have a tendency to block your attacks and then 
counter with a thrust. This may seem minor, but characters with low 
poise could potentially be staggered and left at the mercy of other 
enemies. Once again — block with your shield and then attack. 


Bow 

Bow users will, as you would expect, harass you while you fight their 
allies. Given the additional pressure of killing a Necromancer, it's easy 
to forget about these enemies, but try to use the twists and turns 

of the caves to hide from their arrows as much as you can. They will 
draw a Curved Sword and Shield when you come near. 


HP Souls Respawn 
en |___Armored Skeleton (Dual Curvod Swords) 340 10 Yes 
‘Armored Skeleton (Curved Sword & Shield) 240 no Yes 
‘Armored Skeleton 340 wo Yes 
(Thrusting Sword & Shield) 
‘Armored Skeleton (Bow) 340 10 ves 
Probability Page 
Faichton (not Thrusting Sword & Shield) 1 321 
Mall Breaker (Thrusting Sword & Shield) 1 325 
Foot Soldier Shield 1 aag 
(not Dual Curved Swords) 
Long Bow (Bow) 1 346 
Wood Arrow x3 (Bow) 5 358 
Alluring Skull 3 400 
Human Effigy (not In Undead Purgatory) 2 395 


MRARTIFICIAL UNDEAD 


A massive, hulking beast of an Undead, 
this creature is disturbingly unnatural. 
This patchwork monstrosity wields two 
Full Moon Sickles and swings them with 
immense power. Who would create such 
a monster? The Iron King himself sought 
to destroy the Undead, not create them… 


Strategy 

Even blocking the Artificial Undead's attacks 
will push you back and drain your stamina 

— it's very easy to have your guard broken. 

If you want to fight these abominations in 
melee, you'll need to utilize your rolls. Strafe 
backwards slowly until the Artificial Undead 
begins an attack, and then roll away. Watch 
for it to end its combo, and then strike. A Be careful about rolling away too early. The enemy will occasionally give chase without 
Strong attack that carries you forward is swinging — you'll need to be close enough for him to attack before you roll, or he'll chase you 
good for this purpose. down while you waste stamina rolling away. 
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Respaven 


Artiflclal Undead 1260 630 Yes 
Probability Pago 
Full Moon Sickle 2 337 
Soul of à Nameless Soldier 6 396 
Ufegem 5 3965 


Running Hooks No Yes High 
Double Reaper No Yes High 
‘Single Reaper No Yes High 


Roenna wears a helm associated with the 
warlocks of Aldia. Could the unnatural 
condition of this forest be related to the 
experiments of the Aldian mages, or is it 
mere coincidence? 


Strategy 

Roenna can be very tough. She invades along the cliff side, leaving 
you with little room to roll. Furthermore, her scythe weapon can 
cause bleeding very quickly. Her one-handed attacks will rebound 
off standard shields, but she recovers from that very quickly. She 
has no poise and can be staggered for combo damage, but she also 
will roll periodically to avoid your attacks. This will be a dangerous 
opponent for many players. 


HP Souls Respaven 
ee 
Dark Spirit: Merclless Roenna 1540 2301 No 
Can cause bleeding | can use Estus to heal 
Probability Page 
ens 
Warlock Mask 1 370 
Priestess Robe 1 366 
Priestess Gloves 1 366 
Priestess Skirt 1 366 
Cursed Bone Shield 1 350 


Roenna is one of the few cases in which Parrying is actually worth 
the risk. She uses her scythe very predictably and is thus easy to 
Parry — particularly her one-handed attacks, If she approaches you 
with the scythe in one hand, watch for the overhead chop and Parry 
it. You can then land a critical hit and an additional combo as she 
attempts to stand back up. 


If you choose not to Parry, you're in for a tougher fight. It is possible 
to knock her off the cliff with a heavy weapon, but fighting there 

is a risk as you may also fall. She can be fooled into chasing you to 
the small Crystal Lizard clearing if you want to fight her in an open 
space „She can attack quickly and with very little rest, but 
be patient and wait for an opening to land a combo or a spell, 


Blocking isn't particularly recommended, as she can cause Bleeding 
through your shield. Try to use the space and avoid her attacks. Also 
be warned that she will heal if you back off when she is injured — 
and she'll do it many times, too. Look for a Backstab if she tries to 
heal. 


Page Page 
Warlock Mask 370 Priestess Skirt 366 
Priostess Robe 366 Bone Scythe 338 
Priestess Gloves 366 _ Cursed Bone Shield 350 
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VAN DARK SPIRIJ - GREATSWORD PHANTOM 


This phantom stands 
watch over the entrance 
to the Undead Purgatory. 
His origin is unknown, but 
he is currently standing 
guard over the entrance 
to the domain of Nahr 
Alma's followers. 


en. 


Strategy 
The Greatsword phantom is a difficult opponent. He wields a mas- 
sive Greatsword and a Tower Shield. Your attacks will deflect off of 
his shield easily. To make matters worse, he hits very, very hard, and 
some of his attacks prevent him from being staggered. Attacking 
him without creating an opening is very quick way to die. 


So how can you damage this monster? One of the simplest ways 
to deal with him is by Parrying. When he approaches you in his 


HP Souls Rospaver 
Ennn mnmemmnttesnsstenmmmentnm 
Dark Spirit: Greatsword Phantom 1660 2150 No 


Probability 


Greatsword +3 1 
Orma's Graatshleld 1 


Rolling Attack 


one-handed stance, he will attack with a predictable, slow over-head 
swing. If you are confident in your timing, you can Parry this attack. 
Another option is to watch for him to roll — he will almost always 
perform a rolling attack. Once you get the timing down, you can use 
the roll as your cue to Parry. 


If you aren't confident in your ability to parry, you could attempt a 
Bash to break his guard to set up a critical hit. You'll need to play 
defensively until he raises his shield to block. Then, quickly, move 
forward and use your Bash to stun him. You have to be fast, though, 
or he'll lower his guard and attack you while you are Bashing 


Another option for straight combat is to utilize the jumping attack 

of a shield. If you can hit him, this will knock him down temporarily. 
You can try to use this to setup a combo, but be warned that he 
may use an attack that prevents him from staggering to escape your 
combo (and flatten you) 


If you're struggling in fair combat, you can bring him out onto the 
rope bridge and knock him off. If you are using a large, two-handed 
weapon or a spell that can knock enemies back, this will be straight- 
forward. Sometimes, he'll even fall by himself. 
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HUNTSMAN'S COPSE & UNDEAD PURGATORYSRBOSSES 


KA BOSS - SKELETON LORDS 


The Old Iron King's best soldiers, in their dark resurgence, have 
forgotten their original allegiance entirely. They seek to create 

a new kingdom — one of bone. And now you have trespassed 
upon that kingdom … 


Scythe Moleo 


Scythe Melee 

The Scythe Lord relies on basic melee attacks. You can block or 
dodge his attacks, but beware that they can cause Bleeding. The 
amount of Bleed build-up is really low, however, so this is not a 
major threat. 


Halberd Melee 

The Halberd Lord has long range, but, like the other Lords, is not 
particularly fast or powerful. Just be careful to separate the Lord you 
are attacking from the Halberd Lord or he could potentially stagger 
you at a bad time. 
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Staff Melee $ 
The Staff Lord can use melee, but he rarely will. Instead, he tends 1 
to run away and use magic. This is the least dangerous attack in the 
battle, particularly if you save the Staff Lord for last 


Explosive Blast 

The Explosive Blast thrown by the Staff Lord starts a small, arcing 
flame and ends in a violent explosion. This will knock you down if 
you are hit by it, which can lead to you being surrounded. Stay out 
of the Staff Lord's line of sight. 


Fireball 

This is a quick, low-damage Fireball that the Lords will use to pres- 

sure you and attack you from range. Use the pillars in the area to Flamethrower 

stay out of their lines of sight and avoid this attack When pursued, the Staff Lord will occasionally use this spell to 
spread fire across a wide area. If you are attacking him aggressively, 
he won't be able to use this. If he does use it, it'Il be better to roll 
back out of range than to block. 

Strategy 


This is an odd battle in that there are three main enemies, and 
you'll also have to defeat many smaller enemies as well. The main 
enemies are the Scythe Lord, the Staff Lord, and the Halberd Lord. 
When you first enter the boss room, the Scythe Lord will be to your 
left, the Staff Lord will be in the center, and the Halberd Lord will be 
on your right. Each time you defeat a Lord, four new enemies will 
spawn. Which enemies spawn depends on which Lord you defeat. 


The Scythe Lord spawns a mix of Dual-wielding and Curved Sword 
and Shield Skeletons. The Halberd Lord's death triggers the appear- 
ance of Thrusting Sword and Shield Skeletons, Finally, the Staff 
Lord will spawn Wheel Skeletons on death „The Wheel 
Skeletons are by far the most dangerous of the smaller enemies. 
When the enemies spawn, they will spawn near the spot where 
their Lord was defeated. You have time to kill one or two of them as 
they spawn. 


lt is recommended that you defeat the Scythe Lord first. He tends 
to pursue you the most aggressively in melee, so you can pull him 
away from the others. The enemies that he spawns tend to be the 
simplest to deal with, as well. Pull him behind a pillar and kill him, 
then dispatch one or two of his spawns before they can attack 
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While you are doing this, the other Lords will use fire magic and 
chase after you in melee. Try to stay out of their sight so you can be 
safe from their spells. Use the pillars around the room to hide. Just 
be careful when crossing in open spaces. After you defeat the rest 
of the small enemies, take out the Halberd Lord. Once again, try 
to separate him from the Staff Lord before you do; you'll then have 
plenty of time to defeat the Thrusting Sword Skeletons. 


The Staff Lord will be the only remaining target. He can use melee, 
but he prefers to keep his distance and cast spells. Hold your 
weapon in both hands, dodge his spells, and take him out. Be ready 
—it's very important that you defeat two of the Wheel Skeletons as 
they spawn if you can. It's far easier to fight two Wheel Skeletons at 
a time instead of three or four 


HP Souls Respavm 
Skeleton Lords (Halberd) 780 No 
Skeleton Lords (Reaper) 780 15000 No 
Skoleton Lords (Staff) 520 No 
Can use fire magic | Scythe attacks cause bleeding 
Probability Page 
Skoleton Lord's Soul 100 397 


Scythe Moleo Yes ves Low 
Halberd Melee Yes ves Low 
Staff Melee Yes Yes Low 
Froball No Yes Low 
Explosive Blast No Yes Medium 
Flamethrower No Yes Low 


NE BOSS - EXECUTIONER CHARIOT 1 


The Executioner has slain countless Undead, and continues to 
slay them again and again, eternally. Little does he know that it 
is not by his own will that he slays the Undead, but that of his 
horse, 


Dark Breath (Straight) 


Tuming Bio Charge, Dark Broath 


Dark Breath (Straight) 

The Chariot Horse will inhale deeply before exhaling a damaging 
mist. If you are near when you see it inhale, you can run forward and 
stand by its side to avoid the attack. This is the best chance to deal 
some serious damage. If you are far away, hide in a nook along the 
wall. This is used most often when you are at a medium distance. 
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Dark Breath (Sweep) 


Dark Breath (Sweep) 

Once again, the Chariot Horse will inhale deeply, but this time it will 
turn its head to the side before breathing a sweep of Dark Breath. 

If you are near it, you'll need to move toward its back legs to avoid 
the sweep. If you are far away, you can back up out of range or hide 
in a nook. 


Stomp 

The Boss will rear up in the air, and then bring its powerful forelegs 
crashing down. You can actually roll forwards underneath the horse 
if you are close. Otherwise roll backwards to dodge this attack. 
Rolling to the side is risky — if you roll too soon, the Horse will adjust 
its aim 


Rear Kick 

This is only used when you are directly behind him. The Horse 

will stand on its front legs and kick you with its hind legs. This is 
unblockable, so back out of its range. If you don't stand behind the 
Boss, you won't encounter this attack 
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Charge 

The Chariot Horse will lower its heads and rush forward. Just before 
reaching you, it will lower its head again, and then perform a power- 
ful headbutt. This is unblockable, so you'll need to either roll to the 
side at the last second or hide inside one of the notches on the wall. 
From long range, hiding is advisable. 


Charge 


Bite 

The horse will raise its head up and to the side slowly, and then Bite 
at you. This can be blocked. The Boss will often follow the Bite with 
another attack. Sometimes it's a second Bite or a Stomp, but it can 
be a Charge at well, so be ready for it. 


Turning Bite 


Turning Bite 

When you are to the Boss's side, it will turn quickly to face you 
while using a Bite. If you are too close to the back of the Horse, it 
will turn so that you are behind it for a Rear Kick instead, so watch 
out. 


Strategy 

The Executioner Chariot is part -puzzle, and part -battle. In the first 
phase of the fight, the Chariot will run in circles around the area. 
You'll need to hide in nooks along the inner and outer walls to avoid 
the Chariot's deadly charge. After the Chariot passes by, you'll need 
to move forward in search of the lever to close a gate — closing the 
gate will stop the Chariot and begin phase two of the battle. 


Actually getting to the lever is not so simple, however. In the room, 
there are a large number of Armored Skeletons that seek your 
death. Worse yet, there are Necromancers that use necromancy to 
reanimate them over and over again. Your first mission in this battle 
will be to take out the wizards, then finish off the Skeletons before 
finally pulling the lever. Fortunately, you'll have some assistance in 
killing the Skeletons — the Chariot will gladly crush them for you. 


When you enter the room, immediately move forward and hide in 

a nook on the outer wall. Skeletons will approach you — if you hold 
your ground with a shield and block them from entering your nook, 
the Chariot will crush them. After the Chariot passes, move along 
the outside wall until you find the first Necromancer. Kill it quickly so 
that you can hide in its place }. 


After the Chariot passes by again, cross over to the inner wall 

and begin making your way forward in search of the next wizard. 
Remember to hide in nooks when the Chariot is coming and protect 
yourself from the Armored Skeletons by either blocking or killing 
them preemptively. Watch your stamina closely if you choose to 
defend. When you find the second Necromancer, kill him and stand 
in his place. 


From that point, you are near the lever. It's on the outside wall, and 
is marked with a bright flame ‚ Don't rush to it just yet, 
though. Let the Executioner make one more pass to kill the remain- 
ing skeletons, Then go pull the lever and wait. The Chariot will slam 
into the gate and crash, and the real battle will begin against the 
Chariot Horse, 


If you are having trouble with the timing for when to hide, pay at- 
tention to when the controller vibrates and the screen shakes. The 
large vibrations indicate the horse has begun a new lap. If you are 
near the entrance of the boss room, you have some time before you 
need to hide. If you are near the end, you need to hide quickly. The 
Chariot takes about 15 seconds to make a full lap. You don't need 

to rush too much. Defeat skeletons as you go to prevent them from 
ganging up on you, and be patient. 


The Chariot Horse can use some powerful attacks, but the most 
dangerous ones are easy to dodge, and it also has fairly low health. 
Once you've reached this point, take a deep breath and prepare to 
finish out the fight. 


After you pull the lever and the gate closes, you'll be safe to stand 
in that spot while the Chariot crashes. Afterwards, the Horse will 
be knocked down for a moment. This is a chance to hit him once or 
twice. From here, there are a few ways to proceed. 


Staying at a medium distance gives you the option to run forward 
and stand next to the Horse when it uses Dark Breath (Straight), 
Which will let you do a lot of damage. Should it Charge you, you can 
either move closer to him and roll quickly to avoid the Charge or 
seek cover in one of the hiding spots along the wall. If it uses Dark 
Breath (Sweep), you can back out of range. 


HP Souls Respaven 
Exocutioner’s Charlot 4140 19000 No 

Probability Page 
Executioner’s Charlot Soul 100 397 


At close range, the Boss will use one of its melee attacks. If you are 
behind the Horse, it will Rear Kick. You'll need to roll away, as that 
attack is unblockable. If you are to the side, it will use Turning Bite. 
When you are directly in front of the Boss, it could Double Bite, 
Charge, or Stomp. The Stomp is easy to avoid by rolling forward; 
the Charge should be dodged by rolling to the side. The Bite can be 
blocked. If the Chariot Horse uses Dark Breath (Sweep), that's your 
chance to get behind it and deal some damage. 


One final note for those who like to be flashy: you can dodge roll 
through the Chariot's wheel spikes using your roll's invincibility 


period 
Parry Bloek Stamina Damage 

Dark Breath (Straight) No Yes Medium 
Dark Breath (Sweep) No Yes Medium 
Stomp No Yes High 

Rear Klek No No NA 
Charge No No NA 

Bite No Yes Low 
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ESTSVALLEY 


The name “Harvest Valley” might make you think of large fields 
of nice healthy grains, but nothing could be farther from the truth. 
There are huge spreads of poison stretching out from a large 
windmill. The workers here seem to be “harvesting” ores. Do they 
still serve the Old Iron King, or is there a new master? 


DEN ST) enen EE CN 


‘Stone xl, Fading Soul xl Crystal Lizard 057 Fre Seed 310 
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Copse) 


HARVE ST VALLEY 


d After crossing the bridge and dropping down, you'll come to this 

point near a wooden cart, and to the right you'll see a cave 
beyond a pond of poisonous liquid. If you step into the liquid for 
anything but the briefest of time it will stick to you, and the poison 
effect will persist even after you leave the liquid for a short time; 
keep this in mind when traveling through the area. You will 
encounter this poisonous liquid often in Harvest Valley, so try to 
wear equipment that increases your poison resistance. It's also 
worth stocking up on Poison Moss and Common Fruit to counteract 
the poison. You can farm Poison Moss from Great Moths in 
Huntsman's Copse, and Common Fruit is dropped by the Royal 
Swordsmen of Lost Bastille. It's also important to remember that 
you can remove negative status effects by resting at a Bonfire, so if 
you have no other options, you can always rely on that. 


You'll have to run through this poisonous pond to get to the Bonfire 
in the cave. Do so, and then head back out and go straight past the 
pond to find Stone Trader Chloanne. From the cliff next to Chloanne 
you can snipe one of the powerful Mounted Overseer enemies if 
you have ranged attacks, and you'll be protected from his projectiles 
by the cliff. lt may be worth farming this Mounted Overseer since 
you are close to a Bonfire and he drops a good amount of souls 


World Event 

Although Chloanne’s initial inventory is quite limited, as you 
progress through the game she will acquire more and more 
stones to sell, so always make sure you check to see if she 
has any new items. Stone Trader Chloanne will head back 

to Majula after you go through all of her dialogue options, 
and you'll be able to find her sitting on a rock just outside of 
Lenigrast's workshop. Both Chloanne and Lenigrast will have 
new dialogue after her arrival in Majula, so make sure you 
speak with them both. 


d Head left here along the path, ignoring the stairs going down into 

the poison gas, and after defeating the Armored Skeleton that 
rises up, pick up the item from the corpse. Now it's time to start 
gathering the items that are within the large poison gas cloud 


03 


nearby. Make sure your equipment is as poison resistant as you can 

make it, and you are stocked up on healing items, Poison Moss and 

Common Fruit. Begin by dropping off the edge of this ledge at 

Position A into the gas below. Pick up the items from the corpse 

directly in front of you, and then stay on the corner of this patch of 

clear ground next to the items while your poison buildup depletes 
Run to the next point when you're ready. 


d Quickly grab the item here, and then run up the dirt mound next 


to it to get to a gas-free area to recover. Another Armored 
Skeleton will rise up near the dirt mound, so kill it quickly to avoid 
prolonged exposure to the gas. Now run across to the other side 
and grab the Poison Throwing Knives, before quickly running back to 
the stairs at Position B to recover. Make a quick trip back into the 
gas to get the item opposite the stairs, and then return to them and 
let your poison buildup subside. There should be four items 
remaining in the gas that you can see at this time, and as you look 
out over them, you should start by taking a running jump off the 
stairs towards the item in the alcove on the right „If you're 
quick you should be able to just about grab it and make it back to 
the stairs without getting poisoned. 


Go for the next closest item now, and as usual, jump off the stairs 
towards it and run back to them before you get poisoned. The two 
final items are way off in the corner, and since there's no way to get 
them without getting poisoned, you may as well get both at once. 
After picking them both up, run to the cave at the next point and use 
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a Poison Moss to cure the poison. If you run out of poison curing 
items, remember that you can always return to the Bonfire and rest 
to rid yourself of the status. 


d Defeat the Armored Skeleton that rises to your right once you 

enter the cave, and then stand at the edge of the ledge in the 
middle. If you have a Common Fruit, use it, or you will get poisoned 
again very shortly. Walk off the edge, turn around, and then go into 
the opening and open the chest just inside it. Quickly take the items 
before dashing back out and up the path on the right, curing the 
poison again if needed. Now follow the ledge around to the left and 
grab the vital Fragrant Branch of Yore from the corpse. Go through 
the opening next to the item to find a chest with a Raw Stone, a 
useful item for upgrading weapons. You should also encounter the 
merchant Lonesome Gavlan here. If you need to sell unwanted 
equipment, do so, and stock up on Poison Moss, which he also 
sells. Head out of the cave now and up the path on the right. 


World Event 

Now that you have a Fragrant Branch of Yore, it is strongly 
recommended that you Travel back to either the Servants’ 
Quarters Bonfire inThe Lost Bastille, orThe Saltfort Bonfire at 
Sinner's Rise if you activated it. From either of those Bonfires, 
make your way through the Bastille to the prison cell where 
Straid has been petrified, and use the Fragrant Branch of 
Yore on him. Not only will you then be able to buy some very 
useful items from him and trade in some of your Boss Souls 
for powerful weapons, but you'll also be able to activate the 
Bonfire in the cell behind him so that you can easily go back 
there again. 


d Pick up the Torch from the corpse here and then continue on 
down the path until a Mounted Overseer comes into view 
1]. If you have them, fire off ranged attacks from here while using 

the rocky ledge on the left as cover to protect yourself from his 
projectiles. Do the same with the second Mounted Overseer further 
down. If you are fight up close, try to pull only the first Mounted 
Overseer into battle using a Throwing Knife or other ranged item. 
Watch out for the Undead Prisoners along the sides of the area; if 
they spot you they will jump down and engage you 
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Once the area is clear, head up the first ladder on the raised area 

to the right. Pick up the item at the top, and then go back down 

the ladder and head further across this ledge to another ladder and 
climb it. Follow the path along to find a lever, and then pull it to open 
up the large gate below you; make your way back down and go 
through the gate you just opened. 


d Look for an opening on your right as soon as you pass through 


the gate. Follow the passage to find and activate the second 

Bonfire of this area. This is a great place to farm the two Horsemen 
just before the gate by using the Bonfire to make them respawn 

„ Use powerful spells and restock them at the Bonfire to 
ensure the process is as efficient as possible. Having the Covetous 
Silver Serpent Ring equipped while you do so is also very useful. 
Carry on straight past the opening that leads to the Bonfire when 
you are ready. 


This area has a number of holes in the ground, and dropping 

through any of them will land you in small subterranean tunnels 
full of poisonous gas. However, there are also a number of useful 
items to be obtained down there, so you'll have to brave it. Before 
dropping into any of the holes, however, first go up the path on the 
left side of the area. 


Watch out when you approach Position C, because a Mounted 
Overseer will burst through the wooden boards in front of you. 
Make sure you don't kill him just yet, however. Run past him into 
the area he burst through from, and you'll find another wall of 
wooden boards. You must lure the Mounted Overseer into attacking 
the boards so he destroys these too. Stand with your back to them, 
and wait for him to draw closer, dodging his projectiles if need be. 
Roll past him when he swings for you, which should also destroy 
the boards „It can be extremely dangerous attempting to 
dodge the Mounted Overseer's attacks in such a confined space, 
so only attempt it if you don't have many Souls to lose. Take out the 
Mounted Overseer once his duty has been fulfilled, and then pick 
up the items in the newly opened area. Come back out of that room 
and continue along the path when you're done. 


d Drop down from the ledge near here and loot the chest [> 

)4}. You'll now have to venture down into the poison gas, so 
ensure you have full health or close to it, but don't bother with a 
Common Fruit, since getting poisoned is inevitable. Go down the 
ladder and turn around immediately once you reach the bottom. 
You'll see an item off in the distance; run to it and grab it. Keep 
running straight on and you'll eventually find a ladder that you can 
climb to escape the gas. You're most likely poisoned now, but once 
you get to the top of the ladder, turn right and you'll see the opening 
that leads to the Bonfire, so just heal yourself using that. 


d Head back down the left path again, and carry on along it until 

you come to a small path leading to the right. Go along it, and 
you'll find yourself in a large pit type area. You'll almost immediately 
be accosted by a number of Artificial Undead. As soon as you get 
into this area, dash straight up the slope at Position D, and then 
head left along the ridge and engage the first Artificial Undead. 
Defeat it quickly, and then wait for the other three to come up the 
slope and along the ridge to you. Fight them here, so only one at a 
time can get through to you. 


If you get overwhelmed, just drop down into the central area, lure 
the Artificial Undead back down and run past them up the slope to 
use the same tactic again. If you prefer to use sorcery, the Yeam 
spell can be useful here to send all the Artificial Undead into one 
place, which will then allow you to attack them with other spells 
from afar. Once they have been defeated, go about searching the 
alcoves dotted around the walls here, smashing the wooden boards 
to get inside {>} 05), Some of these also contain Undead Prison- 
ers so don't let your guard down totally. 


When you break through the wooden boards here, you'll find a 

passage beyond them that leads to a split in the path; head left 
first, but be careful not to spook the Crystal Lizard at the end of the 
path [> 06). Get in range and blast it with a powerful ranged 
attack if you can, to make sure that you defeat it before it runs into 
the pitfall at the end of the path. Head back when you're done and 
follow the other branch in the path to the end to find another 
Fragrant Branch of Yore, and then drop back down into the room 
with the holes in the floor. 
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d It's time to drop back into the poisonous tunnels below now. 


Consume a Common Fruit if you have one, and then drop into the 


hole at Position E and grab the item as soon as you land 

Tum around so that you are facing opposite the wall and run 
straight. When you hit a wall, turn right and grab another item, and 
then continue running while making slight adjustments to your right 


if you get stuck. As soon as the tunnel opens up into a large pit, turn 


right and run up the ramp to emerge near where you started. Use 
the Bonfire to cure your poison if you're out of items, and then go 
back into the room with the two Horsemen, 


d You'll want to take out the two Horsemen with ranged attacks if 

possible, since you'll need to head down into that gas soon. If 
you can't, try to lure them up the ramp towards you so you can take 
them out at close range. If they won't approach, you can still 
retrieve the items but it becomes a lot more dangerous. The first 
item to go for is located at the end of a small alcove in the corner of 


the wall opposite the bottom of the ramp. Leap off the ramp and run 


in there to retrieve it as quickly as possible before running back up 
the ramp to safety „If you still got poisoned, pay a visit to 
the nearby Bonfire. 


Follow the path along the edge of the pit until you come to Posi- 
tion F, taking out the Undead Steelworker along the way 

Once you're in position, drop down into the pit onto the item below 
you, and after picking it up, quickly run towards the last item in the 
middle of the pit; if the Horsemen are still alive, try your best to ma- 
neuver around them. Head back up the ramp again once you have 
the items, and use the Bonfire again if you were poisoned. 


dé Take out the Undead Steelworker again if you need to, and then 

cross over the bridge and follow the path around to the left. At 
the end of the path you'll encounter an Artificial Undead, so take 
him out, and then continue on to reach a small cave where the Altar 
of Sun is located 
cave and make your way back outside. There are two paths you can 
take to enter the Earthen Peak area here, but one of them only 
really leads to a few items, while the other is the main path in. 
Naturally, we'll get the items first while we're here. 


World Event 

If you kneel before the Altar of Sun you'll be offered the 
privilege of joining the Heirs of the Sun Covenant. This elite 
band of brothers thrives on the spirit of cooperation, and 
while you're a member of this Covenant you'll be able to 
see even more Summon Signs from other players looking 
for assistance. While joining another player’s world, your 
Phantom will take on a golden hue to signify the warm glow 
of comradeship. You'll also be able to learn a new Gesture 
from the Altar, so don’t forget to acquire it while you're here. 
For more information on the Heirs of the Sun, please refer to 
P419. 


„ Once you're finished at the Altar, exit the 


the Estus Flask Shard at the end of the tunnel, but make sure you 
don't venture out into the room, because the liquid there is very 
deep and you'll fall to your death. As soon as you've picked up the 
shard, start heading back the way you came, but go through the 
opening on the left when you come to it. 


This narrow path will lead you to a room filled with pots that 

contain poisonous liquid, so avoid breaking them. There are also 
two Undead Steelworkers here, so try to lure them out of the room 
so you don't break the pots and poison yourself. Once they've been 
defeated, head through the room and into the doorway on the other 
side. If you look to the right upon entering the next room you should 
see some stairs leading down into a pool of poisonous liquid, and 
just below the surface of the liquid is a path leading into the nearby 
tunnel „ Run down the stairs and along the path to reach 


This room contains a number of Poison Horn Beetles, so defeat 
those first. If you have a Pharros' Lockstone, you can use it on 
the Contraption here to reveal a breakable wall, behind which you'll 
find a chest containing a Poisonbite Ring 06). While that item 
is handy in this area, if you're running low on Lockstones there are 

much more lucrative places to use them coming up, so you may 
want to hold onto one. Once you're done here, go back into the 
large room with the poison pots and climb the ladder on the side of 
the wall to begin your proper journey through the Earthen Peak. 
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[ABLEY - ENEMIES 


SKELETON 


The skeletons in this region are of unknown origins. They could 
be former subjects of the Iron King who were worked to death 
in the poisonous mines or poor Souls who wandered in more 
recently. Regardless, whether it was the massive Pools of Poison 
or the giant monsters overseeing the Laborers, something killed 
these poor fools... but they've left it to you to finish the job. 


Strategy 

The skeletons here have very slow attacks that rebound easily off 
shields. Even if you are not using a shield, you'll have plenty of 
time to step backward out of range. The curved sword's slashes do 
cause Bleeding, though. Also, the skeletons tend to ambush you by 
standing up as you go by; just keep an eye open and you'll have no 


problems. 
HP Souls Respawn 
mmm 
Skeleton 260 170 Yes 
‘Attacks cause bleeding 
Probability Page 


Falchton 


Titanite Shard 
Human Effigy 


MI MOUNTED OVERSEER 


From atop gigantic monstrosities capable of exerting tremendous 
amounts of dark power, weak overseers watch over the Laborers 
of Harvest Valley. The mounts have as much in common with 
demonic steeds as anything humanoid. 


Strategy 

These terrors have one extremely powerful move; the Dark Orb. 
They reach behind them very, very slowly, and then hurl a big ball of 
dark magic at you. It moves very, very slowly. As long as you strafe 
or roll behind them, you will be safe. Don't try to block this attack; it 
takes off far too much health, even when blocked. Roll behind them, 
get a couple of attacks in, and then wait for the next Dark Orb. 
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Mounted Oversoor 1190 750 Yes 
Dark Orb magic 
Probability Page 
nemen 
Smooth & Sliky Stone 5 396 
Sunlight Medal 1 401 


BNUNDEAD STEELWORKER 


These brutish characters may have once worked for the Iron 
King in the construction of the many weapons and armors that 
he required, but now they are as Hollowed as the Laborers 
who slave away in the mines. There is a difference, however: 
strength. The Steelworkers heft huge hammers whereas the 
common laborers merely flail about with their arms 


Strategy 

The Undead Steelworkers have very slow attacks that are easy to 
dodge. Additionally, they have little poise, so any weapon with good 
Poise Damage can stagger them repeatedly. For players with lighter 
weapons, the Stone Ring can help. With the Stone Ring, a single 
2-handed Strong Attack from a straight sword can cause them to 
stagger. The Steelworkers have no shields and no ranged attacks, 
either, so they're easy targets from distance. 


He Souls __ Respawn 
Undead Steelworker 560 400 Yes 
Probabliity Page 
Titanite Shard 20 210 
Old Mundane Stone 1 an 


Small Smooth & Sliky Stone 


Ee 
EARTHEN PEAK_ 


Deep within the Earthen Peak lives the Baneful Queen, but the path to face her is | Aroa Enemies __________ Pago | 


fraught with peril. Puppet assassins, captive Sorceresses, and the ever-present poison Undead Steelworker 11 
are just the beginning of your worries here. The giant, wooden blades of the windmill E, 


are ever-turning, and they fuel a clockwork pumping device that extracts the poison of 8 amor Horn Fonte Lid 
the mines and delivers it to the Queen. 2 _Manlkn_______ 139 
Grave Warden 140 
Desert Sorcerass 141 
Mimic 141 
To Hanvestvalley Crescent Sike Phantom 142 
“g Covetous Demon 143 


@ Mytha, the Baneful Queen 144 


EARTHEN PEAK — F1 


Paisonbite Ring xt, 
Soul of à Proud Knight x1 


Heavy Crossbow43 348 
Pike 333 
Mirrah Shield 352 
Haay So Aron 287 
Ring of Steel Protection+1 403 
Manikin Mask 368 
Miracle: Lightning Spear 390 
Estus Flask Shard xl Poison Broadsword 314 
Spell Quartz Ring+1 403 
Work Hook 341 
Dark Gauntiets 379 
Petrified Something 401 


Soulof à Namo- 
lass Soldior xl, 
Titanita Shard,@ 


RTHEN PEAK — | 


Torch xl (rap) 


Haay Crossbow +3 xl, 
Heavy Bolt x15 


Lucatiel of Mirrah 


Covetous Demon 
Lower Earthen Paak 


Braadsword (Poison) xl, __ Radiant Lifegem <1 
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Pharos’ Lodkstone x1, 
Twinkling Titanite <1 


THEN PEAK 


Central Earthen Paak 


op ama MG 3 EARTHEN PEAK — FS 


Mirrah Shield xt 


Pharros’ Lockstone xl (Trap) 


Poison Stone xl 


EARTHEN PEAK — F4 


Manikin Mask xl__Simplaton's Spico 


Mytha, the Baneful Queen 


Black Firabomb 


Laddorsmith Giligan 


Large Soul of à Proud Knight x1, 
Divine Blessing xl 


Radiant Lifegem xt 


Soul of a Brave Warrior xl, 
Crimson Water xÌ 
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EARTHEN PEAK 


d You can approach this ledge from two ways, either from the 

ladder in the room below or through the doorway from Harvest 
Valley. Either way, you'll find an Undead Steelworker and pots filled 
with poisonous liquid. Try to lure the Undead Steelworker out 
towards the exit to Harvest Valley before fighting him to avoid 
breaking the pots and poisoning yourself. Once he's down, carry on 
through and follow this path round until you start to head up some 
stairs. 


Watch out for the Poison Horn Beetles on the staircase and in 

the alcove on the left. While slow, their poisonous cloud covers a 
wide area. You'll also find more Undead Steelworkers at the top of 
the stairs, so take them out too. Once the area is clear, look out 
over the edge of the stairs and you'll see a platform in the middle 
protruding from the wall. You'll need to leap onto this platform. Take 
a running leap off the stairs at such an angle that your landing roll 
will carry you into the room beyond the platform rather than off the 
edge. You should be mostly eehig the wall the platform is protrud- 
ing from when you jump 


d After landing on this platform, take out the Poison Horn Beetle in 

the room beyond it. Approach the doorway to the left and lure 
the Manikin there towards you, and take it out once it reaches the 
room. Go through the doorway, keeping your guard up to defend 
against another Manikin in the alcove to the side. Be sure not to 
stand on the pressure plate just after the doorway, as this will 
trigger an arrow trap. 
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Head to the end of the corridor, taking out another Manikin in the 
last alcove on the left. Open the chest and take the items, and then 
loot the corpse in the last alcove on the right. Now go back to the 
platform you leapt onto to get here and jump off it to the left to land 
at Position A ‚Go inside the room and up the ladder on 
your right, and then make your way back to the top of the stairs you 
originally leapt off from. 


d Drop down into the small alcove below you from this point, kill 
the Poison Horn Beetle inside if you haven't already and pick up 
the Skeptic's Spice then head back up the stairs ‚ Before 
going through the Fog Gate, head up the stairs on the right just 
before it. Defeat the Poison Hor Beetles and the Undead Steel- 
worker inside, but do so away from the chest so you don't acciden- 
tally break it. The chest is booby-trapped, so keep your guard up or 

roll away accordingly. 


Head through the Fog Gate when you're ready to battle the Covet- 
ous Demon Boss. You'll see large pots hanging above you during the 
battle; these can be knocked down using ranged attacks to free Un- 
dead Prisoners that will distract the Covetous Demon. Go through 
the other doorway after it has been defeated and head up the stairs. 


d At the top of the stairs you'll come to a small room containing a 


Bonfire, near which you'll also find Lucatiel of Mirrah. Go past the 
Bonfire and ready yourself for an attack as you go up the next set of 
stairs, because a Manikin will come at you once you reach the top. 


On the opposite side of this room you'll see a large vat being 
suspended from the ceiling with a chain, and in this vat is a 
poisonous liquid. If you pull the switch on the wall nearby it will 
cause the vat to rise up to the ceiling, allowing you to move in and 
attack the enemies without running the risk of accidentally breaking 


Ît [> 04), Finish them both off, and then head to the back of the 
room to find an item, before heading out of the doorway onto the 
bridge. 


World Event 

If you've been speaking with Lucatiel at every opportunity so 
far, then when you speak to her here she'll give you a Ring of 
Steel Protection +1 as thanks for listening to her tale. Remem- 
ber to go through all of her dialogue here as well, so that she 
continues her journey. 


d If you have any ranged attacking options, you may want to use 


them against the Manikin archers on the right to stop them 
pelting you with arrows. Cross the bridge and you'll run into a Grave 
Warden; try to lure him back over the bridge to the previous room 
so you don't risk falling off the bridge while fighting him and you 
won't have to think about the arrows of the Manikins [> 05). If 
you choose to fight him on the bridge, use the large wheel to your 
right as cover from the arrows of the Manikins while you do so. 


d Once you get to the room on the other side of the bridge, head 


to the right. The first doorway on your right just leads to one of 
the Manikins that was firing at you earlier. If you didn't take him out 
before, do so now, but don't try to jump the gap behind him — you 
can't make it. Go back to the previous room and carry on to the 
right, entering the tunnel. There is a lever on your right as soon as 
you enter the tunnel; pull it to raise the vat of poison you just 
passed, and then carry on down the stairs, keeping your guard up 
for the Manikin just around the corner. Defeat him, then carry on 
until you emerge on a ledge. Follow it to the left for a chest, and 
then go back to the previous room. 


d As you approach the ladder on this side of the room, two 


Manikins will drop down to attack you. Roll backwards the 
moment the first one moves to make his landing attack miss, and 
then kill both of them and go up the ladder. Follow the path around, 
taking out a Manikin on the way, and go through the Fog Gate to 
reach another Bonfire. Activate it, then use it to light your Torch. Take 
it to Position B, where you'll get a prompt to light up the windmill 

06). This is important, because setting fire to the windmill will 
cause all of the machinery in Earthen Peak that pumps poisonous 
material into certain rooms, including the boss room, to grind to a 
halt. 


d Once you've done that, put your Torch out and go up the stairs to 


the right just before the Bonfire. Grab the item from the corpse 
on your right as you emerge, then head to the back of the room. 
Take out the Manikin hiding behind the pillar, and then pick up the 
Manikin Mask from against the wall. Ignore the ladder and head 
back to the doorway on the other side of the room, but watch out 
for a pressure plate on the floor just before the doorway that will 
set off an arrow trap [>{) 07]. 
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Watch out for a Manikin on the left as soon as you pass through 

the doorway. When he's dead, destroy the wooden railings near 
the edge of the ledge at Position C „Walk along the edge 
of the ledge to the left, and you'll emerge onto a balcony where 
you'll find Laddersmith Gilligan. Speak to him, and be sure to pay 
him the 2000 Souls he asks for to lower a ladder nearby. After 
you're done with him, use the ladder he has created to go down to 
the ledge below. Follow it to find some extremely useful items — a 
Pharros’ Lockstone and Twinkling Titanite. Go back up the ladder, 
and then back across the edge of the ledge, this time following it all 
the way to the other end to find another item. Get back onto the 
main balcony by breaking a nearby wooden railing. 


World Event 

After talking to Gilligan a few times, he'll eventually give you 
the option to purchase some of his merchandise, and learn a 
new Gesture. If you go through all of his dialogue, he'll also 
decide that it's time to move on and will end up relocating to 
Majula. Once Laddersmith Gilligan makes it back to Majula, 
you'll find him near The Pit in the center of town. His ladder 
making capabilities will come in extremely useful to help you 
gain access to new areas, so be sure to pay him a visit. 


01 


d Pull the lever you find on the wall here, and as soon as you do, 

quickly run to the right to ride the large wooden lift in that room 
to the top. When it stops, run off the edge to the ledge just below 
and loot the chest. There are enemies on the other side of the pots 
on this ledge, and while you can't get close to them, you can fire 
ranged attacks to take out the Manikin and Desert Sorceress. 
However, if you do so, you'll miss your ride back down on the 
wooden lift, and will have to drop quite a distance to get back down 
so make sure you have plenty of health. Drop down and go back to 
the lever. Pull it again, and this time, wait for the wooden lift to rise. 
Quickly dash underneath it to retrieve the items hidden there, and 
then go to the space to the left of the lift and ascend the ladder 
there kk 


d Head through the doorway, ignoring the opening on your right 

and heading straight towards the Grave Warden you should be 
able to see. He will usually be facing away from you, so try to 
backstab him before he notices you. After you defeat him, turn left 
at the fork to start going up the stairs and be prepared for a tough 
fight when you get to the top. 


You'll find two Desert Sorceresses and a Grave Warden here, along 
with a Manikin on the other side of the large circular hole if you 
hadn't killed any of them previously. If you set fire to the windmill 


earlier, then the large blades in the circular hole will not be spinning, 


so falling down there is not the threat that it would otherwise be 

„Take them out, and then be careful when opening the 
chest on the left since it's booby-trapped. Now head back down the 
stairs and take the path leading the other way at the fork. 
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03 


d You'll see a Desert Sorceress on the other side of a gap here. Do 

whatever you can to take her out with ranged attacks, even if you 
have to use Throwing Knives or Firebombs. When she's down, 
approach the gap. You'll want to take a running leap onto the broken 
bit of floor to the left of the gap that is slightly protruding out. 
Carefully use an angled jump at the very edge of the gap while you 
are on the left side, slightly facing to the left You should 
land on the left part of the floor. Pick up the item on the other side 
and loot the chest at the back before leaping back. When making 
the jump back, run along the right edge and leap off the edge of the 
cracked bit of floor where you were aiming to land initially. Now 
break the wooden railing at Position D and drop down onto the 
area below. 


d Upon landing, turn around and go through the doorway to find a 

path that leads to a chest that contains the Great Heavy Soul 
Arrow Sorcery. Head back to where you landed. The door on the 
right just leads back to a previous area just before the fork, but go 
through it now so that you can talk to Mild-mannered Pate, whom 
you'll find leaning against the wall Exit back out onto the 
ledge and follow it around to Position E‚ from where you should 
drop down to land on another ledge below. 


World Event 

Speaking to Pate here is extremely worthwhile because he 
will give you Pate's Spear, Pate's Shield, a full set of Pate's Ar- 
mor and a Ring of Thorns. If you continue to speak with him 
he/ll also give you a warning about another man that is trying 
to kill him. Make sure you go through all of Pate's dialogue so 
that he continues his journey. 


d Go into the stone alcove area on the left for a chest containing 
the Lightning Spear Miracle. To the right of this ledge, you should 
be able to see the central bridge that had the Manikin archer on it 
from before. He has probably respawned by now, so you'll want to 
take him out. You'll have to take a running leap from the ledge you 
are on to reach that bridge in the middle to retrieve the item there; 
this can be a tricky jump, so if you have a lot of Souls, you may want 

to leave it or spend them first. 


you should get into position just inside the one on the left as you 
look out of the alcove „ From here you should be able to 
see the wooden beams around a filled in doorway near the item on 
the bridge, and that is what you want to jump towards. If you run 
and jump at the correct angle you should roll into the wall and not 
over the edge of the bridge. Grab the Poison Broadsword and Hu- 
man Effigy, and then leap off to the right onto the bridge there that 
is slightly below you. This is the ledge that leads to the room from 
Point 07. Head back to that room and go back up the ladder, which 
will lead to the second Bonfire. Use it if you need to, and then go up 
the stairs just before it again. 


There are two support columns at the entrance to the alcove, and IL 


This time, go up the ladder here. There is nothing left to do 
through the doorway to the right, so instead go left. As soon as 
you pass through the doorway, look to the right for some poison 
filled pots stacked against a wall. Carefully destroy them, preferably 
with ranged attacks, and then interact with the wall for a secret door 
Grab the item from the corpse, and then head back out 
and continue along the corridor. 


Take out the two Desert Sorceresses at the top of the stairs, prefer- 
ably using ranged attacks. If you can hit the pots behind them, you 
should be able to poison them. Just behind them is a Grave Warden 
and another Desert Sorceress. Ignore the area on the left for now and 
instead go up the stairs that are just beyond the Desert Sorceress 
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d Take a right at this fork, and try to use ranged attacks to thin out 

the poisonous pots in the room ahead before you enter it. This 
room also contains no less than sever Poison Horn Beetles; be 
careful when dispatching them that you don't accidentally hit the 
chest. It is actually a Mimic, and you'll want to tackle it on its own. 
Kill it to get the loot it leaves, and then pick up the item from the 
corpse 


There is a Pharros’ Contraption on the wall in the corner; if you de- 
stroyed the windmill earlier, using a Lockstone on it will cause it to 
create a pool of healing water, which is not a particularly good use 
of a Lockstone at this point in the area, so consider saving it 

„If you haven't destroyed the windmill and use the Lockstone, it 
will spew out poisonous liquid. Now head back to the fork and go 
along the left path this time, but make sure you have your shield 
drawn because a Full Moon Sickle Phantom is waiting at the top of 
the stairs. 


ú Interact with the wall just to the right of the doorway you pass 

here to find a hidden door with a chest inside. Now go back out 
and interact with the wall at Position F to open a hidden doorway 
leading to a Bonfire ‚. Use it if you need to, and then go 
back out onto the ledge. Break some of the pots near the middle of 
the ledge, and look down. You should be able to see two Grave 
Wardens below you; take them out with ranged attacks if you can 


Drop down and pick up the item from the corpse in the corner, and 
then go around to the other side of the stairs where you'll find a 
Summon Sign for Jester Thomas. Summon him if you wish, and 
then go through the through the Fog Gate to battle Mytha, the 
Baneful Queen. After she's been defeated, you can go through the 
doorway at the rear of the room and follow the passage to get to a 
lift that will take you to the Iron Keep. However, it is suggested that 
you tackle The Pit next, since the Iron Keep may prove too difficult 
at this point, so after activating the first Bonfire in the Iron Keep, 
Travel back to Majula. 


World Event 

The Dull Ember that Steady Hand McDuff from the Lost Bas- 
tille is looking for can be found part of the way through the 
Iron Keep, without having to face any of the area's Bosses; if 
you're feeling up to the challenge, taking a quick trip into the 
area to get the Ember can be beneficial, since it will allow you 
to start infusing your weapons with additional properties a 
little bit earlier. 


EARTHEN PEAK - ENEMIES 


KA POISON HORN BEETLE 


Are these beetles the source of the poison that fills the earth 
below the mines, or are they merely the only insect that can 
survive in these conditions? Either way, they suit the Queen's 
tastes perfectly. 


Strategy 

The Poison Horn Beetle will emit a cloud that can poison you very 
quickly when you are nearby. The strategy is to either kill them from 
range or go for a quick melee kill when they temporarily stop exud- 
ing fumes. As long as you fight them one-on-one, you're unlikely to 
be poisoned. However, they are low to the ground, so try to use a 
vertical attack if you engage in melee. 


HP Souls Respawn 
Polson Horn Beetle 310 60 Yes 
Probabliity Page 
Litegem 10 396 
Green Blossom 10 399 


EJ MANIKIN 


DUAL-WIELDING CLAWS, CURVED SWORD, DAGGER, BOW 


These advanced 
puppets were given life 
by the Baneful Queen, 
and she uses them 

to lure unsuspecting 
fools into her traps. 
Once upon a time, the 
Manikins had heads, 
but he Queen ripped 
off their faces in a fit of 
rage. Watch yourself, or 
yours will be next. 


Strategy 

Dual-wielding Claws 

Fast and aggressive, Claw Manikins are very dangerous if they are 
able to hit you. They tend to perform high damage combos, and 
they can cause Bleeding very quickly. Ranged fighters should try to 
take them down fast; don't let them get close. Melee fighters are 
advised to use a shield, as they will rebound harmlessly for an easy 
kill. They can be staggered very easily, as well 
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Dagger HP Souls __ Respawn 
Dagger Manikins' melee attacks are less dangerous than the attacks 


of Claw Manikins in that they don't cause Bleeding, but Dagger nn Et DN Ce ee ded Nen 
Manikins have a nasty penchant of throwing dangerous Poison Manikin (Curved Sword) 600 160 Yes 
Knives from range. They can throw three very quickly, and even Manikin (Dagger) 520 160 Yes 
blocking them may leave you poisoned. Keep Poison Moss ready. Manikin (Bow) 480 160 Yes 
Remember that you can get it from the Giant Moths in Huntsman's 

Copse. Probability Page 
Curved Sword ne = = 
Curved Sword Manikins can cause Bleeding at close range with n 

their sword attacks, and they'll throw Poison Knives from a distance Manikin Boots 15 368 
as well. Like all Manikins, they have extremely low Poise; if you Manlkin Claws (Dual-wlelding Claws) 15 341 
can hit them before they hit you, you can likely kill them in a single Manikin Sabre (Curved Sword) 15 321 
combo. Manikin Knife (Dagger & Bow) 15 313 
Bow Manikin Shield (not Dual-wielding Claws) 15 349 
Bow Manikins will harass you from range. They also use Poison- Polson Throwing Knife 23 (not Bow) 2 398 
tipped arrows. Try to fight other enemies in cover, and keep Poison Polson Arrow »3 (Bow) 2 358 
Moss ready. Remember that you can get it from the Giant Moths in Iron Arrow x3 (Bow) 3 368 


Huntsman’s Copse if you need more. 


MIGRAVE WARDEN 


Grave Wardens are charged with watching over the Undead 
Crypt. They are soaked and permeated with the power of 
darkness, and they use that power to fulfill their duty as 
guardians of the crypt. Be you brave knight or depraved slave, 
those who disturb the Crypt will be hunted down. Only... why 
are these Wardens so far from the Crypt they are sworn to 
protect? 


Strategy 

The Wardens here have low Poise, so they stagger easily to large 
weapons and two-handed Strong attacks. Additionally, their spears 
rebound off of shields. Block an attack with a shield, and then you 
can land a large combo. They do have high HP so save some Stami- 
na to roll away and recover if you don't think you can kill them in one 
combo. Lighter weapon users should strafe around for backstabs 
and hits from the side, instead. 


Just remember that their spears also deal Dark damage, so your 
shield probably won't block all of the incoming damage. They can 
heal using Estus if you leave them alone when they are injured. 


HP Souls __ Respawn 
en 
Grave Warden (Spear & Robe) 840 380 Yes 
Grave Warden (Spear & Armor) 930 380 Yes 
Can heal with Estus when injured 
Probability Page 
Ee 
Grave Warden Mask 5 373 
Grave Warden Top 5 373 
Grave Warden Cufts 5 373 
Grave Warden Bottoms 5 373 
Silverblack Spear 6 334 
Silverblack Shield 5 353 
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IN DESERT SORCERESS 


The Desert Sorceress of Jugo project a 
very seductive image, and they use their 
looks to deceive others. In reality, even 

many who realized that this is a trap fall 
prey to the Sorceresses’ wiles. Perhaps 

they are part of Mytha's scheme to lure 

more victims into her web? 


detonate as a huge blast. They can also throw a Fireball Spread, and 
they can use a short-ranged Flame Wave in melee range. They also 
have basic melee attacks with their fans. Finally, if a Desert Sorcer- 
ess raises her empty hand to her face, she is preparing for her 
unblockable Kiss of Death, so roll away. 


For melee, wait outside of range until they cast a spell, then two- 
hand your weapon and rush them. They have no poise and no shield. 
Also, most of their attacks take time to execute. You'd be smart to 
kill them from range, but if you get close, finish them fast. Dash to 
close the gap, use a Dashing Attack to stun them, and then go for 


the kill 
ns 
Desert Sorcoress 320 300 Yes 
Powerful fire magic; unblockabie grab attack. 
Probability Page 
Strategy Den ed 
The best way to fight these wicked seductresses is from far, far Desert Sorceress Hood 05 374 
away. A bow or a crossbow is the best method. Often times, there Desert Sorceross Top 05 7] 
will be rd of poison nearby that you can break to poison them for heteen ens 05 au 
he Dosort Sorcoress Sidrt 05 34 
If you insist on running into their range, they have several nasty at- Dragon Charm 7 306 
tacks to be concerned about. Their Exploding Fireball will eventually Wilted Dusk Herb 7 395 
Magic Stone 2 ant 
Lingering Dragoncrest Ring +1 1 404 


B MIMIC 


Long ago, there was a clan that was exiled for their avarice. In 
their exile, they were branded with a symbol of greed, and with 
it a curse, But, truly, suffering leads to great power, and the clan 
walks the earth still. 
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Strategy 

Opening a Mimic chest will result in you being ambushed and likely 
killed. Until you memorize their locations, always consult the map 
before opening a chest. The safest way to open a Mimic trap is from 
range. It's also worth noting that Mimics can be poisoned, so you 
can score an easy kill with Poison Knives, Poison Arrows, or jars of 
poison that are in the environment. 


If you stand in front of the Mimic, it will alternate between its 
unblockable eat attack and a basic melee. From a bit farther away, it 
will also spit corrosive acid that lowers your equipment's durability. 
If you circle behind the Mimic, it will stand up and then fall over 
backwards on top of you. Eat is the Mimic's only truly dangerous 
attack. Still, it's better to just poison a Mimic from range and call it 
a day. 


Mimic 720 1500 No 


Will ambush you if opened | spits equipment comoding acid 


Probability Page 
Work Hook 100 341 
Dark Gauntiets 100 379 


Parry Block Stamina Damage 
Eat No No N/A 
Lek No Yes Low 
Spit No Yes Low 


EN DARK SPIRIT - CRESCENT SICKLE PHANTOM 


Though the Crescent Sickle phantom’s true identity is unknown, 
he does don the garb of a common brigand. But any brigand 
who would seek to steal from travelers in this treacherous den 
is probably after more than coins… 


Dark Spirit: Crescent Sickie Phantom 1720 1280 No 
Probability Page 
Brigand Hood +5 1 361 
Brigand Armor +5 1 261 
Brigand Gauntiets +5 1 361 
Brigand Trousers +5 1 361 
Full Moon Sickle 1 337 
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Rolling Attack 


Strategy 

The Crescent Scythe wielded by this phantom can cause Bleeding, 
even through a shield. Some of his attacks also deal small amounts 
of damage through your shield, regardless of your shield's physical 
damage reduction. 


Similar to other phantoms, he will often attack after rolling; you 
can use this to time a Parry. Another tactic is to Bash him when 
he blocks. You can always back up and wait for him to miss a full 
combo, as well. Bring him down the stairs into the room with the 
poison pool before the Boss Fog so that you have space to fight. 


Finally, you can use the environment to kill him if you're struggling. 
You can trick him into breaking the poison jars near his starting 
point. A single jar will take most of his life away; just be careful not 
to let him heal afterwards. It's also possible to knock him into the 
poison pool. These strategies do carry some risk, as well; don't let 
HIM poison YOU. 


Page Page 
Brigand Hood +5 361 Brigand Trousers +5 361 
Brigand Armor +5 361 Full Moon Sickde 337 
Brigand Gauntiets +5 361 


EARTHEN PE - BOSSES 


ef 


pen Be == 
B BOSS - COVETOUS DEMON en 


This monster was once a man — a man whose love was %, Poll Over 
unrequited. He expressed his desire by eating, and eventually 

transformed into the Covetous Demon. Is it from sick sense ard 

of love that it remains by the Queen's side? And why does the Swipe, Crush Et 

Queen permit and indulge this fiend's gluttony? Perhaps she ep 


wishes only to be desired, 


ft Arm Swipe 


Left Arm Swipe 

This is almost identical to the Right Arm Swipe but the Demon uses 
his Left. One important thing to note is that these moves cover a 
very wide area. It's unlikely that you will be able to strafe beyond 
the sweep, so be prepared to block or roll. 


Leap 

When you are at a distance from the Covetous Demon, it will leap 
forward and attempt to crush you. Roll to the side to avoid this at- 
tack, but don't roll too soon or the demon will adjust its aim. 


Right Arm Swipe 


Crush 

In close range, the Demon will rear up and then crash down. This 
looks a lot like the Leap, but the roll timing is slightly faster. Watch 
for this any time you are in melee range. 


Right Arm Swipe Roll Over 

The Covetous Demon pulls his right arm back and then lunges If you are beside or behind the Covetous Demon, it might pause 

forward. This is often used when you are attempting to circle around briefly and shift its weight. That indicates that the Boss is prepar- 

him or when you are standing at a medium range. Blocking is the ing to Roll Over. You should roll away from him quickly. He pauses 
most reliable way to handle this — be patient and time your roll well briefly after the first roll and is vulnerable, but will quickly recover 
if you decide to evade. and roll again. This is a good chance for an attack. 
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Eat 

If you stand in front of the Covetous Demon in melee range, it will 
attempt to lick you up and Eat you. This is an unblockable grab attack 
that does damage and removes all of your equipment. Strafe to the 
side and roll just before he tries to lick, or back out of range. 


Tail Slam 
When you are directly behind Covetous Demon, he will raise his tail 
in the air and then attempt to smash you with it. This is difficult to 


block, so you should roll away. This is another opening for ranged at- 
tacks. Melee fighters can also try to get a hit in after the final slam, 
but be careful. 


Vomit 

From range, the Boss will sometimes stop moving. This is your 
signal that his Vomit attack will begin. He fires disgusting projectiles 
that will damage your equipment if you are hit. You can back up out 
of range to avoid this. This is an opportunity for ranged attacks. 


Strategy 

Some sort of ranged capabilities are really great for this fight, 
though you can do it without them. When you first enter the room, 
the Covetous Demon will be sleeping in the center. High above, 
suspended by chains, are Undead in jars. The Covetous Demon will 
eat anything it can get to, including you… and them. 


If you use a ranged attack to break the jars, the Undead will fall to 
the ground floor and cower in fear. The Covetous Demon will chase 
them around the room and try to eat them. This is a great chance to 
deal damage to him. Note that while he is eating, he takes reduced 
damage — try to hit him as much as possible while he is chasing 
them. If you're quick, you can kill him before he even notices you! 


Bows and crossbows are very useful for attacking the jars, as they 
can be aimed manually. Spelicasters should use the Binocular 


He Souls Respawn 
Covetous Demon 4440 13000 No 
Can remove your equipment with Eat 
Probability Page 
Covetous Demon Soul 100 397 


aiming technique to snipe the jars. This technique also works for 
Throwing Knives. 


If you decide to engage in melee with no distractions, be prepared 
to dodge his Leap as you close in. Once you reach melee range, try 
to circle behind him. If you are in front, you need to watch out for 
his Eat attack. His Swipes can be blocked, so keeping your shield 
up as you circle should help. Watch for his Roll Over and Tail Slam 
attacks; you need to dodge them, but they are also good opportuni- 
ties to hit the Demon. 


Ranged fighters can walk backwards in large circles around the 
room. Bait his Leaps, and then hit him with an attack or two. The 
only thing you need to remember is that the room is not perfectly 
round; the broken stairs can fool you and get you trapped. Remem- 
ber where you are in the room. 


Parry Block Stamina Damage 
Een 
Right Arm Swipe No Yes Medium 

Left Arm Swipe No Yes Medium 

Leap No No NA 

Crush No No NA 

Roll Over No Yes High 

Eat No No NA 

Vomit No ves Low 

Tall Slam No Yes High 


IBOSs - MYTHA, THE BANEFUL QUEEN 


Once, long ago, Mytha was the fairest queen in all the land. 
Throughout the two kingdoms, none was more beautiful. 

Ever seeking the attentions of the King, she willingly poisoned 
herself in her eternal search for true beauty; she ultimately 
transformed into the monster that lies before you. What passion 
fueled this change? Or is it a natural effect of the poison 
dredged up from the depths of the earth? 


Spear Slam 

Mytha will bring her spear crashing down in a Slam from above. She 
can re-aim the Slam if you dodge too soon, and it has very good 
range. If you roll, don't do so too quickly; this requires timing. You 
can block this, but it does good Stamina Damage and pushes you 
back. 
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Tail Swipe 


Lunging Thrust, 
Chasing Spaar 


Lunging Thrust 

From long range, the Baneful Queen will quickly raise her spear and 
then uncoil forward in a lightning fast strike. This has great range, 
but as long as you are strafing to the side, it will miss you complete- 
\y. This attack has lengthy recovery time in which you can attack. 


Tail Swipe 
If you are directly behind Mytha, she can use her Tail Swipe to hit 
you. If you see her lift her tail, backstep to avoid it. You'll then have 
a chance to retaliate. If you're very close, you may need to roll away 
instead of backstepping. 


Retreating Swipe 

This is a quick Spear Swipe that Mytha uses to keep you from 
getting behind her. It's fairly rare and she doesn't really telegraph it. 
Keep your shield up when strafing around and you can block it eas- 
ily. She leaps backwards during this move to get out of range. 


Snake Spin 

Mytha raises her spear to her right side and slashes with it. She 
allows the momentum of the slash to spin herself, and whips at 
you with her tail as well. This is blockable but very difficult to roll 
through due to hitting multiple times. Either use a shield or stay out 
of melee range. 


Strategy 

If you don't take measures to change the environment, you'll be 
forced to fight Mytha in a large pool of poison. This will obviously 
damage you, but, even worse, poison heals Mytha. Consult the 
walkthrough to learn how to remove some of the poison from the 
room. 


Once you've leveled the playing field, the Baneful Queen will be 

a much easier opponent. She still has some dangerous attacks, 
though. Any time you are at range, beware of her Soul Ray, Spread 
Shot, and Lunging Thrust. To handle Soul Ray and Spread Shot, roll 
to the side. The Lunging Thrust can be stopped by simply walking to 
your right; it will miss, and you'll have a chance to inflict damage. 


lt's a good idea to keep a shield up during this battle, though, as 
several of her moves are quite quick. The most notable is Chasing 
Spear; it's very fast, and she often follows it with a heavy attack 


HP Souls Respawn 
Mytha, the Baneful Queen 3570 20000 No 
Healed by the poison around the room 
Probability Page 
Mytha, the Baneful Queen Soul 100 397 


Baneful Coil 

Mytha pauses, straightens herself, reaches back with both arms, 
and then Coils her tail around you, crushing you. This is unblockable 
but has very short range — backstep or roll away immediately if you 
see her reach back with both arms while you are in melee range. 


Spread Shot 
From range, Mytha will raise her head to fire a wide, magical Spread 
Shot. Dodge quickly to the side to avoid this. You can also block 

if you feel like you won't be able to dodge in time; you'll still take 
some damage if you do, though. 


Soul Ray 

This is another magical ranged attack. Mytha will once again raise 
her head, but this time she'll fire a single, powerful shot. It's better 
to dodge this than block. Just like the Spread Shot, roll to the side 
to dodge this. 


Chasing Spear 

This attack can be used from mid- to long-range. The Boss will lift 
her spear up and behind her, and then begin chasing you. She'!l 
wait until she is in range before attacking. This attack is tough to roll 
dodge, but can be blocked easily. 


Head Bomb 

Mytha's ultimate technique is to throw her head at you. It will land 
on the ground, and explode shortly thereafter. After the blast, she’! 
dive to recover it. Get out of range of the blast, and get in a free hit 
when she dives. You can attempt to block this as a last resort, but 
rolling away is much better. 


such as Spear Slam. Your best opportunities to hurt her are after 
missed Lunging Thrusts, Tail Swipes, and Head Bombs. Be careful 
when you run in after the Head Bomb, though, as her body can hit 
you as it dives, 


Don't worry if she moves into the poisons on the sides of the room 
from time to time. This is something that is difficult to avoid, but (as 
long as you drained most of the poison) it won't extend the fight 
very long. 


Or you could just summon Jester Thomas and let him burn her to 
death while you focus on survival. 


Parry Block Stamina Damage 
eni 
Spear Slam Yes Yes Medium 
Lunging Thrust No Yes Medium 

Tall Swipe No Yes Medium 
Retreating Swipe No Yes Low 

Snake Spin ves Yes Medium 
Baneful Colt No No NA 

Spread Shot No Yes Low 

‘Soul Ray No Yes High 

Head Bomb No Yes High 
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THE PIT & 


GRAVE: OF SAINTS 


98 


In the center of Majula yawns a gaping hole in the ground, incongruous against 
the desolate backdrop of crumbling buildings and coastal cliffs. Past kingdoms 
once disposed of their failed experiments and unwanted souls here, banishing 
them from the surface world and casting them into the lightless depths to be 
forgotten. Today The Pit is used merely as a garbage receptacle into which junk, 

Grave Entrance corpses and various other forms of waste are dumped; nevertheless this grim 
and ever-present remnant of Majula’s dark history remains permeated with an air 
of sorrow and foreboding. Though nobody in the village knows precisely where 
the ominous shaft leads or what lurks beneath it in the bowels of the earth, 
rumors persist of an ancient crypt housing the remains of forgotten saints and a 
Rat King who presides over this subterranean domain. 


memmen 


Crystal Lizard 057 
Undead Prisoner na 
Corpse Rat 152 
Undead Citizen 152 


Rhoy the Explorer 153 
8_Royal Rat Vanguard 154 


Important Item: Page 


Ring of the Evil Eye +1 404 
Ash Knuckle Ring 403 Radiant Uiegem xl 
Sorcery: SoulVortex 388 
EN te ent 
Miracie: Great Heal 389 
Witchtree Branch 343 
Witchtree Bellvine 345 
Pharros' Lockstone x2 401 
Hex Whisper of Despar __ 394 
Bleed Stone x1 an makna 
Dise Chime 346 
Pharros' Lockstone xl 40 
Bleed Stone x1 EJ 
Disc Chime 346 Whispar of Despair Torch xl 


Homaward Bone + 


GRAVE OF SAINTS — F1 
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Radant Lifegem xl 
(Lower platform) 


Token of Spita xl 
(Ground levol) 


Human Effigy xl 


53 


AVE OF SAINTS 


Ring of the Evil Eye +1 


Aah Knuckla Ring x1 


Disc Chima xl 


Graat Heal 


GRAVE OF SAINTS 


Witchtroa Branch x1, 
Wichtree Belino xl 


Graat Lightning Spaar 
Locked (Forgotten Kay) 


GRAVE OF SAINTS — Bl Poison Moss, 


Harvas Resting Placa 


Large Soul of à 


Nameless Soldier x1 Pharos’ Lockstone xl 


THE Pir —B1 


‘Smal Smooth & Silky Stone 3 
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THE PIT & GRAVE OF SAINTS 


d The Pit is not normally accessible until the player has met 
Laddersmith Gilligan and triggered him to move to Majula; a drop 
from the lip of the shaft to the highest platform will typically inflict 
enough fall damage to result in death . However, by using 

the Silvercat Ring and bringing enough healing items to endure 
several long falls the player can survive the initial drop and enter this 
area very early. With some careful footwork it is possible to reach 
the two exits at the bottom without Laddersmith Gilligan's assis- 
tance, The upper exit leads to the Grave of Saints and the lower to 
The Gutter; anyone wishing to explore these areas is advised to visit 
the Grave of Saints first, as clearing it will position the player to 
obtain several otherwise unreachable items before leading directly 
to The Gutter. 


World Event 

After meeting Laddersmith Gilligan at Earthen Peak and 
exhausting his dialogue he will return to Majula and secure 
a seat at the edge of The Pit. From this point forward he will 
offer the player his services in exchange for Souls and will 
install ladders in The Pit according to how much he is paid, 
with larger sums resulting in longer ladders. The cheapest 
ladder is just long enough to prevent a falling death while 
accessing the uppermost platform; the moderately expen- 
sive option results in a ladder that reaches the platform di- 
rectly below the corpse with the Pharros’ Lockstone, and the 
most exorbitant choice extends all the way to the platform 
with the preexisting ladder to the locked stone door. 


d Drop down to the uppermost platform and pick up the item on it. 
The platform below has a corpse with a Pharros' Lockstone; be 
absolutely sure to pick this up and save it for use in the Grave of 
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Saints, as it is required in order to access a side area ‚From 
the corpse that had the Lockstone, walk to the opposite end of the 
platform and drop onto the one just below. You will notice an item 
on the next platform down; this is your target, but make sure you're 
fully healed before attempting to reach it because it's a long drop. 
The surest way to reach it safely is to perform a dashing jump; do 
not attempt to roll, as doing so won't carry you far enough forward 
to reach the platform. Pick up the items from the corpse, and then 
drop down to the stone ledge with two torches illuminating a tunnel 
entrance. Enter the tunnel and light the Bonfire. 


d At this point you can either return to the main shaft to claim the 

Slumbering Dragoncrest and Ash Knuckle Rings, or proceed to 
the Grave of Saints. If you want the rings we suggest bringing a 
Homeward Bone to enable a safe return to the Bonfire; these are 
dropped by the Undead Prisoner and three can be found near this 
area's Boss. The safest way to get the rings is to Travel back to 
Majula, and then buy and use the most expensive ladder from 
Laddersmith Gilligan. The narrow beams that cross The Pit make 
jumping across from the tunnel entrance safely highly unlikely. 
Another ladder ascends from the platform that you end up on, 
which leads to a large stone door that is locked and requires a key; 
ignore it for now and walk slowly off the edge onto the short 
platform just beneath you „ Do not attempt to land on the 
narrow beams, as they will break and drop you to your death. From 
the short platform, aim the camera downward and note the item on 
the longer platform below. This is the Ring of the Evil Eye +1; drop 
down carefully to retrieve it. 


World Event 

The locked stone door can be opened with a key found in 

a well-hidden area of Black Gulch. After obtaining it, return 
here and open the locked stone door for access to the Soul 
Vortex and Great Lightning Spear scrolls, a Witchtree Branch 
and a Witchtree Bellvine. 


The stone ledge below is marked by two torches; drop down to it 

by walking carefully off the platform. This path ultimately leads to 
the Gutter, but for now you'll just be venturing a short way in. 
Before entering the tunnel, equip a weapon which will allow you to 
hit a small enemy close to the ground; those with overhead swings 
or vertical slashes will work best. Proceed onto the rope bridge and 
use the aforementioned weapon to kill the Crystal Lizard before it 
can escape.Retrieve its drops and perform a running jump across 
the gap to reach the treasure chest containing the Ash Knuckle 
Ring. After picking up the ring, immediately use a Homeward Bone 
to return to the Bonfire (you can also use the Darksign if you aren't 
carrying a large number of Souls). Should you accidentally fall off the 
bridge to the area below, you will be rushed by a mob of Undead 


Citizens. 
d From the Bonfire, enter the tunnel resembling a rat’s head. Kill 
the two dormant Undead Prisoners in the tunnel, and then step 

through the doorway into the Grave of Saints. As soon as you pass 
through the entrance the two Undead Prisoners in the tunnel will 
stand up and attack you from behind if you left them alone; at the 
same time four Corpse Rats will emerge from tunnels in the circular 
room ahead and move in to attack. Try to use the doorway as a 
choke point to avoid fighting too many rats at once ‚, Pick up 
the soul item from the only accessible corpse in this room and 


proceed to the chamber ahead. 
d Climb the steps onto a ledge overlooking an underground river. 
Three more rats will emerge from burrows at the end of the 

ledge to the right; tuming left leads to a dead end with three Small 
Smooth and Silky Stones on a corpse and a dormant Undead 
Prisoner who will attack when they are taken. There's a Pharros' 
Contraption on the floor near here, but using a Lockstone in it will 
cause all of the torches in the area to go out, so unless you're trying 
to hide it's better to keep the Lockstone. There's another Contrap- 
tion on the wall at Position A, and using that one will cause a 
torrent of water to come flowing down above the nearby alcove. 


The most important Contraption in the area, however, can be found 
at Position B, on the floor directly across the river from a raised 
wooden drawbridge 05). Place the Lockstone in this recepta- 
cle to lower the bridge and enable access to a large room with three 
rat statues. Three Corpse Rats will emerge from the tunnels when 
you approach the item on the lower level; the corpse above it holds 
the scroll of Whisper of Despair and a torch. 
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The other drawbridge cannot be lowered from here, so backtrack 

across the river and turn left (toward where the second group of 
rats emerged from the far wall). Proceed in this direction until you 
reach a niche with an ascending ladder on your right „As 
soon as you approach the ladder you will be invaded by Rhoy the 
Explorer, an NPC phantom who will appear on the level above you at 
the far end of the hall to the right. A Corpse Rat will drop from a 
hole in the ceiling when you exit the niche and should be lured back 
inside to kill it without getting Rhoy's attention; more rats wander 
the corridor to the left and may attack if you venture out far enough 
for them to spot you. 


When you are ready, walk into Rhoy's view to get him to chase 

you and immediately descend the ladder to the lower level; this 
will separate him from the rats and allow you to fight one-on-one. 
Do not approach Rhoy on the upper level, as two more rats will drop 
from the ceiling behind you when you move in; we suggest instead 
luring him back to the drawbridge on the lower tier and pushing him 
off with normal attacks. When he is defeated, return to the upper 
level via the ladder. The Pharros’ Contraption on the floor just in front 
of the ladder will lower another bridge that leads across to the 
upper part of the room on the other side of the river; if you've 
already got the items over there, there's no real need to use a 
Lockstone here. 


If you turn left and continue up the path, you'll see three rat statues 
on the ground next to three Pharros’ Contraptions. Putting a Lock- 
stone in any of these contraptions will cause the rat statue next to it 
to spew out acidic liquid, leaving a pool of it on the floor. Since this 
will only cause you problems, you should only use a Lockstone here 
if you want to impede someone that has invaded you. Turn left again 
into a side hallway at the end of the corridor and pick up the items 
from the skeleton — just beware of the rats beyond the gnawed 
stone coffin ahead as they may crawl through to attack you 


d Exit the small hallway, turn right and proceed to the opposite end 

of the corridor. Along the way you'll pass another Pharros' 
Contraption on the floor, and this one will also cause a pool of acidic 
liquid to be created by the nearby rat statue. Around the corner to 
the right is a Bonfire; light it and enter the Fog to engage this area's 
boss, the Royal Rat Vanguard. After defeating the Boss, proceed 
through the exit, but do not attack the lone rat sitting atop a pile of 
bones — although nearly indistinguishable from the others, this 
rather nondescript fellow is in fact the Rat King himself. Go down 


the tunnel near the Rat King, and then drop through the hole to 
reach the Pharros' Lockstone in the previously inaccessible center 
of the circular crypt room. 


World Event 

Showing him the Rats Tail dropped by the Royal Rat Van- 
guard Boss will convince the Rat King that you're worthy of 
joining his Covenant. Upon doing so you'll be given the Crest 
of the Rat Ring, and if you wear it in this area, other players 
who are not part of the Covenant will be drawn into your 
world. By bringing other players into your world like this, 
you can set up the area before hand through the use of the 
numerous traps you can activate, thus giving you a signifi- 
cant advantage. For more details on this Covenant, please 
refer to P421, 


d Drop carefully through the hole in the floor and descend using 
the coffins protruding from the walls. After walking off the last 
coffin, take the Bleed Stone from the corpse behind the bars at the 
end of the bridge and perform a running jump from Position C to 
reach the Disc Chime on the broken ledge to the left of the treasure 
chest . You'll take a moderate amount of damage from 
making the jump, so make sure you have enough health to survive. 
Drop down again and dodge the Undead Citizens until all of them 
have detonated, and then, facing the treasure chest above as a 
reference, head down the tunnel to your left and pick up the Great 
Heal Miracle at the dead end. Backtrack down the other tunnel to 
access the shaft descending to The Gutter. 


Dn 


BAUNDEAD PRISONER 


Strategy 

As the most basic of fodder enemies, the Undead Prisoner requires 
no great effort nor any complex strategy to defeat. Players need 
only be mindful of the two scripted ambushes in the Grave of 
Saints: the first by two Undead Prisoner in the tunnel past the first 
Bonfire and the second by a single one leaning against a pile of 
rubble next to the three Small Smooth and Silky Stones. 


Ubiquitous unarmed and unclothed Undead whose journeys were cut tragically 
short when they went Hollow; their corpses can be found throughout Drangleic still 
clutching the various items they carried. Those not yet fully dead are often dormant 
when first encountered and in such cases they will stand to attack only when the 
player alerts them to his or her presence. 


Undead Prisoner 


Probability 


Prisoner's Hood 1 368 
Prisoner's Tattors 1 368 
Prisoner's Gloves 1 368 
Prisoner's Walstcloth 1 368 
‘Simpleton’s Spice 1 401 
Homeward Bone 5 400 
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BECORPSE RAT 


Corpse-foraging giant rats residing in the Grave of Saints. While 
at first glance they appear to be no more than putrid vermin, 
these sentient rodents are in fact loyal subjects of the noble 

Rat King and will bravely defend their subterranean kingdom 
against intruders. It is whispered that those who demonstrate 
their integrity may be granted an audience with the King and, if 
deemed worthy, initiated into the ranks of righteous rats… 


Strategy 

Corpse Rats move slowly and their attacks lack range, enabling all 
but the heaviest players to outrun them with relative ease. They are 
an annoyance when alone, but can become a real threat in groups, 
so avoid taking on too many at a time. Ideally, once you have gotten 


the attention of a group of rats, you should lead them into a room 
you have already cleared to deal with them where there is no dan- 
ger of interference; fighting them in the vicinity of other enemies or 
environmental hazards can quickly spiral out of control. The Poison 
buildup from a single Corpse Rat's attacks is fairly slow but taking 
consecutive hits from a large group can fill it much more rapidly. 


In general, thrusting attacks are best for hitting a Corpse Rat before 
it can hit you; against groups, horizontal swings will buy you enough 
breathing room to back off and recover your stamina. Corpse Rats 
are susceptible to all types of damage but particularly hate fire; 
ranged attacks are effective on these slow-moving targets as are all 
varieties of magic 


HP Souts Respawn 
eeen 
Corpse Rat 240 70 Yes 
Physical attacks cause Petrification buildup 
Probability Page 
Old Radlant Utegem 1 395 
Polson Moss 5 396 
Repair Powder 2 400 
Warmth 1 393 
Rat Tall 1 402 


B UNDEAD CITIZEN 


RED CORE 


Former citizens of Drangleic 
who were the victims of Lord 
Aldia’s experiments. Their 
bodies are horribly disfigured 
as a result of the unspeakable 
procedures to which they were 
subjected, their life forces now 
sustained by unstable and 
highly-volatile Souls. 
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‘Suicide Salute’ 


Strategy 

Undead Citizens have a unique and deadly method of attack: throw- 
ing themselves at the player and detonating their core. In the case 
of the variants with red cores found in The Grave of Saints, the 
detonation will trigger a wide-ranging explosion which will instantly 
kill its user and inflict severe fire damage on anything caught in the 
blast, including other Undead Citizens. These enemies have fairly 
low health and can be easily killed with ranged attacks or spells. 
They can also be safely killed with melee weapons before they 
throw themselves at the player, but their final leap has a few invin- 
cibility frames and the blast becomes extremely difficult to evade 
if they are allowed to initiate the lunging animation. They will also 
occasionally swipe at players with their arms. 


More agile players may opt simply to move out of the Undead HP Souls Respawn 
Citizen's way as it detonates; this can be accomplished by dashing 

toward it until it begins its leaping animation and then continuing de La el ns 
directly past it in the opposite direction of its leap. Bear in mind that Chases player down and self-destructs 


the player must actively deliver the finishing blow to an Undead Probabtity Page 
Citizen in order to obtain Souls for the kill; those killed by their own 

self-destruct can still drop items but will yield no Souls. An Undead Charcoal Pine Resin 5 399 
Citizen killed by the suicide blast of another Undead Citizen WILL Flame Butterfly 5 400 


yield Souls upon its defeat. 


Strategy 
Don't be fooled by Rhoy's 
charade of helplessness — he 


wears a suit of transparent back. Occasionally he will attempt to roll directly toward the player 
armor and wields a curved in order to avoid a counterattack using invincibility frames, a behav- 
sword and shield which are ior common to Al-controlled invaders; this can generally be thwarted 
invisible due to the effects with a vertical overhead swing, a thrust from a polearm or simply 

of the rings with which rolling out of the way. 

he is equipped. His sword 

has short reach and he will Ranged attacks are effective when fighting Rhoy on the long, nar- 


relentlessly attempt to close row pathways overlooking the subterranean river, as the terrain lim- 
the distance, but this can be its his evasive options. Spells are also effective in these situations, 


used to the player's advan- particularly those with areas of effect or homing capabilities. If the 
tage — a weapon with long player has used a Pharros' Lockstone to lower either of the bridges 

a reach can hit the Usurper across the river, Rhoy can be lured onto them and simply pushed off 
before he is able to strike with a flurry of weak attacks. 


HP Souls Respaven Page Page 


Dark Spirit: Rhoy the Explorer 1420 2600 Helm of Aurous 363 Leggings of Aurous 363 

Wears Invisible equipment | can heal vla Estus Flask Armor of Aurous 363 _ Shotel+5 321 

Probablitty Page Gauntiets of Aurous 363 Heavy Crossbow 45 348 
Helm of Aurous 1 363 
Armor of Aurous 1 263 
Gauntiets of Aurous 1 363 
Leggings of Aurous 1 363 
Shotel +5 1 221 
Heavy Crossbow +5 1 48 
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THE PIT & GRAVE OF SAINTS - BOSS 


' 


BE BOSS - ROYAL RAT VANGUARD 


A servant of the Rat King tasked with overseeing the Grave of 
Saints burrow and testing the worthiness of those who seek 
an audience with his lord. This loyal rodent can be identified 
among his subordinates by the dark ridge of fur on his back, 
perhaps a symbol of his status in the underground kingdom. 


Strategy 
After entering the Fog Gate a horde of rats will swarm out of the 
walls and fill the room. The Boss rat will appear after 10 normal rats 
have been killed and his arrival on the battlefield will be announced 
by the appearance of his life bar. The Royal Rat Vanguard can be 
identified by the mohawk-like ridge of dark fur along his back; once 
he is defeated the other rats will retreat and the fight will end. 


The Royal Rat Vanguard behaves exactly the same as the normal 
rats, with the exception that his physical attacks are considerably 
stronger and cause a buildup of both Poison and Petrification. He 
has a great deal more health than the other rats, but considerably 
less than most Bosses, making burst damage an ideal means of 
ending this fight as quickly and safely as possible. 


The primary difficulty presented by this Boss is the constant inter- 
ference from the other rats. A total of 100 normal rats will join the 
battle before they stop appearing; there is little point in attempting 


HP Souls Respawn 


Royal Rat Vanguard 1410 1000 No 


Physical attacks cause Poison and Petrify buildup 


Probabuity Page 
Dente 
Royal Rat Vanguard Soul 100 397 
Rat Tall 100 402 
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Vanguard Claw Combo 


Royal Rat Tackle 


to fight them unless you are cornered and have no other choice. 
Instead, continue moving around the perimeter of the room until the 
Vanguard arrives. The rats are fairly slow and will have trouble catch- 
ing up to attack, allowing you time to heal or apply a weapon buff. 
The statues in the room can be used as cover and to slow pursuing 
rats down. The rats can be distracted with an Alluring Skull and will 
temporarily forget about the player in order to chase it; this can buy 
valuable time and breathing room, so bringing as many as possible 
to the fight is highly recommended. 


In general, kite the normal rats and try to avoid taking damage until 
the Vanguard appears; then focus all your efforts on him and try to 
eliminate him as quickly as possible. Continue to use due caution, 
such as conserving enough stamina for a roll if a quick escape 
should become necessary, and take care not to back yourself into a 
corner. Defeat the Royal Rat Vanguard to claim his soul and a Rat's 
Tail. 


Parry Block Stamina Damage 
Vanguard Claw Yes Yes Minor 
Vanguard Combo Yes Yes Minor 
Royal Rat Tackle Yes Yes Minor 


_ 


THE GUTTER& de 
BLACK GULCH 


Deep within the earth beneath Majula lies an anarchic settlement of filth 


and chaos built by the forsaken souls cast into The Pit. This lightless hell Undead Citizen 097 
is the resting place of all that the kingdoms of ages past wished to forget, Undead Prisoner (Unarmed) 14 
ong n ne aidomeer and Sparen those who var Orat a, é p_Undead Prisoner (Torch) na 
jee F Ei 
a cavern avolded even by most inhabitants ofThe Gutter. fj Undnad Poor artan Sword 1 
Polson Horn Beetle 139 
Hunting Dog 164 
Coal Tar 164 
‘Soul of a Proud Knight xt Ring of Soul Protection xl — Corrosie Ant Gusen rj 
Ziotne oat B _Razorback Nightcrawler 165 
manat brent THE GUTTER — F1 Elite Glant 166 
Z Melinda the Butcher 166 
The Rotten 167 
[imoortant tama Pace | 
Token of Spite 401 
Dark Pyromancy Flame 342 
Tattered Set 361 
Ring of the Evi Eye 404 
Bandit Greataxe 327 
Ring of Soul Protection 404 
Twinkling Titanite 310 
Wicked Eye Greatshield 358 
Great Club 231 
Hex Dark Fog 303 
Fragrant Branch of Yore 401 
Shotel 321 
sara Great Magic sae 
1 Hex Scraps of Life 394 
| Soul of a Glant 396 
Forgotten Key 402 
Ring of Glants +1 404 
Petrified Dragon Bone 210 
Pharos’ Lockstone 401 


ToThePit) cre 
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Twinking Titania 1, 
Smooth & Siky Stone 3 
Flame Butterfy „2 


THE GUTTER — Bl 


Dark Pyromancy Flame x1, 
Rotten Pine Resin 3 


Tattorad Cloth Hood xl, 
Tattarad Cloth Robe xl, 
Tattered Cloth Manchettes xl, 
Haawy Boots xl 


THE GL B2 


TTER 
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To Black Gulch 


THE GUTTER 


Dark Fog, Torch xl 
Fragrant Branch of Yora xl 


Primal Bonfiro. 


The Rotten 


BLACK GULCH 


Ring of Giants +1 x1, 
Patified Dragon Bone xl 


Pharos Lodkstone x1 


Lucatial of Mirrah 
(Summon Sign) 


Hidden Chamber 


Scraps of Lite, Torch xl 


Locked (Forgotten Kay) 


Large Soulofa 
Namelass Scldier x1 
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THE GUTTER & BLACK GULCH 


d Drop onto the scaffolding and carefully descend to the bottom, 

picking up the Radiant Lifegem and Human Effigy along the way, 
and the Token of Spite from the chest at the bottom. Walk out onto 
the ledge with the white statues, but beware — from this point 
forward these will launch clouds of poison at players who walk 
directly in front of them. You can, however, destroy the statues, so 
try to come at them from the side or behind so that you can destroy 
them without them shooting poison at you. Drop from the ledge 
onto the top of the large descending scaffold, again to the bottom of 
the scaffold and a final time to the platform with the Bonfire {> 
01), Standing for too long on the left lower edge of the scaffold will 
cause it to break beneath you; the right side is stable and will 
remain intact when traversed. 


World Event 

If you haven't acquired one through other means, now that 
you have a Token of Spite you can Travel to the Undead Pur- 
gatory Bonfire and speak with Titchy Gren to join the Brother- 
hood of Blood Covenant. For more details on this Covenant, 
please refer to P421. 


dé Due to the extreme darkness in this area, it's highly recommend- 
ed that you make use of any time you have left on your Torch and 
light the sconces around the area as you come to them to help 
illuminate your path. Take the item in the pot near the Bonfire, and 
then cross the rope bridge. Immediately after reaching the other 
side, the floor to the left of the bridge's support posts will break if 
stepped on [B> 02). After falling through that section of floor 
you'll be in an enclosed space with several Undead Prisoners that 
will stand up and attack. You have a brief window to take them out 
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while they get up, so try and finish them off as quickly as possible 
to avoid getting surrounded. 


d Once you've taken them all out, approach the opening in the 

room to get your bearings, and then perform a running jump 
across to the platform with two more Undead Prisoner at Position 

3]. Take out the enemies in the area, and then walk across 

the planks to the next platform and drop through the square hole in 
the center. There's only one way to go from here, so continue 
through the gap toward the next room, making sure to smash the 
three pots on the ledge just outside it for an item. 


d Kill the Hunting Dog in the large room and proceed up the series 

of ladders, eliminating several Undead Prisoners as you come to 
them on each floor. At the top of the ladder are three more pots 
— break them for an item, and then drop off the edge at Position B 
to reach a platform below 4). Cross the bridge and beware of 
the Undead Citizen that will rush you from the other end. As soon 
as you pass beneath the overhanging bridge above, an Undead 
Prisoner will drop down behind you and attack. When you step off of 
the bridge you will be attacked by a Hunting Dog and several more 
Undead; deal with them and climb the ladder on the left. Take the 
items from the chest, and then climb back down the ladder. 


d After reaching the bottom of the ladder, immediately turn and 

walk slowly off the edge at Position C so that you land on a 
small platform / )5}, Drop again to the platform below that and 
circle around the wall to the left to find an item on a corpse inside a 
pot. Circle back around, and this time walk straight through the hole 
in the wall ahead to land in a room with an Undead Prisoner. 
Eliminate him, smash the pots at the opposite end of the room to 
collect a set of Pyromancer Armor, and then drop onto the rocky 
ledge just behind the pots. Beware of the statue suspended from a 
rope to the left, because it will begin launching poison if you land 
within its line of sight. 


d After dropping onto the ledge, turn right and walk straight ahead. 

Take out the Undead Prisoners when you come to them, and 
then open the chest at the end of the path. Climb the nearby ladder 
after opening the chest, and then smash the pots at the top to find 
another item after clearing out the Undead Citizens in the area. 
Circle around and take out the Undead Citizen that's standing near 
another group of pots, and then smash them to get the item that's 
hidden in one of them. 


Dropping down the series of ledges on this side of the hut allows 
access to a pot with two Flame Butterflies, but getting them will 
require retracing your steps all the way back up again. Climb the 
ladder to the roof of the structure, and then after using the zipline 
to cross back over to the other side of the area, turn left and drop 
down onto the platform just in front of the bridge you crossed 
earlier [> 
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d Cross the bridge again but this time cross the planks at Position 
D toward an area with several poison statues and a ladder. 
Carefully destroy the statues, and then climb the ladder and start 
crossing the bridge you come to. The platform on the other side of 
the bridge has an Undead Citizen and a Hunting Dog on it, and there 
are also two holes in the floor of the area that the enemies occupy 
= try and lure them back onto the bridge to fight them on solid 
ground. Sometimes those enemies will have fallen through the 
holes themselves, in which case you won't have to fight them. 


When the area is clear, go to the edge of the platform at Position 
E and look down below. You should be able to see a small ledge 
that's lined with poison statues, and that's where you need to jump 
to „If you land far enough to the left you will avoid being 
immediately poisoned and should have enough time to destroy 
some the statues before they can accomplish this. Attempting to 
jump to this ledge from the lower level after falling through the floor 
will often result in death, because the statues will hit you in mid-air 
and cancel your momentum. If you have to try jumping from that 
location, use Firebombs if you have them to destroy some of the 
statues first, giving you a small area to land in. Once safely on the 
ledge, follow it around the corner to the area's second Bonfire, and 
then Travel back to the Upper Gutter Bonfire. 


d Cross the bridge near the Bonfire, and then continue on along 

the next one directly ahead to reach an area with a Hunting Dog 
After killing the enemy, cross the next bridge to reach another 
platform and take out the numerous Undead Prisoners there. Once 
you've dealt with them, destroy the statue hanging by a rope next 
to a ramp leading up to a dead-end platform. Walk halfway up the 
ramp and drop off to the right — you will see an Undead Prisoner 
carrying a torch that nicely lights up the ledge you want to land on 


d Several more Undead Prisoners will attack when you approach; 

Kill them and take the item from the corpse. Proceed forward, 
keeping the rock wall of the cavern on your right side, until you 
reach the spot where the wall ends. Drop onto a narrow ledge, and 
from there jump across to a wooden platform, from which you can 
drop down to the ground ‚Circle around the wooden 
structure to find the ladder and climb it to the top. Perform a running 
jump onto the rocky ledge with the treasure chest and loot it for the 
contents. As soon as you set foot on the ledge you will be invaded 
by Melinda the Butcher; she will appear on a nearby tower, but 
cannot reach you from there, so ignore her for now. 


d Turn around and perform another running jump off the left side of 

the ledge and land on the middle level of the wooden structure 
you were just on top of ‚ Grab all of the items here, and 
then drop through the hole in the floor to get back to the base of the 
tower, so that you can use the ladder to reach the top again. Jump 
back over to the ledge with the chest and proceed forward along 
the left wall. 


Drop down to the ground below and continue following the left wall 
to a wooden walkway, and then follow that back to the first Bonfire 
while making sure to smash the pots along the way for an item. 

As soon as you drop to the wooden walkway Melinda will begin to 
pursue you; wait for her at the Bonfire, where you can easily reclaim 
your souls if she defeats you. She will either eventually reach you or 
fall off the platforms and die along the way. From the first Bonfire, 
make the long journey back around the area to Position E where 
you jumped across to reach the second Bonfire. 


d Instead of jumping across, however, this time head to the left 

and use the nearby bridge to reach a narrow walkway along the 
wall. Go into the cave on the left as you advance along the ledge, 
and after taking out the Undead Prisoner inside, open the chest to 
loot the contents. Exit the cave now and follow the ledge along to 
the left until it ends. From this position you should be able to see a 
Hunting Dog and an Undead Prisoner, so if you have ranged attacks, 
take them out from the safety of the ledge 


(06, 


Drop off the ledge to a platform when you're ready, and smash the 
pots to reveal the item hidden on a corpse inside one of them. Be 
careful how you break the pots, however, because there's a hole in 
the floor near them and you don't want to roll into it. Ignore the Fog 
Gate for now, and continue following the left wall to another cave 
containing several Poison Horn Beetles and a gigantic Corrosive Ant 
Queen; besides the enemies this room only contains some Poison 
Moss so head back to the Fog Gate and enter. 


The room beyond the Fog Gate contains several ladders, all 

leading down to the floor below. The most lucrative path down in 
terms of items, however, can be accessed via the ladder at 
Position F‚ which you can reach by following the wall around to 
right as you enter (>) 06). After descending the ladder, continue 
dropping down along a series of wooden platforms, collecting items 
from within pots as you go until you reach a stone platform with a 
chest on it. Loot the chest, and then descend the ladder from this 
platform to reach the ground below, where you should be ready for 
an ambush by several Undead Prisoners. Once you've thwarted the 
ambush gather up the items from around the area before moving 
on. 


d Try to break the oddly-shaped jars blocking the exit at Position G 


from a distance, as they contain acid that will corrode your 
equipment if you get doused in it {> 07). Restore your HP to full 
or equip the Silvercat Ring before walking off the edge beyond the 
pots, because this is a considerably long fall. The corpse on the 
ground below contains an all-important Fragrant Branch of Yore; 
make absolutely sure to take this before making your way along the 
ledge and passing through the Fog Gate into Black Gulch. 
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you must drop onto a small outcropping below. The outcropping is 
only visible from directly above and while holding a lit Torch, and 
since it is quite a long fall, you should make sure you have plenty of 
health before dropping down „This cave bypasses the tar 
pits and will allow you to destroy several statues on a ledge just 
beyond them; Lucatiel of Mirrah can also be found inside. 


World Event 
The harshness of being in Drangleic is even starting to take 
its toll Lucatiel, so make sure you listen to all of her dialogue 
to help her through things. Talking to her will also mean that 
her Summon Sign will show up later in the area, and she will 
also move on to another location. 
d Upon dropping down from the ledge you'll be among a number 
of tar pools, so make sure you move carefully and take out the 
Coal Tar enemies hidden within them. When it's clear, backtrack up 
the path a bit and go into the small alcove nearby to reach a chest 
Head back onto the main path now and continue on past the pools 
of tar toward a large number of pots on the ground. Some of these 
pots hold items, but be very careful as you approach them, because 
a Razorback Nightcrawler will emerge from a hole in the wall nearby. 
These giant black worm-like creatures are stationary and can either 


be killed from a distance or attacked up close during the recovery in 
their attacks, so take it out before you claim the items. 


Directly below this area are more hidden caves, so approach the 
edge of the cliff at Position Il, and drop down onto the platform 
below . The door you can reach on this platform is locked at 
the moment, but the key is close by. Facing the door, turn right and 
follow the wall. When the ledge stops, continue hugging the wall 
and walk off the end to land on a much narrower outcropping with 

a corpse below. Turn around (placing the cliff on your right side and 
the chasm on your left) and walk forward off the end of the outcrop- 
ping, sticking as close to the wall as possible. 


d appearance from those in The Gutter, will continue launching 
poison projectiles and their placement is now far more dense. There 
are also numerous circular black pools on the ground, and some of 
these serve as hiding spots for the Coal Tar enemy; get too close 
and they will jump out and ambush you with a grab attack. 


For players experiencing excessive difficulty due to the statues’ 
constant barrage, we recommend clearing your way to the Boss’ 
Fog Gate once to eliminate the statues along the way before return- 
ing to the Bonfire to rest. Any statues destroyed by the player will 
not respawn unless the area is reloaded (such as after a death or 
warping via Bonfire); this will allow for a much safer trip back to the 
Boss and help preserve Estus. A short way down the path into the 
Black Gulch you'll be able to turn left into a small cave that contains 


a Bonfire 

d Exit the cave and proceed along the path to the edge of the cliff 

at Position H; Just before the pools of tar there is a well-hidden 
cave entrance beneath you in the chasm, and in order to access it 
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_d 
Beware that the statues in this area, although different in 


You will land on a wider outcropping with a large cave entrance. 
Proceed into the cave with caution, because it opens out into a 
large circular cavern inhabited by Elite Giants. If you're playing 
cooperatively, there will be more Giants the more people you have, 


up to a maximum of four. When they're defeated you will obtain a 
Soul of a Giant and the Forgotten Key, which unlocks stone doors 
like the one you passed to get here. Circle the cave clockwise along 
the wall from the entrance to find a small room with a chest that 
you can loot. 


Continue following the wall clockwise from there and you will come 
to another room with a cage elevator and a pot you can smash to 
get some items. Take the elevator and exit the cave; this will place 
you at another group of Coal Tar pits just before the Boss. Lone 
Hunter Schmidt can be summoned from the Summon Sign on your 
right immediately after dropping down from the cave exit, but you'll 
also be able to summon Lucatiel shortly, so you may want to forgo 
summoning him 


World Event 

Now that you have the Forgotten Key, make sure you re- 
member to circle back around and drop down again so that 
you can open the doors. Behind the doors is a Shrine to the 
Abyss, where you'll also find Darkdiver Grandahl. You need to 
speak with Darkdiver Grandahl at each of the three Shrines of 
the Abyss before he'll give you access to his merchandise and 
allow you to join the Pilgrims of Dark Covenant. You'll also be 
able to offer Human Effigies to him to power the Shrines to 
the Abyss, which you can then use to travel to the mysterious 
Dark Chasm of Old. For more information on this area, please 
refer to P423 Remember to also take another trip down The 
Pit now that you have the key, since it will allow you access 
to a number of items from behind the door there. 


d If you follow the fossilized skeleton along from the Summon 

Sign, you'll come to a small cave containing a chest; there are 
also several statues positioned to simultaneously strike anyone 
entering the tunnel with poison, so destroy these carefully while 
entering The chest itself is made of wood and positioned 
directly on top of a pool of tar, so using any kind of fire-based attack 
in this enclosed space runs the risk of igniting the tar and destroying 
the chest. Exit the tunnel and destroy the nearby pots to get 
another item. 

d Cross over to the other side of the area now, and look for a 

narrow path running around the edge that leads into a hidden 

cave with the area's second Bonfire Rest up at the Bonfire 
if needed, and use the Summon Sign to bring Lucatiel to your aid if 
you want. Break the nearby pots to reveal a hidden Pharros' 
Lockstone, and then continue along the tunnel behind them to drop 
back down into the main area. Head through the nearby Fog Gate 
now to do battle with The Rotten 


d After defeating The Rotten, fully restore your HP and run through 

the large burning tar pit clockwise from the entrance to pick up a 
Fire Seed Continue clockwise around the room to a small 
cave entrance. Just inside is a small room on the right with a chest 
containing a Sublime Bone Dust; take it and proceed farther in. 
Light the Primal Bonfire in the center of the large room and examine 
it again to Travel back to Majula, and from there, head back to the 
Iron Keep. 
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B HUNTING DOG 


A mutated canine born from the experiments conducted by 
Lord Aldia. Hunting Dogs are not a naturally-occurring species 
and are therefore only found in areas to which they were 
introduced by the Dragon Acolytes. A number of them were 
dumped into The Gutter over the course of Lord Aldia’s research 
and continue to prowl its depths in search of anything that 
might serve as a meal. 


Strategy 

An incredibly simple and straightforward enemy, the Hunting Dog is 
slow-moving and lacks any means of ranged attack. These grotesque 
beasts are only dangerous at close range and can be defeated 

with magic or ranged weapons at virtually no risk. Up close they 

will use a frontal bite attack and will swipe with their front claws 

at players standing to their sides; they have no rear-aiming attacks 

at all. Players utilizing melee builds should attack from outside the 
Hunting Dog's range with far-reaching swings or, if restricted to 
smaller weapons, bait the bite attack and then close in with a series 
of two-handed strikes. Hunting Dogs can also be pushed or lured off 
ledges and will follow Alluring Skulls if one is thrown to them. 


HP Souls Respawn 


Hunting Dog 1020 660 Yes 


Probabliity Page 


Aromatic Ooze 10 399 


COAL TAR 


Ambush predators living 
in the tar pits of Black 
Gulch. These mysterious 
invertebrates wait for 
prey to pass within 
striking distance and then 
burst out to attack, using 
finger-like appendages 
to immobilize the victim 
while grinding it apart 
with hideous chewing 
mouthparts. 


Strategy 

The greatest danger presented by Coal Tar is their Pit Ambush at- 
tack. The safest way to prevent them from ever being able to use it 
is to strike the tar pits from a distance with any form of fire damage 
such as Pyromancy or Firebombs. This will set the tar ablaze, forcing 
the enemy to abandon its ambush and placing it in the open, where 
it can be finished off with ranged or melee damage. Otherwise, 

the ambush can be triggered by dashing past the edge of a tar pit 
to momentarily enter the monster's range. Once its trap is sprung, 
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the Coal Tar has only one other attack: it will pursue the player and HP Souls Respawn 

i ann 
perform a spinning tackle when it reaches close range. coaltar PE a0D Sha 
Coal Tar are simple enemies, but their attacks are quite strong; it is Ambush from within tar pits 
best to avoid being hit if at all possible. They are extremely weak Probabliity Page 
against fire but also have very low poise and no abnormally high en 
resistances, so the universally critical element to eliminating them Large Titanite Shard 10 310 
is to stay out of their reach. When facing a Coal Tar up close, simply Titanite Chunk 5 210 


strafe backward out of the range of their spinning tackle or block 
it if equipped with a strong shield, then counterattack during their 
recovery. 


B CORROSIVE ANT QUEEN 


A queen of the species of giant corrosive ants native to Jugo. 
Only one exists in Drangleic; its presence in The Gutter seems 
to suggest that it began its life in the laboratory of Lord Aldia’s 
mansion and eventually outlived its usefulness. 


Strategy 

The Corrosive Ant Queen is completely defenseless, immobile and 
incapable of attacking players. It expels a mist from large pores in 
its abdomen, which will degrade the durability of equipment, but its 
extremities can be safely attacked with melee weapons for a merci- 


fully easy kill. 
HP Souls Respawm 
Corroslve Ant Queen 3070 300 No 
Probability Page 
Polson Moss 100 396 


B RAZORBACK NIGHTCRAWLER 


This giant millipede is found only in Black Gulch. In contrast 

to the artificial creatures roaming The Gutter, the Razorback 
Nightcrawler is a product of an undisturbed evolution. They are 
more than capable of crushing a careless passer by with their 
great weight and tremendous power. 


techniques are powerful but very slow, allowing ample time for the 
delivery of a blade to their exoskeletons between attacks. A direct 
hit from the Razorback Nightcrawler’s lunging or swinging attacks 
will send players flying, usually off the cliff; however they have a 
blind spot at the opening of their tunnels where almost none of 
their attacks can reach. They can only strike this area with Razorback 
Ram, a forward charging attack which is telegraphed long in advance 
and extremely easy to avoid; simply stand as close to the base of 
their tails as possible and hit them until they withdraw into the wall, 
then step back. 


HP Souls Respawn 
Strategy 
Two Razorback Nightcrawlers are encountered in close proximity melt ntm En id 

on the narrow ledge past the first set of tar pits. They are station- Probability Page 

ary and will not leave their holes to pursue the player, making nennen 
them easy pickings for archers and mages. Their limited offensive Polson Stone 10 an 
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MM ELITE GIANT 


Senior soldiers of the army of Giants that invaded Drangleic Strategy 

long ago. Far larger and more formidable than their Elite Giants are among the most powerful enemies in Dark Souls 
subordinates, the only Elite Giants to have survived the war Il, boasting bottomless reserves of health and unblockable attacks. 
reside in a hidden cavern in Black Gulch. The two obelisk- It is easiest to deal with them at range; projectiles will inflict some 
sized stone clubs wielded by an Elite Giant can reduce flesh to damage, but the Giants’ high defense and hit points render spells 
paste and bone to powder. This mountain of a foe is beyond the most effective means of fighting them from a distance. Going 
all but the mightiest of warriors or the most bottomless of toe-to-toe with these powerhouses is much trickier and generally 
ammunition stockpiles. requires players to stay directly behind the Giant; however even this 


spot is not completely safe as they can strike in a nearly 360-degree 
radius with their horizontal swings. 


Anyone fighting the Elite Giants in Black Gulch at range is encour- 
aged to take refuge in one of the small caves off the main chamber. 
The Giants cannot fit into these rooms and players situated along 
the rear walls can snipe or cast from relative safety; the entrances 
are not safe as the Giants’ horizontal swings can strike a consider- 
able distance through the walls. Melee fighters should make use 
of the refuge of these small caves and dart out to attack until only 
one Giant remains; at this point it is preferable to fight in the large 
chamber, which affords more room to maneuver. 


The Elite Giants are most vulnerable after landing from the Calami- 
tous Descent jump attack; to avoid this simply run toward them 
when they leap into the air. You will pass beneath them and they will 
land behind you, affording an opportunity for a few swings before 
circling behind them again. They can also be poisoned via Pyroman- 
cy‚ Hexes, Poison Arrows or Poison Throwing Daggers. 


HP Souls __Respawn 
Elite Glant 2650 4000 No 
Probability Page 


None - - 


MA DARK SPIRIT - MELINDA THE BUTGHER 


Wherever the lost and wretched gather, those who prey upon them 

are never far away. So it always has been, and so it is in The Gutter, a 
settlement of filth and pestilence where the endless struggle to survive 

has driven its darker souls to seek sustenance through the consumption of 
living flesh. Beware, lest this cannibalistic legacy claim yet another victim… 


Strategy 

Melinda the Butcher will invade in The Gutter when the player reaches the ledge 
with a Ring of Soul Protection in a chest. She will appear on top of a nearby plat- 
form but will be unable to reach the host from that location. When she invades 
simply follow the wall from the treasure chest back to the Upper Gutter Bonfire 
and wait for her to find her way to you there; she may fall to her death along the 
way and never even reach you. 


If she does reach you, fighting at the Bonfire obfuscates the necessity of mak- 
ing an extra trip to collect your Souls should you be killed. Lacking any armor to 
speak of, Melinda has almost no poise and can easily be stunlocked with melee 
attacks or targeted with spells from an adjacent platform. The quickest way to 
get her out of your hair is simply to lure her to a ledge and push her off with a 
flurry of weak attacks. Her Greataxe deals heavy damage, but can be dodged 
easily by merely rolling or strafing to the side; its heavy swings will leave her 
open and vulnerable to counterattack. 


HP Souls ___Respawn 
ennen 
Dark Spirit: Melinda the Butcher 1860 1501 No Prisoner's Hood 
probabsty En Prisoner’s Tatters 
Prisoner’s Gloves 
Groataxe 43 1 327 
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MNBOss - THE ROTTEN 


A patchwork entity born from an amalgamation of lost souls 
and the withered bodies they inhabited, over time The Rotten 
absorbed so many life forces that he came to possess a 
Wondrous Soul of his own. He dwells deep below the surface 
world, embracing all that arrive at his sanctuary for things 
unwanted or thrown away and granting them new life as a part 
of himself. 


Wrath of the Rotten 


Horfzontal Cleave 


Horizontal Cleave 

The Rotten has several variations of this move in which he will 
swing his cleaver in a frontal 180-degree horizontal arc from right 

to left or left to right. All should be handled in the same way: if the 
player is at the edge of melee range or farther from The Rotten, 
simply roll or strafe backward and the slash will miss. Players within 
very close range can roll through the slash either directly toward or 
directly away from The Rotten, or sideways in the opposite direction 
of the swing (for example, if The Rotten swings from left to right, 
the player should roll through the blow from right to left utilizing the 
rolling invincibility frames to avoid being hit). These swings can be 
blocked with a shield but drain tremendous amounts of stamina 


Horizontal Cleaves are good opportuni- 
ties to attack The Rotten, as he takes 
time to recover afterward; melee char- 
acters can move in immediately after 
the attack and land one or two swings 
before backing off, whereas ranged 
characters can begin their counterattack 
immediately after evading the swing. 
The Rotten will only use Horizontal 
Cleaves in combos as the final blow 
and will otherwise employ them one 

at a time. This attack can be identified 
when The Rotten moves his cleaver to 
one of his sides and momentarily holds 
it there in preparation for the swing; if 
the player is too close to roll backward it 
will be necessary to use this indicator to 
calculate the timing of a sideways roll. If 
his right arm is severed, The Rotten will 
continue attempting to use this attack, 
but will be unable to damage the player 
by doing so. 
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Vertical Cleave 

The Rotten has several variations of this move in which he swings 
his cleaver over his head to attack the area directly in front of him. 
All variants of Vertical Cleave have some level of rotational tracking 
and evading them by rolling sideways requires fairly precise timing 
The Rotten can chain up to three Vertical Cleaves into a combo, and 
can alternately end the combo with a Horizontal Cleave instead. The 
strongest variant of Vertical Cleave, and also the easiest to dodge, 
will be used when the player is at close to mid range. The Rotten 
will raise his cleaver above him and pause for an instant before 
bringing it down; the momentum will carry him forward a short 
distance. When you see the more exaggerated windup signifying 
this attack, wait until The Rotten begins bringing down his cleaver 
and then roll either directly toward him or counterclockwise (to your 
right). These attacks offer opportunities to strike and attempt to 
sever The Rotten's right arm. 


For all other forms of Vertical Cleave, if the player is not close enough 
to hit The Rotten with a melee attack it is preferable to dodge the 
overhead swing by rolling backwards. This will place the player out of 
range of any subsequent swings and enable an advance immediately 
after The Rotten executes his strike, but be advised that it may be 
necessary to wait out two or three swings before moving back in to 
attack. Players who find themselves extremely close to The Rotten 
when he uses the faster forms of Vertical Cleave should roll to the 
sides rather than backward, as a backward roll from such close prox- 
imity will not clear the danger zone. If his right arm is severed, The 
Rotten will continue attempting to use this attack, but will be unable 
to damage the player by doing so. 


Double Slam 

The Rotten will slam his left hand onto the ground at his side, fol- 
lowed immediately by slamming his cleaver onto the ground at his 
right side. This attack is typically seen when the player is standing 
directly to either of The Rotten's sides, and it will strike these areas 
but does not hit directly in front of him. The best way to avoid it in 
either case is simply to strafe toward The Rotten's back or simply roll 
away from him. Players who find themselves behind him when he 
uses this move can take the opportunity to deliver a few additional 
attacks. 


Left-Handed Punches 

The Rotten has a few variations of a simple clothesline or ground 
slam with his empty left hand. All should be handled in the same 
way: simply strafe or roll backward and away from The Rotten when 
he uses them. These swings all offer a prime opportunity to attack 
The Rotten and, if desired, target his left arm in an attempt to sever 
it. 


The Black Gulch Twist 

An unblockable grab attack executed with The Rotten's left hand 
when the player is at extremely close range. The Rotten will raise 
his left hand slowly into the air and make a swiping grab at the 
ground directly in front of him; should the hit detection box for this 
attack connect in even a glancing manner the player will be pulled 
into an inescapable animation in which The Rotten will lift the victim 
above his head in both hands and twist. This attack inflicts severe 
damage but the initial grab is easily avoided even at close range 
simply by rolling backward. If The Rotten misses he will be left open 
and vulnerable to attack 


Wrath of the Rotten 

A wide-ranging spherical area attack which The Rotten will begin 
using at or below 50% health to strike players within a radius of 
approximately fifteen feet. There is very little time to react to this 
attack and players are advised to keep The Rotten at mid range once 
his life has been reduced by half; this attack can be identified when 
The Rotten raises both his hands and begins charging a glowing 
white mass of energy between them. As soon as you spot this 
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The Black Guich Twist 


immediately roll directly backward and away from him; players who 
are extremely close will need to roll twice in order to escape and 
those who are just outside melee range or farther will only need to 
roll once. This attack is almost entirely Dark-based and will drain a 
tremendous amount of stamina if blocked, so players are cautioned 
against attempting to guard it 


Rotten Requiem 

The Rotten will begin using this Dark-based area attack at mid to 
long range when his health has been reduced to 50% or below. He 
will raise his cleaver into the air above him and charge a glowing 
white mass of energy on the blade, then bring it down in a forward 
slice, which will release a frontal cone-shaped wave of energy. The 
conical blast of darkness becomes wider the farther it is from The 
Rotten; therefore this attack is easier to dodge the closer he is to 
the player. When you see him raise his cleaver and begin charging 
energy, roll or dash clockwise; two rolls are usually required in order 
to avoid being hit. Rotten Requiem has extremely long range and 
players should not expect to outdistance it; attempting to block it is 
also not advised as its damage is almost entirely Dark-based and it 
will drain tremendous amounts of Stamina 


Rotten Regurgitation 

At close to mid range The Rotten will hold his stomach with his hand 
and vomit a cascade of dark-purple tar. This attack does not reach far 
but the vomit will immediately ignite if it comes into contact with 
the player, inflicting heavy Fire damage. To avoid this attack simply 
strafe backward when The Rotten places his hand on his abdomen. 


Rotten Regeneration 

If one or both of his arms have been severed, The Rotten will even- 
tually halt his attack for a short period of time and regenerate them 
If he is missing both arms he will regenerate both simultaneously. 
This is not an offensive technique and players can take advantage of 
The Rotten's temporary vulnerability to deal a few additional attacks 
while he regrows his lost limbs. 


Rotten Requlem 


Rotten Regurgltation 


Rotten Regeneration 


Strategy 

Melee-oriented characters should keep The Rotten at very close 
range until his health has been reduced to 50% and are advised 
to dodge his attacks by rolling toward him when possible. This will 
allow for an immediate counterattack after each of his swings and 
will keep him within melee range. Both of The Rotten's arms can be 
severed by concentrating your attacks on the desired limb; cutting 
off his left arm will yield a corpse with a Pharros' Lockstone and 
disable his grab and punch attacks, and removing his right arm will 
deprive him of his cleaver and render him far less dangerous. We 
strongly advise that melee characters make every effort to target 
The Rotten's right arm, as successfully severing it will create an 
extended opportunity to attack him with minimal fear of reprisal 


After The Rotten's health falls below 50% melee fighters should 

keep him at mid range in order to maintain a sufficient buffer of 

space to escape Wrath of the Rotten; from this point onward we 
HP 


Souls Respava 


The Rotten 7080 47000 


Probablity 
nnn 
Soul of the Rotten 100 397 


Pharros’ Lockstone Arm Cut 401 


recommend dodging his attacks by backing or rolling away from him 
when possible (or to the side if he uses the slow Vertical Cleave, 
which will carry him forward and thwart a backward dodge). In 
general, dodge The Rotten's attacks according to the move list above 
and heal or attack during his recovery periods. He will eventually re- 
generate his arms if they have been severed, but the opportunity af- 
forded by disabling his right arm is well worth the additional trouble. 


Ranged and magic-oriented characters should keep The Rotten at 
mid to long range throughout the battle and are advised to dodge 
his attacks by backing or rolling away from him whenever possible; 
the only notable exception will be the aforementioned slow Vertical 
Cleave which will typically require a clockwise roll. Non-melee builds 
will find it difficult but also unnecessary to sever The Rotten's arms; 
ample opportunities for ranged counterattacks will be available after 
a backward dodge. 


Stamina Damage 


Horlzontal Cleave No Yes Extreme 
Vertical Cleave No Yes Extreme 
Double Slam No Yes Extreme 
Left-Handed Punches No Yes Extreme 
The Black Gulch Twist No No Unblockable 
Wrath of the Rotten No Yes Extreme 
Rotten Requlem No Yes Extreme 
Rotten Regurgitation No Yes Heavy 
Rotten Regeneration N/A N/A NAA 
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High above the Earthen 
Peak lies the remnants of 

a once mighty castle. This 
keep was made out of iron, 
and it was so immensely 
heavy that it actually sank 
into the ground. Well, that's 
the rumor. The Iron Keep 
did indeed sink, but you'll 
need to search for the real 
cause for this magnificent 
fortress’s downfall. 


‘Throshold Bridge 


5 


Ge 


NS 
° 


Human Effigy xt 


Crystal Lizard 067 
B Alonne Knight 178 
Alone Knight Captain 178 
\ronclad Soldier 179 
@ The Pursuer 062 
Bell Keeper 097 
& Bell Keeper Mage 180 
& _Greatsword Bell Keeper 180 
Dual Avelyn Bell Keeper 181 
_ _Smelter Demon 181 
Old Iron King 1e4 


Dull Emberxt 


ron key xl 


Pharros' Lodkstone x1 


ND 


XL s 
Sef 9 
t° 
SS Mo - Smoltar Daron & 


The Pursuer 


© 
\ 
© 


$ Lucatial of Mirrah Lie Ang +1, 
SN Fire Arrow „20 (Summon Sign) Twinkling Titanite xl 
N (Middle platform) 
| 
Zwehhander xl Large Soul of a Large Titanite Shard x2, 
Nameless Soldier xl, Patrihad Dragon Bone x1 


Rad Leach Trochos xl 
Magorold of Lanafir Soul of a Proud Knight, 


Repair Powder xl (Bottom ledgel 


Phoenix Parma x1 
(Bumming platform) 


\ 


Bonfire Ascatic xl _ 
NS | 
\ iN Primal Bontiro, 


\ 
\ 
\ 


Iron Key 402 
Life Ring+1 403 
Zwelihander 319 
Dull Ember 402 
Phoenix Parma 350 Sublime Bone Dust xl 
Petrified Dragon Bone 310 
Porcine Shield 354 
Thunder Quartz Ring+1 403 
Pyromancy: Immolation 393 
Black Knight Greatsword 317 
Protective Chime 346 
Grand Spirit Tree Shield 363 
Fire Seed 210 


Pyromancy: Chaos Storm 392 
Lightning Winged Spear 233 


Dark Armor Set 379 
Black Knight Greataxe 328 
Covetous Gold Serpent 

Ring 404 
Lightning Short Bow+1 346 
Sublime Bone Dust 401 
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IRON KEEP & BELFRY SOL 


ET 


Before crossing the bridge, head down the stairs to the left here 

to find and activate the first Bonfire of the Iron Keep. Next to the 
Bonfire, you'll see an area of ground that is smoldering and appears 
to be on fire. Stepping on this burning ground will severely damage 
you and your equipment [>> 01). However, several items and areas 
can only be reached by crossing it. If you can't resist the lure of the 
items available, be sure you have full health, and equipment that 
raises your fire resistance. Casting spells like Magic Barrier or Flash 
Sweat can also keep you alive, and if you have it, equipping a 
Bracing Knuckle Ring can also keep your equipment intact. The item 
in the burning ground near the Bonfire is a Human Effigy. Go back to 


the bridge and head across it. 
d Halfway across the bridge you'll notice the right-hand side has 
collapsed away {>} 02). If you drop down from here, you can 

cross a series of platforms via jumping to get to a Bonfire Ascetic. Be 
warned that some of the platforms are burning and will damage you, 
so heal after crossing each one. To return back to the start of the 
bridge, you'll have to cross the platforms again, heading left to where 
you can then jump onto low ground near the base of the bridge. On 
the other side of the bridge are a pair of Alonne Knights, fast and 
powerful enemies. Lure them back across the bridge to the limits of 
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their attack range and then engage one of them while the other 
retreats. After they've been defeated, proceed through the large iron 


doors. 
d In this room, you'll find two more Alonne Knights standing 
sentry in the middle area just past the small staircase on the left. 
Attract their attention one at a time by using ranged attacks. You'll 
see a statue spouting flames in the middle of the room, with an 
item just under the fire at Position A. By carefully edging toward 
the item from the left side at a slight diagonal angle, you can pick it 
up while taking minimal damage from the fire [> 03). The item is 
the Iron Key. Head down the small stairs and through the door on 
the left for now. 


World Event 

Now that you have the Iron Key, you can return to the Forest 
of Fallen Giants and explore the underground area on the 
other side of the door near where you faced off with the 
Last Giant. That area has numerous Flame Salamanders and 
items, so taking the trip down there can be very lucrative. 


d Head down this corridor and you'll come to a small room that 
houses a merchant by the name of Magerold of Lanafir k 
As soon as you get to this room, turn around and raise your shield, 
since you might be attacked by an Alonne Knight from behind if he 
detected you. Defeat him, and then speak to Magerold. Along with 
selling you items, he has the unique ability to infuse your spells with 
Incense if you have the items Simpleton's Spice or Skeptic's Spice. 
This will lower the Intelligence or Faith requirement for the spell by 
1, which can be very handy for melee focused players as it will 
allow them to make use of higher level spells without having to 

invest as many points in those attributes 


Once you're done with Magerold, go back through the corridor and 
look for an opening on your right, which will lead to a staircase. If 
you didn't trigger the ambush from the Alonne Knight when you 
went into Magerold's room earlier, you'll find him at the top of the 
stairs. Defeat him and claim the item on the corpse near the open- 
ing in the wall. 


d Once you've done that, go over to the apparent dead end in the 

corner of the room and interact with the wall at Position B to 
discover a hidden door Head through it to find a corpse 
with an item on it and a ballista. Interact with the wall the ballista is 
facing to open another hidden door, on the other side of which you'll 
find an Alonne Knight facing away from you. Backstab him instead 
of using the ballista, since it will only do minimal damage. The next 
room contains two more Alonne Knights, so use the narrow 
opening leading to the ballista room to funnel them and defeat them 
one at a time. The left path out of this room will just lead back to the 
fire breathing statue room, so head right. 


d You'll emerge in a vast open area, crisscrossed with walkways. 
This area is dotted with Alonne Knight Captains equipped with 
powerful Greatbows, most of whom are perched on platforms from 
which they can fire at you from long range. As you head left along 
the ledge, you'll be attacked by the first of these Captains from 
behind and to your right Take him out with ranged attacks, 


or keep running along the ledge keeping the pillars on your right 
between you and the Captain when you can. 


Further along the ledge you'll find another Alonne Knight waiting for 
you. Don't engage him, since there is an Alonne Knight Captain be- 
hind him supporting him with arrows. Instead, run past the Knight, 
under the platform the Captain is standing on, where you will be 
safe from his arrows. Defeat the Knight here, then proceed to the 
end of the ledge and drop into the gap (you'll take slight damage 
from the fall, so ensure you have the health to do so). Run to the 
end of the platform at the bottom to get the items sitting at the end, 
and then return and climb the ladder to the top. Take out the Alonne 
Knight Captain when you do, and then open the chest to get the 
items inside. You can take out another Alonne Knight on a bridge in 
the center of the room from here if you have ranged attacks, and 
then you should drop down back onto the ledge. 


d Make your way back along the ledge to get to this point, and 


then head down the stairs on your left. You'll find an Alonne 

Knight at the bottom waiting for you, so take him out. You'll find a 
door and a lever on this platform. Do not touch the door; opening it 
will release a jet of fire in your face that will kill you ‚ Pull 
the lever, but be careful when doing so if you left the first Alonne 
Knight Captain alive, as he can fire upon you from where he is. Pull 
the lever, and then get back onto the ledge and proceed along the 
newly lowered bridge, again being wary of the pesky Alonne Knight 
Captain. 
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d An Alonne Knight awaits you on this lowered bridge. Take him 

out, preferably out of sight of the Alonne Knight Captain by luring 
him back to your side of the bridge. Run across the bridge after- 
wards, watching out for arrows from an Alonne Knight Captain to 
your lower left near a Fog Gate, and jump down onto the ledge 
below at the end. Head left and take out the aforementioned 
Captain, but don't go through the Fog Gate just yet. Turn around and 
run to the end of the ledge, jumping over the small gap to reach a 
chest at the other end q 


d Just before the chest, look over the edge of the ledge at 
Position C and locate the platform below you near a doorway 
‚ Run and jump onto that platform, and collect the Dull 
Ember from the corpse there before going into the nearby doorway. 
Proceed up the ladder you find here to finally come face to face 
with the Alonne Knight Captain that's been tormenting you if you 
haven't taken him out with ranged attacks. 


Once the area is clear, you'll notice that there is a Pharros’ Contrap- 
tion on the wall, and if you use a Lockstone on it, it will create a 
pool of healing water just in front of the Contraption. Unless you 
have a large number of Lockstones, using one on this Contraption 
is not recommended due to the relative proximity of the Bonfires 
in the area, and the fact that there is a much better place to use a 
Lockstone in this area. Jump off the side here to land back on the 
ledge near the chest when you're ready to continue. 


World Event 

The Dull Ember can be taken to the blacksmith — Steady Hand 
MeDuff if you have unlocked his area inThe Lost Bastille, 
Once he has the ember, you'll be able to infuse your weapons 
with the different elemental and status effecting stones to 
greatly augment their abilities. 


174 _DARK SOULS II COLLECTOR'S EDITION GUI 


d You should be able to jump onto a pillar to your left from the 
ledge here. Be careful to space and angle the jump just right, so 
your post-jump roll won't send you into the lava „Pick up 
the Large Soul of a Nameless Warrior and Red Leech Troches from 
the corpse, and then drop down to the ledge in front of you. Again, 
do not enter the door you see here, since it will lead to the same 
fire-filled room. Instead, pull the lever on the left to lower the earlier 
bridge completely, and then fall off the edge to the staircase below 

you. 


The bottom of this staircase leads to a large burning platform that 
will be extremely tough to survive if you decide to go for the chest 
on it, which contains the Phoenix Parma shield. 


Head back up the staircase and it will lead to a wheel that you 

can turn ‚ Do so, and you can enter the doors that 
previously released fire upon opening them. Drop down to the right 
of the wheel to get back to the door and go into the room now that 


it's safe to do so. Pick up the items from the corner, and then climb 
the ladder. Defeat the Alonne Knight Captain on this bridge and then 
grab the items he was guarding. Don't go up the ladder behind him 
just yet, however, and instead head back toward the Fog Gate you 
saw earlier. 


Before going through the Fog Gate, however, make sure you use 
the Summon Sign nearby to call upon the assistance of Lucatiel of 
Mirrah, which will be invaluable in the upcoming battle. Go through 
the Fog Gate and prepare to do battle with the optional boss, the 
Smelter Demon; while this boss is optional, defeating it is highly 
recommended, because it will give you access to another Bonfire in 
the area. If you don't want to fight it, or are having trouble defeating 
it, you can continue through the area from Point 13, which you can 
reach by going through the room that was previously engulfed in 
fire. 


d After defeating the Smelter Demon, go to the back of the boss 

room and up the stairs. You'll find the second Bonfire of Iron 
Keep here, as well as a chest. This is a good place to use as a base 
camp to begin farming Alonne Knight Captains, who give a huge 
amount of souls for this point in the game. Continue on past the 
Bonfire, which will lead to the area at the top of the ladder that the 
Alonne Knight Captain from earlier was guarding. If you just used 
the Bonfire, be sure to kill the Alonne Knight Gel in front of you 
before heading right to the next area 


World Event 

If you return to the room where you faced the Smelter 
Demon after resting at a Bonfire or leaving the area, an old 
nemesis in the form of The Pursuer will appear in the middle 
of the room. He's just as tough as when you faced him earlier 
in the game, so you'll still need to be very careful. If you man- 
age to defeat him, however, you'll be rewarded with a Ring of 
Blades +1. 


d As you approach the two Ironclad Soldiers across this bridge, the 

rear one will slam his club into the ground, and start trying to 
break a section of bridge while the front one advances toward you. 
Let him come all the way across and fight him near the Bonfire, so 
there is less risk of you being knocked into the lava. After he is 
defeated, jump over the gap on the far side of the bridge and lure 
the second Ironclad Soldier toward the doorway, but don't venture 
too far into the room beyond or you will have to deal with an Alonne 
Knight firing at you at the same time. 


Proceed into the area beyond the bridge, and into the door on the 
left. If you have a Pharros' Lockstone, use it on the Contraption 

on the wall. Doing so will allow you to strike the wall next to the 
Contraption, and climb to the area above . Open the chest 
in this area, and after retrieving the contents, activate the Bonfire up 
here before climbing the ladder nearby up to Belfry Sol. If you didn't 
have a Lockstone to use here, continue reading from Point 16, 


d Similar to Belfry Luna, you'll find a Bell Keeper just before the 

Fog Gate. Proceed through the Fog Gate when you're ready, after 
which you'll be met by two Bell Keepers and a Bell Keeper Mage. 
Use the pillars and structures dotted to keep something between 
you and the Mage while you deal with the Bell Keepers. At the back 
of this large area you'll encounter another Bell Keeper and a 
Greatsword Bell Keeper. Take them out so you can explore in peace. 


Near the rear of this area, where the Greatsword Bell Keeper was 
stationed, you'll find two towers you can enter „ Go around 
the side of the left tower to find a corpse that is holding an item. 
The tower on the right contains the all important lever that allows 
you to ring the bell, and by entering the tower on the left you'll be 
able to climb the ladder inside to reach the rooftop area. 


World Event 

Like your previous encounter with a Bell Keeper, if you go 
through this one's dialogue, you'll eventually be given the 
option of joining the Bell Keeper Covenant to help protect 
their precious Belfry. For more information on this Covenant, 
please refer to P422, 
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d You'll emerge onto a rooftop and immediately be accosted by a 

Dual Avelyn Bell Keeper, so close the distance and deal with him 
on the rooftop. At the rear end of the rooftop, you'll find a corpse in 
the right corner holding another Simpleton's Spice. On the other 
side of the rooftop, you'll see a lower area behind a gate with some 
enemies waiting for you. Get their attention and the Greatsword Bell 
Keeper will head toward you, while the Bell Keepers will begin 
firing. Retreat backwards to the other side of the roof, using the 
pitch and angle of the roof as cover. Once the Greatsword Bell 
Keeper gets to you, take him out here, and then head down to the 
lower area to finish off the Bell Keepers. 


Before going through the Fog Gate, check to the right of it to find a 
corpse holding an item, and then go through the gate and open the 
chest. Go down the stairs and, after grabbing the items, proceed 
along the corridor to re-enter the Iron Keep. The platform you're on 
is just above the area with the ladder leading back up to Belfry Sol, 
but before dropping down, interact with the wall on the right to 
open a hidden door „ Open the chests in the room you can 
now access, and then drop down to the area below. If you need to 
use the Bonfire to rest, you'll have to Travel back to the lronhearth 
Hall Bonfire and make your way back into the main room below, 
otherwise just go down the ladder. 


d Pull the lever to lower a platform in the center of the room that is 
housing a pair of lronclad Soldiers. Doing so will dunk them into 
the lava and kill them, and also rearrange some of the platforms so 
you can access a ladder you couldn't normally. Before heading out 
onto the platforms, head up the stairs past the lever and continue 
on straight. You'll see a Crystal Lizard just past some stairs beneath 
you, so kill it from range if you want to claim it's bounty before it 
runs into the lava „ Head around the corner and down the 
stairs, being careful of an Alonne Knight Captain firing at you from 
the other side. 


02 


You'll want to move toward the Alonne Knight Captain, but be care- 
ful not to step on pressure plates on the floor, because they will trig- 
ger lava flows. While these flows can still be jumped over, avoiding 
stepping on the pressure plates makes life easier in the long run. 
Pick up the Radiant Lifegem from the corpse as you head toward 
the Captain. Take him out, and if you think you can survive it, head 
down the stairs next to him to a burning platform area. Heading to 
the right across these will lead to a Fire Seed item, while going left 
leads to a chest that contains the Chaos Storm spell. Head back up 
the stairs and prepare to cross the platforms. 


While the lronclad Soldiers have been dunked in the lava, there 

are still two Alonne Knight Captains on the rear platforms that 
can fire at you. Take them out with ranged attacks if possible, or else 
their arrows will likely knock you off these platforms into the lava, 
even when blocked. If that isn't possible, quickly make your way 
across the platforms, timing your run to get past the fire breathing 
statues. While moving around on these platforms, be very careful 
that you don't step on the pressure plates that are found on the 
connecting beams, because stepping on one will cause a platform 
to drop away. Take out the Alonne Knight Captain on the left first, 
and pick up the item on his platform before crossing over to the 
other side and taking out the other enemy. When they're both dead, 
climb the ladder at Position D to reach the next area ) 


d The chest here is actually a Mimic, so hit it with powerful attacks 

while it is still in chest form, and then pick up the items it drops 
after defeating it. Go up the stairs past it, and then all the way to the 
end of the ledge to reach a real chest. Climb the ladder that's near 
to the chest up to the next area. This room contains another 
Contraption on the wall which, when a Lockstone is inserted into it, 
will create a healing pool of water )4). Use it to heal if you 
absolutely must, and then head through the door on the other side 
of the room and up the stairs. 


d Before getting to the end of the stairs, be aware that the next 

room contains three Alonne Knight Captains, all with their 
Greatbows trained on you. Also, if you enter the room, you'll drop 
off a ledge, and cannot retreat back down the stairs. Try to stand 
near the edge of the stairs and do as much damage as you can with 
ranged attacks before dropping into the room and engaging them. 
Once they've been defeated, get the item from the corpse, and 
open the chest. There's a large hole in the middle of this rooftop 
area, and within it are a number of beams that you can drop down 
onto to make your way down safely )5). 


When you get to the long walkway above the smelting pot, try to 

take out the Alonne Knight waiting on the adjacent walkway with 
ranged attacks. Carefully drop onto the lip of the smelting pot and 
pick up the item from the corpse inside it | 6). From there, 
drop down onto the lower walkway and finally onto a ledge below 
that. Go through the Fog Gate instead of down the stairs, and then 
take out the Ironclad Soldier on the other side and pick up the items 
that were behind it. Return back to the previous room now and go 
down the stairs, 


d This narrow corridor houses an lronclad Soldier, so bait him into 
missing attacks and take him out during the recovery. Pull the 
lever further along the corridor to raise the barrier and carry on 
through, but be careful, since there is another lronclad Soldier just 


around the corner. Take him out, and then watch out for the flames 
in the room beyond. Wait to see the timing of the gap in the fire, 
and then carefully time a roll past to the left of it into a safe corner. 
Be careful not to touch the walls in this room, since they are 
covered in spikes and will damage you if you do, and don't be 
tempted by the item on the floor under the flames of the middle 
statues; you'll get it soon. Carefully time your run to get past the 
two statues on the left side, and then climb the ladder in the corner 


You'll find a room at the top with another ladder at the back. Climb 

it and you'll find the final Bonfire of the area, along with a switch on 
the rear wall that will turn off the fire breathing statues. Do so, and 
you can now make your way back down and get the item you saw 
earlier safely. Head down the stairs out of the room, defeating a fi- 
nal lronclad Soldier on your way, and then continue along the narrow 
path toward the Fog Gate in the distance. Go through the Fog Gate 
to start your battle with the Old Iron King. Upon defeating him, you'll 
receive another Great Soul. Head around the side of the building 
outside which the battle took place to find a doorway leading to a 
room with a chest in it. After looting the chest, go down the nearby 
stairs to reach another Primal Bonfire. Light it, and then use it to 
return to Majula, and from there head toward the Shaded Woods. 
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KBALONNE KNIGHT 


KATANAgBOw 

The Alonne Knights’ loyalty 
to one another is the stuff 
of legends, and they held 
fast in their positions even 
as the once-great Iron Keep 
sank into the fiery earth. 
The blades they wield were 
forged by one of the true 
artisans entertained by 

the Iron King during his 
kingdom'’s heyday. 


Strategy 

Katana 

The sharp blades of the Alonne Knights can easily cause Bleeding, 
even through a shield. They also tend to two-hand their weapons, so 
they won't rebound easily, 


The Alonne Knights don't have a lot of Poise and don't carry a shield, 
so heavy weapon users should attack aggressively. If you use a 


MB ALONNE KNIGHT CAPTAIN 


KATANA, GREATBOW 


The leaders of the Alonne Knights don fantastic armor that 
retains its brilliant shine to this very day. Despite having an 
army of the finest warriors equipped with the best weapons and 
armor to be found across the land, the Iron King's reign did not 
last. A true king requires more than simply the strength of arms. 
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‘Overhead Slash] & 


lighter weapon, the Stone Ring can help you stagger them more 
easily. Rolling behind them and using a backstab is another option 
They tend to attack predictably upon entering melee range, so it is 
also possible to parry them. 


Bow 

Bow-wielding Alonne Knights are identical to other Alonne Knights in 
melee combat, but they will draw a greatbow and fire large arrows 
at you when you are far away. The biggest threat posed by these 
arrows are the knockback and stagger they cause. Seek cover when 
dealing with other enemies, and then take out bow-users on-on-one. 


HP Souls _ Respawn 
mmm 
Alonne Knight (Katana) 590 700 Yes 
Alonne Knight (Bow) 590 700 Yes 
Probability Page 
nennen 
‘Alonne Knight Helm 3 372 
Alonne Knight Armor 3 372 
Alonne Knight Gauntiets 3 372 
Alonne Knight Leggings 3 372 
Blacksteel Katana 15 323 
Iron Greatarrow x3 (Bow) 10 368 


Strategy 

Katana 

The Alonne Knight Captains are a truly dangerous foe. Each of their 
attacks causes a lot of Bleeding build-up; they can make you Bleed 
through a shield easily. They have good reach and their attacks are 
quite fast. Their weakness, however, is that their attacks have a 
very long recovery. Block or roll through one, and then quickly circle 
around for a backstab. 


They also have fairly low Poise. Large weapons can easily combo 
them. If you're using a smaller weapon, such as a straight sword, 
two-handing your weapon and equipping the Stone Ring may allow 
you to stagger them. Strong Attacks will also assist in this. 


Greatbow 

The Alonne Captains will snipe you with their Greatbows in an 
attempt to knock you off ledges or stun you so that other enemies 
can finish you. You'll need to take advantage of the Iron Keep's 
many pillars and the corners of the walls in order to stay safe, If you 


have powerful ranged attacks, you may be able to engage them in 
sniper duels. Otherwise, sprint from cover point to cover point, and 
watch for shots coming from unexpected angles. 


HP Souls __Rospawn 

Alonne Knight Captain (Katana) 840 1500 Yes 
Alonne Knight Captain (Greatbow) 840 1500 Yes 

Probablitty Page 
Alonne Captain Helm 2 372 
Alonne Captain Armor 2 372 
Alonne Knight Gauntiets 2 372 
‘Alonne Knight Leggings 2 372 
Alonne Greatbow (Greatbow) 1 247 
Destructive Greatarrow »3 (Bow) 5 369 
Monastery Charm 2 395 


IM IRONCLAD SOLDIER 


Unlike the worn-down, decrepit Old lronclads of the Forest of 
Fallen Giants, these brutes are in good condition. These living 
armors created by the Old Iron King still fight on. Defeating 
them will break the enchantment of Souls used to lend will to 
the armor, and it will become wearable once more. 


Strategy 

lronclad Soldiers are tougher and hit harder than their counterparts 
in the Forest of the Fallen Giants, but are otherwise exactly the 
same. Their most dangerous technique is probably the Chasing 


Chasing Smash 


Smash; they'll raise their club overhead and begin chasing you. They 
won't attack until you are in range, so you need to roll away at the 
correct time 


Fighting the lronclads here can be tricky, since there are many traps 
as well as Alonne Knight snipers. Look for levers that you can pull to 
manipulate the environment. Use the flames and blades of the Iron 
Keep to your advantage in destroying these foes. 


HP Souls ___Respawn 
enten 
Ironclad Soldier 780 850 Yes 
Can heal with Estus when injured 
Probability Page 
ee 
Ironclad Helm 3 370 
Ironclad Armor 3 370 
tronclad Gauntlets 3 370 
Ironclad Leggings 3 370 
Flredrake Stone 3 an 
LargeTitanite Shard 15 310 


BN DARK SPIRIT - BELL KEEPER MAGE 


If you wish to ring the bell that 
invokes forbidden love and creates 
beautiful sounds throughout the 
world, you'll need to defeat its 
keepers. This mage, like the puppets 
that surround her, is dedicated to 
stopping you, and she's a bit more 
efficient about that than the little 
guys are. 


Strategy 

Bell Keeper Mages aren't really that strong. They do have a Fireblast 
attack, but they tend to rely primarily on melee attacks. Additionally, 
they are easily staggered and have no shield. Attack them aggres- 
sively and they'll die very quickly. If you need to go on the defen- 
sive, use the pillars and walls in the area to gain space to heal. 


HP Souls Respawn Page Page 
mn 
Dark Spirit: Bell Keeper Mage 1010 900 No Moon Hat 362 __Astrologist's Bottoms 362 
Probability Page A En NEDA Se 
‘Astrologist's Gauntiets 362 Bat Staff 343 
Black Witch Voll 1 364 Ee 


SPIRIT - GREATSWORD BELL KEEPER 


This is another member of the Bell Keepers; he towers above 
his allies in a very literal sense. What could have created such a 
motley crew of guardians? That must be the power of love. 


Strategy 

Similar to the Greatsword Phantom of Huntsman's Copse, this 
Greatsword-user has slow attacks that are fairly easy to parry. Unlike 
that previous foe, this enemy doesn't really deal much damage. Even 
if you miss a parry, it's not a major problem when he is one-handing 
his sword. When he holds the weapon in both hands, however, his at- 
tack power is a lot higher. He staggers fairly easily when not attacking, 
but some of his attacks will prevent it. 


HP Souls Respawn 
nn 
Dark Spirit: Greatsword Bell Kooper 1010 900 No 
Probability Page 
ns 
Orma's Greatshleid 1 367 
Page Page 
en 
Drangleic Helm 385 Llewellyn Shoes 385 
Lewellyn Armor 385 __Greatsword 319 
Lewellyn Gloves 285 _ _Orma's Greatshleld 367 
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BA DARK SPIRIT - DUAL AVELYN BELL KEEPER 


The Avelyn is a weapon of ancient design that has been 
rediscovered and brought into the world once more, and this 
odd fellow uses two of them! He wears the mask of a Manikin, 
as well. Could this be another puppet?. 


mes 


Strategy 

The Avelyn is capable of firing three shot bursts; remember that, if 
you decide to roll to avoid this phantom's attacks. His Avelyn shots 
deal physical damage and can be blocked with a decent shield. Gen- 
erally this phantom is very weak, but hiding behind a pillar to make 
him come into melee range can give you an even bigger advantage; 
his crossbows are not very strong in melee. He also lacks a shield 
or any other real defensive capability. 


HP Souls Respawn 


Dark Spirit: Dual Avelyn Bell Keeper 1010 900 No Manikin Mask 368 __Manikin Boots 368 
Probability Page NEE EN CAMS ze 
Manikin Gloves 368 Black Witch Domino Mask 364 

Black Witch Domino Mask 1 364 


EEP/S& BELFRY SOL BOSSES 


RN BOSS - SMELTER DEMON 


A mass of iron that has come to life, the Smelter Demon was 
responsible for the fall of the Iron King and his castle. From the 
depths of the earth he sprang, and incinerated the short-sighted 
king in a single blow. What other demons lie beneath these 
treacherous grounds? 


Charging Thrust 
Ga 7 


Charging Thrust 

The Smelter Demon will raise its sword and then begin stepping to- 
ward you before lunging violently. This attack is generally used from 
range. The timing to roll away from this attack is delayed compared 
to the Stab. 
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Heat Core 
Once per fight, the Smelter Demon will stop moving and power up 
its flaming body. From that point onward, standing near the Boss 
will cause you to take constant fire damage. It takes little damage 
while performing this move, so this is a good chance to use a Small 
Orange Burr or a Resin instead of attacking. 


Heat Blade 

The Boss can only use this technique after performing Heat Core. 
This is another power up technique; Smelter Demon will stop mov- 
ing and thrust its sword into its chest. This will add fire damage to all 
of the Boss's melee attacks and is extremely dangerous 


Stab 
The Boss raises its sword and then jabs it forward. This attack looks 
similar to the Charging Thrust, but the timing to roll is faster. As with 
all his attacks, it can be blocked but also does fire damage after Heat Back Slash Combo 

Blade. Reaching across its body, the Smelter Demon will perform a back- 
handed slash which is usually followed by another melee attack. If 
you can roll through this technique and get behind the Boss, it will 
be a good chance to deal damage 


Down Slash 

Holding its sword above its head, the fiery demon will wait for a 
moment before slamming the sword downward. This can knock you 
down and has the further effect of shooting a flame wave after the 
Smelter Demon uses Heat Blade. Don't roll too soon! 
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Slash Combo 

In this frequently-used attack, the Smelter Demon lifts its sword 
and then quickly begins slashing at you. Once again, rolling through 
its attack and getting behind the Boss will provide a great chance to 
deal damage. 


Strategy 

The Smelter Demon will be one of the more difficult bosses for 
many players. From the beginning of the fight, he won't be too diffi- 
cult; he only does physical damage, and all of his attacks are easy to 
block. After a little bit, however, he will use his Heat Core technique. 
From that point onward, the flames from his body will deal small 
amounts of damage to you when you are close to him, 


After some more time has passed, he'll use Heat Blade. This is 
when he becomes really dangerous, as all of his attacks will do addi- 
tional fire damage. Unless your shield has very high fire resistance, 
you'll want to dodge all of his attacks by rolling. Fortunately, most of 
his moves are fairly predictable. Keep moving forward and rolling to 
his back. Consider using an Aromatic Ooze, a Gold Pine Resin, or a 
Dark Resin to boost your damage. 


If you don't feel confident in your ability to dodge, you'll need to 
block his attacks. This is a big problem, given the high amount of 
fire damage that he can do through a shield. There are a number 

of items that can help you reduce that, though, if you are willing to 
make some preparations. There's an NPC named Rosabeth that has 
a number of useful items that can assist you; check the NPC section 
for information on how to reach her (P408). 


From Rosabeth, you can buy a Flame Quartz ring, which increases 
your Fire Resistance. You can also buy a Small Orange Burr consum- 
able item that temporarily reduces fire damage. If you equip the ring 
before the fight and use the Orange Burr while the Smelter Demon 
uses Heat Blade, you'll have an easier time blocking his attacks. 


You can also summon Lucatiel to provide a distraction for this fight, 
but be warned that summoning phantoms increases the Boss's 
health, as well. If she dies early, you'll be stuck fighting an enemy 
with more HP than normal. She can still be helpful for spellcasters, 
though, as they will be able to use powerful spells to finish the fight 
quickly. 


HP Souls Respawn 
Smelter Demon 5970 32000 No 
Can power up to deal additional fire damage 
Probability Page 
Smelter Demon Soul 100 397 


Plunge 

The Smelter Demon leaps into the air and then drives its sword into 
the floor below it. This move can leave Smelter open for attacks, but 
he often follows it with Flame Pulse, as well. It's safer to back away 
from this and heal or use a ranged attack. 


Flame Pulse 

After Plunge, Smelter Demon will occasionally pause for a moment 
before emitting a spherical blast of flame from its body. This fire 
attack hits on all sides of the boss and can knock you back. It's safer 
to back away from the Boss during Plunge and Flame Pulse. 


Parry Block Stamina Damage 
Charging Thrust No Yes Low 
Stab No Yes Low 
Down Slash No Yes Low 
Heat Core No No NA 
Heat Blade No No NA 
Back Slash Combo No Yes Medium 
Slash Combo No Yes Medium 
Plunge No Yes Medium 
Fame Pulse No Yes High 
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BA BOSs - OLD IRON KING en 


Claw Swipas, Pound, 
f _DoublaFist, Fame 
ae | _ Broath(Swoop) 


Fire Palm, Fame 
Breath (Airnad) 


A powerful but short-sighted king who 
exalted the virtue of might, the Old 

Iron King has been transformed into a 
demon. As his flesh burned away, his 
soul was possessed by the wicked things 
that lurk below. He possesses the soul of 
an ancient king from long ago — a king 
who met with a similar fate when he 
reached into the flames. 


Flame Breath (Sweep) 

Sometimes, the Iron King sweeps flame across the battlefield with- 
out lowering his head. It takes a lot of Stamina, but it is possible to 
block a hit of the fire if you can't dodge it. If you move close to him 
and time your roll well, though, you can dodge through it without 
taking damage. 


Fire Palm 

The Old Iron King will draw his hand back to his side while charging 
up fiery energy before shooting a beam of flames from his palm. 
Just as he shoots, dodge roll to the right to avoid this attack. 


Flame Breath (Almed) 


Flame Breath (Aimed) 


If the Iron King inhales and lowers his head to the platform, he'll Double Fist 

begin breathing fire in a controlled fashion. If you're near his head, The Iron King holds his hands together above his head, and eventu- 
you can easily step to the side and avoid the fire. If you are farther ally he brings them crashing down. As you probably guessed, this is 
away, try to get close when he lowers his head. yet another unblockable melee attack they you should roll to avoid. 


184 __ DARK SOULS II COLLECTOR'S EDITION GUIDE 


Pound 

The Old Iron King lifts his hand up while making a fist, and then 
tries to smash you with it. This move is very, very slow. The greatest 
danger by far is rolling too soon. This attack is unblockable, and he 
can do it twice in a row — once with each hand. The second Pound 
is quicker. 


Claw Swipes 

This is another unblockable melee attack sequence. The Old Iron 
King sweeps his claws across the platform; this is faster than the 
Pound attack, but still slow. When he swipes with his left, you don't 
even need to roll if you are close to his body. 


Strategy 

The very first thing to note about this boss fight is the room's 
shape. The ledges are quite dangerous, but the most deadly pitfall is 
the hole in the middle of the platform [Screenshot]. Be very careful 
not to strafe too near to the hole while avoiding the boss. There is a 
path around the far corner of the platform that can let you hide from 
some of his melee attacks, but he'll likely knock you off with a fire 
attack if you try it. 


Due to the dangers of the platform and the enemy's size, this is a 
fight in which you are recommended to not use Lock-on. It can be 
difficult to get used to manually controlling the camera for some 
players, but using Lock-on will increase the risk of falling and lower 
the number of chances for you to hit the Boss. 


Always try to make the most of your opportunities to attack. Hold 


HP Souls Respawn 
Old tron King 6070 48000 No 
Probability Page 
Old tron King Soul 100 397 


Double Fist Firestorm 

This attack is identical to the Double Fist, except that it also creates 
a large blast of fire. Watch for the flames that rise from his hands 
While they are over his head. On a practical level, it is avoided the 
same way — dodge to the side at the last second. 


Pound Firestorm 

The Old Iron King raises his fist for a Pound, but flames rise up from 
the fist, as well. When he hits the ground, flames will spew forth. 
Again, this is dodged in the same manner as the normal Pound. Roll 
to the side at the last second. 


Roar 

If the Old Iron King crosses his arms in front of him, back up. He's 
going to use an area of effect fire blast that deals damage and 
knocks you back. This will only hit you if you are close to him, but it 
can push you off the platform if it does connect. Back up. 


your weapon in both hands and use Aromatic Ooze, Dark Resin, or 
Gold Pine Resin to maximize your damage. 


The strategy for this fight is fairly simple; dodge roll each of his 
attacks at the last moment, and then counterattack. That's more eas- 
ily said than done, though. You can't block his melee at all, so you 
will need to practice dodging it. You can, however, block the Flame 
Sweeps with a good shield. You'll still take damage, but not as much 
as you would by mistiming a roll. Using Small Orange Burrs or the 
Flash Sweat Pyromancy can help you to take less damage, as well. 


Parry Block Stamina Damage 
Are Palm No Yes Very Hioh 
Fame Breath (Almed) No Yes Very High 
Fame Breath (Sweep) No Yes Very High 
Double Fist No No NA 
Pound No No NA 
Claw Swipes No No NA 
Double Fist Frestorm No No NA 
Pound Flrestorm No No NA 
Roar No No NA 
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SHADED WOODS 
e 


A mist-shrouded forest connecting the village of Majula to 
several other important locations, including the Shrine of Winter 
and Aldia’s Keep, the Shaded Woods occupy an ancient territory 
where great misdeeds were once committed; the remnants of 
this dark history can be seen among the crumbling ruins and 
unnaturally thick fog. 
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Soul of à Brave Warrior xl, 
Pharos’ Lockstone x1 
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SHADED WOODS — LOWER LEVEL H 
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SHADED WOODS 


/ 
d After traveling along the path from Majula for a while, you'll 
eventually come across a fierce warrior by the name of Benhart 

of Jugo, and if you talk to him he'll explain that his journey has come 
to a stop because of a strange statue blocking the way ahead. Enter 
the nearby building and before going in too far, go through the 
wooden doors on either side of the entrance and kill the Goblins 
waiting inside. Once they're down, approach the door at the end of 
the room and you'll notice that the statue that Benhart was talking 
about has its hands firmly gripped around a switch you need to pull 

01). Examine the statue and use a Fragrant Branch of Yore on it 
to un-petrify the poor soul that was trapped in place. If you came 
here early and don't have a Fragrant Branch of Yore, then you'll 
either need to go to the Harvest Valley to pick one up, or to Iron 
Keep and buy one from Magerold. 


Pull the switch now that it's usable again, and the nearby door will 
start to creak open. At the same time, however, four doors on the 
upper floor of the room will open and a Goblin will jump down from 
each of them in an ambush, and there's also a Basilisk waiting on 
the other side of the opening door. Quickly run back across the 
room and either make your way to the entrance or into one of the 
small rooms so that you can use the doorways as choke points to 

restrict enemy movement and reduce the odds of them overwhelm- an 
ing you. When it's clear, make your way across the room again and 
through the newly opened door. 


World Event 

The woman you freed from Petrification is Rosabeth of 
Melfia, and if you talk to her she'll give you a Prism Stone as 
thanks for freeing her. She also happens to be quite adept 

at Pyromancy, and you'll be able to buy a number of useful 
items from her if you wish. Her current dilemma, however, is 
that her clothes are all in shreds and she requires some new 
ones. Should you choose to give her some of your equip- 
ment, not only will she then decide to relocate to Majula 
(making future purchases easier), but you'll also unlock the 
Change of Clothes Achievement/Trophy. It's also worth taking 
a quick trip back outside and speaking with Benhart again, 
because he'll give thanks for opening the door by promis- 
ing to aid you in the future, and you'll also be able to learn a 
Gesture from him. 


d Run ahead to the wooden door to the right of the stairs in this 

room and go inside to get an Estus Flask Shard from the chest 
there. The room on the other side of the stairs contains a Bonfire, 
but if you rest at it, the configuration of the doors in the main room 
will change again and you'll have to pull a switch to open them. 
Normally that wouldn't be a problem, but like the first room, this 
one also has a number of rooms on the upper floor containing 
Goblins, and they'll all jump down and ambush you again if you pull 
the switch. Unlike the first room, however, you can foil this ambush 
attempt, because you can access the rooms above by jumping to 
the ledges from the top of the stairs . Make sure you clear 
every room out before pulling the switch if you rest at the Bonfire, 
because killing the Goblins one at a time in that manner is much 
safer. 


Keep running along the path after going through the door until 

you come to a small clearing with stone walls on either side. 
There are a couple of Goblin's on the other side of this clearing, but 
resist the urge to run in after them, because two more on top of the 
wall to the left will start throwing rocks down at you. Try to lure the 
two Goblins on the ground toward you with ranged attacks so that 
you can fight them out of the range of the others. Run through the 
clearing once they've been defeated, and double back along the 
path to the left to reach the top of the wall where the other Goblins 
are situated. Killing them will let von get the highly valuable Pharros' 
Lockstone that's nearby 


If you continue on up the hill past the clearing you'll come to see 
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some old ruins at the top, and just in front of those ruins is another 
group of Goblins. When you get the near of the hill two of them will 
rush toward you; move back down and use the hill for cover from 
the one at the back throwing rocks while you fight them, and then 
move up and take out the last one before continuing along the path. 


d This building houses the second Bonfire of the area, and it's an 
extremely important one to remember for the future. Two of the 
three paths leading out of this room will take you areas that you'll 
be required to go through later on in the game, but at the moment 
you lack the items required to progress far along them. There is only 
one real path available to you at this time, and it's the one on the 

right as you enter the building. Just beside the door leading out 
along that path you'll find Creighton the Wanderer if you freed him 
earlier, so make sure you speak with him to find out how his search 
for Pate is progressing 


World Event 

The Shrine of Winter that you can reach from this area can 
technically be accessed at this point in the game, although 
it will require some skillful gameplay and planning. You can 
open the door leading into the Shrine of Winter by amass- 
ing a large number of Souls without using them, and the 
number will only increase on each subsequent playthrough. 
On your first playthrough, you will need 1,000,000 Souls, 
the second playthrough will require 2,000,000 and so on for 
each playthrough. Obviously in doing this you will miss out 
on a lot of areas and the fruits they bear, so it's only recom- 
mended to players on New Game+ who want to skip ahead to 
later areas. 


This area can be extremely difficult to navigate through because 

of the dense mist, and to make matters worse, there are 
practically invisible Phantoms running around the forested part of 
the area just waiting to attack you. Using a Torch in the mist will give 
you some extra visibility, but it will still be difficult to get your 
bearings, and walking around with a Shield up is very dangerous. 
The easiest way to keep track of where you're going is to stick to 
the outskirts of the area, so from the entrance, hug the cliff on the 
left and progress into the area. 
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As you make your way through the woods you'll notice that some 
of the trees are much larger than the others, and if you hit those 
trees they will let out an agonizing groan; these groans will attract 
the Phantoms to the tree that caused them, so you can use them 
to your advantage by hitting one and moving away from it quickly 
so that the Phantoms are distracted. Keep pushing on with the cliff 
to your left and you'll eventually come to a small path leading up to 
the left, at the top of which you'll find a clearing. Sitting on a pile of 
rubble in the clearing is the Head of Vengarl, and if you go through 
all of his dialogue, you'll eventually be able to access his merchan- 
dise {> 01). If you look behind the low wall near Vengarl you'll also 
find a hidden Fire Seed to pick up. 


World Event 

Once you've spoken to Vengarl enough to open up his op- 
tions, make sure you keep talking to him to hear his full story. 
When you've been through all of his dialogue he'll give you 
Vengarl’s Helm and you'll also unlock the Reflections on Dis- 
embodiment Achievement/Trophy. 


d Return to the start of the area now (keeping the cliff on your 
right), and then, after aligning yourself so that you are looking out 
from the entrance again, start following the cliff on the right. Make 
sure you keep your shield up while running, just in case one of the 

Phantoms attacks you, but try to avoid fighting them whenever 
possible because the more you kill, the more of them can appear at 
the same time. Initially there will only be two, but for each one you 
kill another can appear at the same time, and the only way to reset 
the count is to leave the area or rest at a Bonfire. After following the 
edge along for quite some distance you should come to a chest 
containing an Old Sun Ring. 


If you align yourself so that your back is to the front edge of that 
chest, and then run directly into the woods at that angle you should 
come to a large tree at Position A {> 2). From there you should 
be able to see a second large tree with a chest next to it, and that 
one contains a Clear Bluestone Ring +1, which is very useful for 
anyone using spells. After opening that chest, retrace your steps 
back to the one that housed the Old Sun Ring, and then continue 
through the area keeping the edge on your right. 


d After following the edge around for a while past that chest you 

should start going uphill along a narrow path; follow that path to 
the end you'll reach another chest, this time containing the 
extremely useful Chloranthy Ring +1 {> 031. Drop down behind 
the chest, and then keep following the edge around until you finally 
start going up a set of stone stairs that leads you out of the mist. 


d Enter the old ruins at the end of the path, and go up the stairs 

inside to find the third Bonfire of the area, tucked underneath a 
broken section of the ceiling. That broken section of ceiling forms a 
ramp that you can use to reach the top of the ruins, and if you run to 
the opposite side of them you'll be able to get the item there. Drop 
down from the end of the roof, and then go down the stairs just 
ahead on the left to reach a small room containing a chest. 


Go back up the stairs now, and jump out of the destroyed section 

of wall nearby on the right to land on a narrow ledge below. Quickly 
destroy the nearby pot when you land, because it will start spewing 
out Curse fumes when you get close to it. Pick up the item from the 
end of the ledge, and then run toward the fallen tree at the opposite 
end. Close to this tree you'll see a petrified Lion Warrior, and if you 
have another Fragrant Branch of Yore, it's highly recommended 

that you use it here to free him [> > 04). When you kill this enemy 
you'll get the Fang Key, which is required to open a door later in the 
area. Cross the fallen tree to get back to the Bonfire when you're 
done here, and make your way to the opposite end of the ruins. 


d Go up the ramp and through the doorway at the end of the ruins, 

but be extremely careful as you move up the hill outside, 
because there's a Giant Basilisk just up ahead. On top of that, there 
are also numerous Curse-spewing pots around the area so you 
should always be watching out for them as you move around up 
here. The Lion Warriors that you'll also face in this area inflict Curse 
with their attacks, so fighting them in the vicinity of a Curse pot is 


doubly dangerous. Listen out for the sounds that the Curse pots 
make when you get close to one, and anytime you see a buildup in 
your Curse level, move out of the area and try to find the pot that's 
causing it and destroy it. 


From the top of this hill, you should be able to lure some of the 
nearby Lion Warriors toward you with ranged attacks without attract- 
ing the attention of the Giant Basilisk, so take them out to clear the 
area a bit „The Giant Basilisk has a lot of health, but if you 
have a good ranged attack you can also take it out relatively safely 
from the top of the hill. Now that it's a bit safer to move out, go up 
the hill and around to the left. 


dé Go straight past the entrance to the ruins at Position B to reach 
an item at the base of a wall, and then return and enter the ruin. 
There are a number of Curse pots in this part of the ruins, so try to 
destroy them as quickly as possible; you'll need a strong ranged 
attack to destroy the one on a small section of the roof just inside 
the door, and a Throwing Knife will do if you have no other option 
6), Follow the path down the stairs, and then destroy the 
large barrels when you come to them, so that you can pick up the 
Pharros’ Lockstone hidden behind them . After picking up 
the item, go through the door that's under the stairs and enter the 
large room on the other side. 
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Through the large hole in the floor you'll be able to see Manscor- 

pion Tark, but don't drop straight down just yet ‚If you 
follow the path between the broken sections of wall on the left 
you'll be able to take down a Crystal Lizard for some useful 
reinforcement materials, and open a chest to get a Dark Scythe. 
Jump over the bit of wall near the chest, and then drop down from 
the end of the path. If you turn around after landing, you should see 
a tunnel leading down to a room below, v where you'll have to face 
another Lion Warrior. 


There are a couple of items you can grab here, and if you exit 
through the door you'll come to another petrified Lion Warrior. This 
one doesn't drop anything special, but if you un-petrify him you'll 
be able to continue along the path to get a chest containing a Black 
Knight Halberd. That's all you can do here, so make your way back 
up through the ruins to Position B. 


World Event 

Under normal circumstance you won't be able to commu- 
nicate with Manscorpion Tark, but with the right equipment 
anything is possible. If you have the Ring of Whispers you'll 
be able to hear his inner voice and communicate with him, 
and you can purchase that ring from Sweet Shalquoir in Ma- 
jula. After hearing his tale, he'll ask that you help him kill his 
betrothed, who happens to the boss of this area, Scorpioness 
Najka. When you approach the Fog Gate leading to the boss, 
you'll also find Tark's Summon Sign just to the left of it. 


dé Turn left as you exit the building, and move up toward the 

remains of another building directly ahead and open the chest 
inside. There's another large set of ruins nearby, which would be 
directly behind where the giant Basilisk was, and venturing in there 
is highly worthwhile, because you'll be able to get another Pharros’ 
Lockstone along with some other items. If you look across the area 
from the entrance of those ruins, run forward and go through the 
archway opposite them to reach a small ledge on the other side 

„From that ledge you can jump across a gap (try to take out 

the Curse pot with the roll at the end of your jump) and get another 
chest. Make your way back across the gap once you've secured the 
chest's contents. 


dé If you continue around to the right from that archway, you should 

see an item sitting in the corner of the floor just below a raised 
section of ground; do not go running straight toward this item, 
because there are wooden boards covering a hole in the ground and 
they will give way if you step on them. Kill the Lion Warrior near the 
hole, and then make your way around the bottom edge of the raised 
area to get the item safely. Continue through the area just past the 
hole, and you should be able to enter another ruined building on the 
right, where you'll find a petrified Lion Warrior. 


Un-petrifying that enemy is not a bad idea if you have a spare 
Fragrant Branch of Yore, because it will let you access a chest con- 
taining a Fragrant Branch of Yore, and a full set of Lion Mage armor. 
Directly opposite from those ruins you'll see doorways leading into 
a tower on either side of a large arch, and if you go up the stairs in 
the tower on the right you'll be able to get the item that was visible 
from below | 
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d Just outside that tower at Position C you'll be able to find 
another hole in the ground covered by wooden boards, and this 
time you should walk onto them so that you fall into the cave below. 
Open the chest nearby to get the Homing Soulmass Sorcery, and 
then make sure to speak with Darkdiver Grandahl, who is on the 
opposite side of the Shrine to the Abyss | 


World Event 

Just like the other Shrines, if you speak to Darkdiver Gran- 
dahl, and then return to the area before speaking with him 
at both of the other Shrines he will not be here. Once you've 
spoken to him in all three locations, however, he will always 
be at whatever Shrine you go to. 


Drop down from the ledge next to Grandahl, and make your way 
toward the opposite end of the cave. Make sure you avoid walking 
into the pools of liquid in this cave, because it is highly acidic and will 
quickly destroy your equipment „As you near the door at the 
end you should see a room on either side of the path, and each of 
these rooms contains a number of Basilisks. Try to lure the Basilisks 
out of the rooms they're in and back down the path, so that they 
don't group up and overwhelm you. Grab the items from the room, 
and then return to the main part of the cave and go through the open- 
ing on the side of the wall. You'll now be back on the ledge near the 
third Bonfire, so cross the fallen tree, and then go all the way back 
through the area and take the path between the two towers. 


06: 


World Event 

If you used a Fragrant Branch of Yore to un-petrify the Lion 
Warrior near the third Bonfire, and then killed it to obtain the 
Fang Key, you'll be able to use that key to open the door in 
this cave. Inside you'll find Weaponsmith Ornifex, and now 
that you've freed her, she’ll be able to return to her shop in 
Brightstone Cove Tseldora, an area that you're currently head- 
ing toward. At her shop you'll be able to trade Boss Souls for 
powerful weapons, so freeing her at this time will pay divi- 
dends later. You can also pick up an Estus Flask Shard in the 
room she was being held captive in, so there are immediate 
benefits to opening the door as well. 


There are no enemies along this path, so you can safely run 

along it toward the fog Gate at the end. If you spoke with 
Manscorpion Tark earlier, you'll find his Summon Sign just to the left 
of the Fog Gate and you can call upon him for assistance in the 
upcoming battle. Enter the Fog Gate and face Scorpioness Najka 
when you're ready, During the fight with her you'll notice that there 
is an item sitting on top of a tree, and the only way to get that item 
is to have Najka destroy it with one of hef attacks. Getting her into 
position, and then having her use the right attack can be very 
awkward, and since the item is only a Flame Butterfly, you'll need to 
think hard about how much you really want it After 
defeating Najka, take the path out of the boss room and continue on 
toward the Doors of Pharros. 


World Event 

If you had previously spoken with Manscorpion Tark using the 
Ring of Whispers, make sure you return to him after defeat- 
ing Najka. You'll need to either leave the area or rest at a 
Bonfire for him to appear back in his usual spot. In thanks for 
helping end his long waging struggle with her, he'll give you 
a Fragrant Branch of Yore, and you'll also be able to learn a 
Gesture from him. 
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D WOODS — ENEMIES 


GOBLIN 


BARE FISTS, HAMMER, SLING 


Goblins and humanoid creatures that lurk in the Shaded Woods. 
These deformed monstrosities give a grotesque impression and 
do not appear to be products of a natural evolution; rather they 

seem to have once been human. What twisted force could have 

rent their humanity and left them in this sad state? 


they have time to attack is the best strategy. They share the other 
Goblins’ lack of poise and are easily stunned; players may dispose 
of them by any available means 


Sling 
Unarmed Goblins whose hands lack a coating of green poison will 
stand at a distance and pelt the player with stones. As they can be a 
troublesome source of chip damage it is best to take cover in order 
to deal with the more aggressive melee-oriented Goblins before 
moving in to mop these up. Projectile Goblins will not perform any 
melee attacks at all and will only throw stones. 


HP Souts Respawn 
rammen 
Goblin (Bare fists) 290 90 Yes 
Goblin (Hammer) 440 90 Yes 
Goblin (Sling) 340 90 Yes 
Strategy 
Bare fists mmm 
The most straightforward variety of Goblin, these will ag- Litogem 5 395 
gressively pursue the player and attack with simple punches Battie Axe (Bare fist 05 326 
and uppercuts, which can be easily blocked with a basic BE 5 > 
shield. Goblins have extremely low Poise and are suscep- en 
tible to attacks of nearly any kind; players lacking shields can Caastus (Bare fists) 05 342 
simply roll or strafe out of the way of their swings and counterattack. Longsword (Hammer) 2 314 
Be aware that their attacks cause poison buildup and be prepared Broadsword (Hammer) 1 314 
with some Poison Moss when traveling to the Shaded Woods Estoc (Hammer) 05 324 
hammer Rapler (Hammer) 1 325 
Slightly more dangerous than the other types of Goblin, these Falchlon (Hammer) 1 321 
carry a primitive club fashioned from a human spine and skull Mace (Sling) 1 329 
Their attacks cause Poison buildup and drain modest amounts of Club (Sting) 05 329 


Stamina when blocked; striking them with weapons or magic before Wood Arrow x3 (Sling) 2 368 


BR BASILISK 


A peculiar species of reptile that has developed a number of 
ingenious adaptations for self-defense. The large bulbous eyes 
on their heads are in fact fake and act as deterrents to would-be 
predators; Basilisks are also capable of spraying a petrifying 
mist which has earned them their well-deserved name. 


Basllisk Breath 


Strategy 

Their ability to instantly kill players unable to escape their petrifying 
mist belies the fact that Basilisks are in reality quite weak and will 
fall easily to nearly any form of attack. The key to safely eliminating 
them is to score the first strike; this can be accomplished either 
with ranged attacks or simply by rushing the Basilisk before it can 
exhale a cloud of mist. These creatures have very low health and 
will not last long against a sustained assault. 


HP Souls __ Rospawn 
EEE 
Basilisk 260 200 Yes 
Probability Page 
ee 
Raw Stone 6 an 
Faintstone 1 an 
Boltstone 1 an 
Flredrake Stone 1 an 
Darknight Stone 1 an 
Polson Stone 1 an 
Bleed Stone 1 an 


B LION CLAN WARRIOR « 


GREATAXE & SHIELD, 


A species of anthropomorphic 
lions whose sudden appearance 
on the stage of history suggests 
that they are not of natural 
origin. They despise other races 
and will arbitrarily slaughter 
those not of their clan. 


Strategy 
Greataxe & Shield 
These Lion Warriors will attack only with basic swings of their axes, 
but their attacks will cause Curse buildup, so it is crucial to trick 
them into attacking first before attempting to strike them. They 

can be handled from a distance using magic or projectiles; at close 
range players must allow them to swing their axes and then imme- 
diately strafe backwards. The opportunity for counterattack is during 
the Lion Warrior's recovery from its swing. 


Greataxe 

The lone Lion Warrior armed with only an axe can be found below 
Manscorpion Tark's sand pit. He behaves in the same way as the 
others, except that if his initial swing connects he may perform a 
three-hit axe combo ending with lunging jump attack; otherwise he 
should be handled in the same way as his kin. 


HP Souls __ Respawn 


Lion Clan Warrlor (Greataxe & Shield) 650 400 ves 
Lion Clan Warrlor (Greataxe) 850 400 Yes 
Probabliity Page 
nnn 
Lion Warrlor Cape (Greataxe & Shield) 1 373 
Lion Warrior Heim (Greataxe) 1 373 
Lion Warrlor Skirt 1 373 
Lion Warrlor Cufts 1 373 
Red Lion Warrior Cape (Greataxe) 1 373 
Lion Greataxe 1 328 
Lion Clan Shield (Greataxe & Shield) 1 362 
Triclops Snake Troches 5 399 
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BR GIANT BASILISK 


An impressive Basilisk specimen of enormous size with mottled 
green skin like that of a chameleon. Whether these creatures are 
the result of a divergence in the species’ evolutionary line or the 
product of an Aldian experiment is unclear. They are not actively 
predatory and will make no attempt to attack unless cornered, 

so observers not looking for a fight would be wise to give them 
a wide berth. 


Strategy HP Souls ___ Respawn 
Far more powerful than their smaller cousins, Giant Basilisks pose EEA | 
a great challenge for players lacking upgraded equipment; however Cdn sen 2000 Ng 
they can be easily defeated with ranged attacks or spells at no risk, Probability Page 

as they will not pursue the player even when provoked. Giant Basi- 

lisks will only attack when players encroach upon their immediate Petrified Dragon Bone 100 310 


vicinity; they will use the same petrifying mist as other members of 
their species in addition to forward claw swipes and swings of their 
tails at players behind them. They are susceptible to poison and a 
few Poison Arrows or Poison Throwing Knives will make short work 
of them. 


BR FOREST GUARDIAN 


SWORD & CROSSBOW, DAGGER & CROSSBOW 


Guardian spirits lurking in the thick 
fog of the central Shaded Woods. 
Their identities are completely 
unknown as they barely maintain 
corporeal forms and are almost 
invisible against the mist. Are they 


fallen soldiers of a war long past, De Eel 
or the remnants of a clan that once = de f 
dwelled in this ancient land? » p } 4 - 
Strategy 
Sword & Crossbow 
Forest Guardians with Longswords will fire their Crossbows from 
4 a distance and close in with their blades when the player draws 


near. They are extremely difficult to see due to the thick fog and 
Dn ) 
k 
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their nearinvisibility; area-effect spells and wide sweeping swings 
offer the highest chance of hitting them. The large trees with faces 


Dagger & Crossbow 
These Forest Guardians will take potshots with their Crossbows 
at long range and persistently strafe around the player fishing for 
Backstabs up close. They should be handled in the same way as 
the other type of Forest Guardian, with the additional suggestion 
that players fight with their backs against a wall if possible. Hitting 
Forest Guardians with single-target spells or ranged attacks is nearly 
impossible and cheap, all-purpose area attacks such as Firebombs 
are sufficient alternatives in a pinch 


HP Souls Respawn 
Forest Guardian (Sword & Crossbow) 840 450 Yes 
Forest Guardlan (Dagger & Crossbow) 840 450 Yes 
scattered throughout this section of the Forest can be attacked, Probability Page 
and upon doing so they will groan; this will attract any nearby 
Forest Guardians and offer the player a brief opportunity to slip by None - — 
unnoticed, 


SHADED WOODS - BOSS 


EABOSS - SCORPIONESS NAJKA 


Ö Tall Swipas 


Weapon and Claw ° 
Ata, Todc Sting 


The wife of ManscorpionTark, a fragile soul created long ago 
by an ancient being in the throes of madness. Najka herself has 
succumbed to the very affliction which felled her master and 
has devolved into a ferocious beast, a threat to all living things. 


Ed 


Tail Attacks 
Najka will reach over her head to strike players in front of her with 
her twin tails. She will swing them back and forth horizontally to 
attack players to her sides and rear and will strike behind her with 
up to four consecutive vertical tail slams. Attempting to block 
Najka's tail swings is not advised, as doing so will drain 
large amounts of Stamina. It is possible to roll through 
the swings in the opposite direction, but the timing 
required is quite precise. Both of Najka's tails can be 
severed, rendering her unable to use these attacks. 
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Toxic Sting 

If Najka still has both tails she will perform an unblockable close- 
range grab attack that targets the area directly in front of her. Najka 
will rear up and roar, at which point players should strafe or roll back- 
wards; she will proceed to strike over her head with both tails in a 
pincer motion, and if this attack connects players will be impaled on 
her stingers and instantly afflicted with Toxin. Severing at least one 
of Najka's tails will prevent her from being able to use this attack. 


Toxic Sting 


Weapon Attacks 


Weapon Attacks 

Najka will attack players in front of her with her spear; she can use 
the pointed end to perform long-reaching thrust attacks and the 
scythe-like end to execute wide sweeping swings. Backing Najka up 
against the walls and standing at a lower elevation to fight her will 
allow the player to avoid most of her horizontal swings and some- 
times her thrusts, but not her claw attacks. Blocking blows from Na- 
jka's spear should only be attempted with a high-Stability shield, as 
her rapid onslaught will drain large amounts of Stamina otherwise; 
players are advised to avoid the thrusts by rolling sideways and the 
sweeping swings by rolling backward 


Claw Attacks 

Najka will strike players in front of her at extremely close range with 
her small claws. These attacks are chained in quick succession and 
will collectively drain tremendous amounts of Stamina; attempting 
to block them is not recommended and players are instead advised 
to roll backward and out of Najka's range. 
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Soul Spear 


Soul Spear 

Najka is capable of casting Soul Spear when she is buried in the 
sand with only her human torso exposed. This can be avoided with 
a sideways roll. Alternatively, a shield with high Stability and magic 
reduction paired with a Small Blue Burr can absorb the brunt of the 
damage. 


Crystal Soul Geyser 

At long range Najka will charge magical energy on her spear and 
shortly afterward fire a barrage of several Crystal Soul Spears in 

an arcing overhead trajectory. These will track the player and inflict 
tremendous damage if all of them connect. They can be avoided by 
running directly toward Najka or else rolling forward through them. 
Attempting to block these piercing blasts is not recommended 
under any circumstances. 


Homing Soulmass Spear 

Najka will cast this spell at the same range and under the same con- 
ditions as Crystal Soul Geyser. It is unmistakable, as it resembles 
the Homing Soulmass spell, but rather than small projectiles, each 
Soulmass will fire an individual Soul Spear at the player. These have 
moderate tracking capability but can be avoided by dashing either 
clockwise or counterclockwise around Najka, perpendicular to the 
trajectories of the Soul Spears. Not all the Soulmasses will fire at 
once, requiring that the player continue dashing until each one has 
been spent. 


Homing Soulmass Spear 


Subterranean Ambush 

Najka will periodically dive beneath the sand. Her position can be 
traced by the clouds of dust generated by her movement; she will 
wander the room aimlessly at first and then make a beeline for the 
player. Players should make every effort to avoid Najka, as she will 
perform a two-hit attack when she bursts out of the ground; the ini- 
tial blow drains enormous amounts of Stamina and will break most 
players’ guard if blocked, allowing the secondary strike when Najka 
lands to inflict additional damage. Players will also take damage if 
standing too close to Najka when she dives. 


ubterranean Ambush 


Strategy 

Players seeking assistance with this fight should equip the Ring 

of Whispers and speak to Manscorpion Tark in the sand pit at the 
Shaded Ruins; his Summon Sign can subsequently be found outside 
Scorpioness Najka's Boss room. Tark tends not to last long, but 

his attacks are powerful and he can provide a diversion for those 
experiencing difficulty with this battle. Najka will begin the fight sub- 
merged in the sand up to her waist with only her human torso ex- 
posed; she will bombard the player with Soul Spears until engaged 
at close range or struck from a distance at which point she will burst 
from the ground, damaging adjacent players in the process. 


Melee characters are advised not to lock on to Najka or circle her 

at close range, as the ability to run freely around the battlefield is 
crucial to avoiding her attacks. The only safe opportunities to strike 
are while she is casting Crystal Soul Geyser, as it will not hit directly 
in front of her; during her recovery after executing one of her tail 
attacks; and when she bursts out of the ground. Attempting to hit 
Najka in between her melee attacks is strongly discouraged as 
these are very rapid and will almost always inflict collateral damage. 
Using Lifegems or Estus is safe in the aforementioned situations 
and immediately after Najka burrows under the sand as she will 
remain submerged for a long period of time ‚1. Evade Najka's 
attacks according to the move list above and strike only when it is 
safe; exercise particular patience after severing her tails. 


Ranged and magic-focused characters have a bit more freedom and 
can adapt the melee strategy to suit or else allow Najka to initiate a 
physical attack, strafe or roll backward and counterattack from out- 
side her range. Her spells will still need to be evaded in the same 
manner, although it is safe to strike Najka with ranged attacks while 
she is casting Crystal Soulmass Spear; however, players should im- 
mediately begin evasive maneuvers when all of Najka's Soulmasses 
have appeared as she will then promptly attempt to run the player 
down, attacking with her claws and spear while the Soulmasses 
fire. 


Najka's tails are most easily targeted when she performs the over- 
head sting attack which leaves them buried in the ground in front of 
her; after sustaining enough damage they will break off and leave 
her unable to perform any associated attacks | )2]. At this point 
it will become more difficult to safely damage Najka, as she will no 
longer have access to her slowest strikes, so players wishing to 


HP Souls __Respawn 
Scorploness Najka 5910 23000 No 

Probability Page 
Scorploness Najka Soul 100 397 


continue maximizing their opportunities to attack her should target a 
part of her body other than her tails. Also bear in mind that in order 
to obtain the item atop the dead tree, Najka must knock the tree 
down by striking it with her tails. 


Parry Block Stamina Damage 
Tall Attacks No Yes Heavy 
Toxic Sting No No Unblockable 
Weapon Attacks No Yes Moderate 
Claw Attacks No Yes Moderate 
Soul Spear No Yes Moderate 
Crystal Soul Geyser No Yes Moderate (individualty) 
Homing Soulmass Spear No Yes Moderate (individually) 
Subterranean Ambush No Yes Extreme 
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A cavern deep within the ancient territory of Manscorpion 
Tark and Scorpioness Najka's former master, now the domain 
of the Rat King and his subjects. More recently the Gyrm 

have made their home here, exiled by the arrogant and 
shortsighted humans. Countless sealed doors and deadly 
traps line the labyrinthine halls, all operated by the mysterious 
devices known as Pharros’ Lockstones, but the architect of this 
subterranean vault and its original purpose are long lost amid 
the shifting sands of time. 


Dog Rat 207 __Black Scorpion Stinger 325 
g eym 208 __ Dark Leggings 379 
À Gyrm Warrior 206 _ Santier's Spear 335 
manne ze 
(Great Hammer & Greatshield) Hes Twisted Barricade 34 
B_Primal Knight (Undead) 207 __ Faintstone an 
@ Mimic 141 Twinkling Titanite 310 
B Bowman Guthry 208 Petrified Dragon Bone 210 
& Royal Rat Authority 208 Pharros' Lockstone 401 
Gyrm Axa x1, 
Torch x1 
DOORS OF PHARROS — LOWI 
To Shaded Woods 


Amber Hart x2 


Prism Stone x10 
Dark Loggings xl, 
Black Scorpion Stinger xl (Mimici 


Gyrm’s Respite Santior's Spear xl 
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To Brightstone Cove Tseldora 


Soul of a Brave 
Warrior x1 


DOORS OF PHARROS — UPPE 


Titanite Chunk xl, 
Petrified Dragon Bone xl (Trap) 


Pharros’ Lockstona xl, Large 
The Rat King ‘Soul of a Nameless Soldier xl 


Twisted Barricade, Soul 
of à Proud Knight xl 


Faintstone xl, 
Twinkding Tanita xl 
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DOORS OF PHARROS 


d At the start of this area you'll find yourself at the mouth of a 
flooded cave‚ and because your movement is hampered in water 
of this depth, you'll need to be extra careful when facing enemies. 
Directly ahead of you you'll see a massive Primal Knight, so try and 
lure it to one of the small sections of dry land sticking out of the 
water so that you can maneuver around it with greater ease, While 
you're engaging the Primal Knight, a Gyrm Warrior will usually start 
coming toward you from the staircase ahead, and while it moves 
quite slowly, you should still try and take out the Primal Knight 

quickly before it closes in. 


If you choose, you can forgo completing nearly all of this area and 
simply head straight on to Brightstone Cove Tseldora from this loca- 
tion, and if you wish to do that you should skip ahead and continue 
reading from Point 11. In doing that, however, you'll miss out on a 
number of good item pickups, and an excellent place to farm Phar- 
ros’ Lockstones by killing Dog Rats. With that in mind, start heading 
toward the small cave entrance directly ahead to begin exploring the 
area | 01). The chest to the side of the cave entrance is a Mimic, 
so attack it rather than trying to open it, and for killing it you'll get 
Dark Leggings and a Black Scorpion Stinger. Enter the cave now to 
access the area's first Bonfire, and then continue on to the large 
waterfilled cavern ahead. 


d As soon as you enter the cavern you'll get invaded by the Dark 

Spirit, Bowman Guthry and be sealed into the area, just to give 
you an indication as to what the area is designed for. This entire area 
is under the jurisdiction of The Rat King, and as such is intended for 
online battles against other players. There are numerous Pharros’ 
Contraptions around the area that either release enemies or activate 
traps, and all of them can be used to aid you during invasions if you 
have sufficient Lockstones. Luckily, this Dark Spirit will stay in place 
until you get close to it, which gives you room to deal with the 
Primal Knight and Dog Rat nearby 


Guthry is armed with dual Avelyns (multi-shot Crossbows), which 


can give him a bit of an advantage, seeing as your movement is 
hampered by the water. Focusing on defense rather than evasion 
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is generally a good idea for this battle, and using ranged attacks so 
that you don't have to try and get close to him also helps. 


While most of the Pharros’ Contraptions do indeed release 

enemies or control traps, some of them do lead to items, and the 
large door here is one such place. The door has three segments that 
open, each of which is controlled via a nearby Contraption, and 


\_ while it may appear that you need to use three Lockstones to open it, that is not actually the 
case. If you simply want to gain entry to the room beyond the door, all you need is one Lock- 
stone, and you have to place it in the Contraption on the floor so that the bottom segment 
of the door lowers. That alone provides enough clearance for you to enter . Don't go 
running straight in, however, because there's another Primal Knight waiting behind the door 
and you'll have to defeat it to claim the item inside. 


The Contraption on the floor on the opposite side of the area controls the door to a 

nearby alcove where a Gyrm is waiting, so using a Lockstone on it is not very beneficial. 
Slightly further along on this side of the area you'll come to a small archway that you can go 
through leading to a ledge, where you'll be able to pick up a Gyrm Axe . Make your 
way back down to the main part of the cavern after picking up the items. 


d At the back of the cavern you'll find two more Pharros' Contraptions, both of which will 

release enemies from nearby alcoves if you use a Lockstone on them „While 
normally this wouldn't be too beneficial, the enemy you can release by using the Contrap- 
tion on the right (as you look directly at them) is a Dog Rat, so the potential number of 
Lockstones you could obtain from it far outweighs the one used to release it. When you're 
done in the large cavern, go through the nearby door way into the small adjoining cave. 


d Two more Dog Rats will come running straight at you when you enter this area, so make 
sure you kill them for a chance at a Lockstone. There are two Pharros’ Contraptions at the 
opposite end of this area, but they both just release Gyrms from alcoves so opening them 

should not be a priority. A short distance into the room you'll come to a ladder, and you 
should use that to reach the narrow path above. Pick up the item near the ladder, and then 
take out the Gyrm Warriors further along the path. The Pharros' Contraption you come to 
along this path opens up a passage way down below that leads to a chest containing a 
Twinkling Titanite and a Faintstone; if you want the reinforcement materials it's worth using 

a Lockstone to get them . 
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d Stay clear of the wall on the right as you make your way around 

the path, because another Gyrm is manipulating a switch at 
Position A that will cause spikes to protrude out along a section of 
it. When you get to the small alcove, kill the Gyrm near the switch 
to put an end to his mischief. Be careful while fighting him, 
however, because there's a wooden chest in the area and it can 
easily be destroyed if you fight near it 01]. The chest also has a 
trap on it, so pay attention when you open it and react accordingly 
to the type of trap. 


By striking the switch that the Gyrm was using, you can also 
manipulate the spike wall if you wish. The alcove also contains two 
more Pharros' Contraptions, and as you look into the room, the one 
on the right activates an axe-throwing statue trap, and the one on 
the left has no effect. Continue along the ledge, and after grabbing 
the Pharros' Lockstone to the left of the stairs you come to, use 
them to access an upper path in the large water-filled cavern you 
were previously in. 


The path here runs around the entire cavern, and like the other 

parts of this area, there are numerous Pharros' Contraptions to 
be found along the way. The traps that can be activated in this area 
are especially fiendish and damaging so extra care should be taken 
if you decide to activate any. The best approach to tackle the area is 
to follow the path around going anti-clockwise. After crossing the 
first bridge you'll see a Contraption on the wall to either side; both 
of them activate traps, with the one on the right causing razor sharp 
disks to fire across the bridge, and the one on the left causes the 
nearby statue to start throwing stone axes 


d After crossing the next bridge you'll have to take out a couple of 

Gyrm Warriors before you can consider doing anything with the 
Contraptions. The first one you come to on the wall will activate the 
nearby statue trap, while the next one along on the floor will open 
up a nearby passageway that leads to a small room with a Gyrm 
Warrior and a chest containing Magic Arrows x15. Given the low 
amount and situational use of those arrows, it's hard to recommend 
opening the passage to them unless you have an abundance of 
Lockstones. The next Contraption on the floor along the path will 
activate the statue trap that's next to it, and the Contraption on the 
wall will open another passageway, which provides an alternate 
means of reaching the other side of the nearby bridge 


d Upon reaching the end of the bridge here you'll see another 

Contraption on the wall to the right, and if you put a Lockstone in 
it you'll activate another trap that will fire disks along the bridge you 
just crossed. Further along the path you'll come to a Contraption on 
the floor that controls the statue trap near it, and then on the wall 
ahead you'll see a row of three Contraptions. All of those Contrap- 
tions are used to control different parts of the nearby door, and like 
the one on the floor below, you only have to use a Lockstone on the 
central one to gain access to the room through the bottom part of 
the door 


On the other side of the door is a Primal Knight, and just behind that 
is a Large Soul of a Brave Warrior; the trade of the Lockstones for 
the souls isn't a bad one, so consider using a Lockstone here if you 
have one to spare. The Contraption further along the wall from the 
group of three controls the statue trap opposite it near the edge of 
the path. 


d Continue over the next bridge and take out the Gyrm Warrior 

that's blocking your path. Shortly after facing that enemy you'll 
come to a Contraption on the wall, and if you put a Lockstone in this 
one it will cause a section of the cave wall ahead to move out and 
block the path, stopping you from doing a full circle of the area. 
While at first this may seem pointless, if you're up against an 
invader, it may just save your life. 


Go through the door just past the Contraption to reach a small 
room that houses the second Bonfire of the area, which happens to 
be nicely positioned just in front of a Fog Gate. Rest up, and then 
go through the Fog Gate to battle the Royal Rate Authority when 
you're ready. Follow the path out of the boss room once it has been 


defeated and you'll soon come to a small cave; The Rat King himself 
can be found here, tucked away in a small alcove on the left, so 
make sure you don't accidentally attack him. Drop down through the 
hole in the wall near the Rat King to land on path in the very first 
room of the area. >] 


World Event 

As in the Grave of Saints, you can talk to the Rat King to join 
his Covenant if you wish. This area, even more so than the 
Grave of Saints, can give you a significant advantage in battle 
after you draw an invader in due to the sheer number of traps 
that you can activate. 


d Head through the doorway on the left after you land to reach a 

room where the wondering merchant, Lonesome Gavlan can be 
found; if you have any unwanted items or equipment, make sure to 
take advantage of his services while he's here. Follow the spiraling 
path up the side of the room once you're transactions with Gavlan 
are complete, and enter the narrow corridor when you come to it. 
At the end of this corridor you'll see a Gyrm Warrior with two 
Greataxes, and when you close in on him, he'll try and throw them 
at you. Thankfully, he can't throw them very far, so when you see 
him start the throwing animation, simply walk backwards out of 
range 


dé Continue on along the path after taking out the Greataxe 

throwing Gyrm, but before you reach the point where it opens 
out into a cave again, make sure you have something equipped that 
can deal with the Crystal Lizard just ahead. Further along the path 
past the Crystal Lizard you'll come to a small alcove on the right, in 
which a foolish Gyrm can be found sitting with his back to you; take 
advantage of his poor choice in seating area by running up and 
attacking him from behind „The only thing standing 
between you and the next area now is one final Gyrm Warrior on 
the other side of the nearby bridge, so take him out, and then 
continue up the stairs toward Brightstone Cove Tseldora. 
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OF PHARROS — EN EMILE 


A stocky, powerful race which once 
dwelt aboveground, they were 
regarded as inferior by humans 
and unjustly exiled below. They are 
amicable by nature but harbor an 
intense distrust of surface-dwellers, 
particularly humans; in addition 
many of the Gyrm living in the 
Doors of Pharros have gone Hollow 
and become threats to the living. 


Strategy 

Most of the Gyrm in the Doors of Pharros are encountered seated 
with their backs to the player, allowing an immediate Backstab. 
Should they survive they will attack with a makeshift weapon 
fashioned from a blacksmith’'s anvil attached to a chain; nevertheless 
these unfortunate souls suffer from painfully slow movement and 
are easily dispatched with any means of attack. 


HP Souls Respawn 
el 
Gyrm 730 120 Yes 
Probability Page 
eenen 
Gyrm Helm 5 369 
Gyrm Armor 5 369 
Gyrm Gloves 5 369 
Gyrm Boots 5 369 
Lifogem 20 395 


BE GYRM WARRIOR 


DUAL GREATAXE, GREAT HAMMER 


Warriors of the Gyrm race clad in heavy armor customized for 
their stout frames. These sturdy opponents can deal massive LL Greataxe Hur] 
damage with their improvised Great Hammers while deflecting 
nearly any blow with the monstrous stone Greatshields they carry. 
Some have developed proficiency in ranged combat and will 
throw enormous Greataxes at enemies with frightening accuracy. 


Strategy 
Dual Greataxe 

Gyrm armed with a pair of 
Greataxes will either hurl these 
at the player from a distance 

and proceed to attack with their 
bare hands, or close in with the 
Greataxes and perform slow, 
powerful swings. Rolling forward 
through the flying axe will allow 
players to deliver melee attacks; 
mages and archers will need to 
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either take cover or time their shots and casts to leave enough time HP Souls Respawn 
for dodging the incoming axes. Gyrm Warriors can be Backstabbed 


and their melee attacks Parried for a quick victory. vn Mene on Dem resten zl Suu De 
Gyrm Warrlor (Great Hammer & Greatshleld) __ 630 300 Yes 
Great Hammer 8 . Probability Pago 
Parrying the slow swings of the Gyrm Warriors’ Great Hammers is 
relatively easy; their guard can also be broken with shove attacks Gyrm Warrlor Helm 3 369 
allowing for Guard Break Critical Hits. Ranged or magic-oriented Gyrm Warrlor Armor 3 369 
characters may need to approach just close enough for the Gyrm Gyra Wanrler Gloves 3 360 
Warriors to initiate an attack in order to circcumvent the defenses of am a 
their massive Greatshields. es 8 ze 
Gyrm Greataxe (Dual Greataxe) 3 328 
Gyrm Great Hammer (Great Hammer & Groatshield) 3 332 
Gyrm Greatshield (Great Hammer & Greatshield) 3 366 
Old Mundane Stone 6 an 
Magic Stone 1 an 
Titanite Chunk 2 210 


Li DOG RAT Subjects of the Rat King, the origins of these odd hybrid canine 


rats remain unknown to all but the rats themselves. They inhabit 
the Doors of Pharros and will bravely defend their rightful realm 
against intruders. 


Strategy 
Dog Rats behave in the same way as their cousins in the Grave 
of Saints and should be handled as such. Bear in mind, however, 
that rather than Poison their attacks cause Bleed and Petrification 
buildup; avoid being hit if possible and try to pick them off one at a 
time rather than taking them on in groups 
HP Souls Respawn 
mmm 
Dog Rat 190 80 Yes 
Probablitty Page 
Pharos’ Lockstone 8 401 
Old Radiant Utegem 2 396 
Rat Tall 1 402 


BPRIMAL KNIGHT usouo 


One of the original Primal Knights, this ragged creature 

went Hollow long ago and now wanders mindlessly with its 
equipment in tatters from long years of neglect. First created 
through a dark and forbidden ritual in ages past, the Primal 
Knights are artificial creatures contrived by a twisted and 
power-hungry mind. Their susceptibility to the Undead Curse, a 
trait they share with humans, raises foreboding questions about 
the rituals through which they were given life. 


Strategy 
Primal Knights are large, powerful and very slow enemies with a 
crippling blind spot directly behind them. Players not attacking from 
a distance with magic or projectiles should launch their assault 
from this spot while strafing clockwise around the Primal Knight 

to maintain the position; these hulking opponents are also very 
susceptible to Poison and can be dispatched in this manner from a 
safe distance. 


HP Souls Respawn 
Primal Knight (Undead) 1180 1100 Yes 
Probability Page 
Rusted Mastodon Helm Er 
Rusted Mastodon Armor 374 
Rusted Mastodon Gauntlets 


Rusted Mastodon Leggings 
Mastodon Halberd 
Mastodon Greatshleld 


CEE 
El 
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BE DARK SPIRIT - BOWMAN GUTHRY 


A Dark Spirit with a 

most unusual choice of 
armaments, Guthry will 
invade in the Doors of 
Pharros immediately after 
the player has passed 
through the gate into the 
Rat King’s territory. Clad 
in the armor of a Royal 
Swordsman, could he be a 
remnant of the Drangleic 
Army unit dispatched 

to Brightstone Cove 
Tseldora.….? 


HP Souls Respawn 


Dark Spirit: Bowman Guthry 1052 No 


Can heal via Estus flask 


Probability Pago 


Royal Swordsman Helm 1 31 
Royal Swordsman Armor 1 371 
Royal Swordsman Gloves 1 an 
Royal Swordsman Leggings 1 31 


DOORS OF PHARROS - BOSS 


Strategy 

Guthry will wait for the player to act and immediately fire one of his 
two Avelyns during the opening. While his redundant and seemingly 
counterintuitive loadout lends him a humorous appearance, make 
no mistake — he is a dangerous opponent. It's best to face Guthry 
with a shield; if this is not possible he should be either forced into a 
corner where he cannot escape or lured to an area where you can 
take cover from his ranged attacks. Guthry will take great pains to 
stay out of your melee range and will occasionally perform a shove 
attack if he is cornered; however his dual crossbows prevent him 
from being able to block attacks and sweeping horizontal swings 
will make short work of him. Guthry can be poisoned and simply 
left to die; however he will attempt to heal with Estus if given the 
opportunity. 


mn nd 
Royal Swordsman Helm 371 _Royal Swordsman Leggings an 
Royal Swordsman Armor 371 ___Avelyn 348 
Royal Swordsman Gloves 371__ _Avelyn 348 


B BOSS - ROYAL RAT AUTHORITY 


A loyal servant of the Rat King and the enforcer of his authority, 
this gargantuan Dog Rat is also responsible for testing the 
strength and virtue of visitors to his lord's domain. 


Claw Swipes 

The Royal Rat Authority will raise its right paw and perform a frontal 
sweeping attack, followed by another identical attack with its left 
paw. These can be blocked by a shield with high Stability, but also 
afford the best opportunity for the player to dash or roll underneath 
the Boss, from which point attacks can be launched or healing items 
used. 
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Bite Attacks 

The Royal Rat Authority will lower its head toward its right side and 
lunge forward, striking the area in front of it with a bite. This can 

be blocked with a shield though the Stamina drain will be severe; 
rolling backward with precise timing is the only reliable way to avoid 
it, although players who are not locked on may attempt to pivot 

and dash directly away. When the Boss has been reduced below 
approximately 20% of its health it will exclusively use a feeble and 
much weaker version of this attack. 


Stomp Attacks 

The Royal Rat Authority will stomp with its front paws in an attempt 
to strike players beneath it. One of its easiest attacks to avoid, this 
can be dodged simply by strafing or rolling toward the Boss’ hind 
legs and offers a brief opportunity to land an attack. 


Strategy 

The Royal Rat Authority will initialty be sleeping atop an inaccessible 
ledge when you enter the Boss room. Below it are several Dog 
Rats; as soon as these are engaged the Boss will wake up and jump 
down to attack. Eliminating the Dog Rats before the Boss’ arrival is 
crucial, as their interference cannot be afforded in this fight. Sweep- 
ing horizontal swings of large weapons as well as area-effect spells 
are recommended; Firebombs will suffice if no alternatives are avail- 
able, but are far from ideal. The Boss should be engaged only after 
the small fry have been eliminated. This massive rat is deceptively 
fleet-footed and very powerful; the only safe place from which to 
attack is directly beneath it. In general, keep the boss at close range 
when possible and use its Claw Swipes as an opportunity to dash 
under it and attack. 


The basic strategy is the same for characters of all combat orienta- 
tions; keeping this boss at long range is for all intents and purposes 
impossible, as it will close its distance to the player almost imme- 
diately. Attacks can only be safely launched from beneath it while 
itis using its Claw Swipes; at all other times players must remain 
focused on either blocking or dodging, as the Boss will launch an 
almost constant assault. Players should remain just outside its 
melee range, attempt to bait the Claw Swipes and either roll or dash 
under the Boss when it begins its attack; counterattacks should be 
executed before it finishes swinging, because it will usually leap 
away from the player and reposition itself to lunge. 


HP Souls Respaven 
Royal Rat Authority 4330 14000 No 
Probability Page 


ennn 
Royal Rat Authority Soul 100 397 


Lunge Attack 
An extremely difficult attack to avoid, the Royal Rat Authority will 
use this at mid and long range. It can be identified when the Boss 
ecrouches and lowers its head as though about to pounce; it will 
then lunge quickly forward and perform a sweeping headbutt attack 
which can be dodged only with a backward roll at exactly the right 
moment. This attack inflicts such tremendous Stamina damage that 
only the mightiest and most heavily-upgraded of Greatshields can 
stand up to it; players attempting to block it are advised to hold their 
shield in both hands in order to utilize the Stability bonus thereby 
granted. If the player becomes trapped underneath the Boss when 
it prepares to use this move, a forward roll (toward its hindquarters) 
offers the best chance of a successful escape. 


Royal Rat Regurgitation 

The Boss will use this attack when its health has been reduced to 
approximately 20%. It will lift itself up weakly and vomit a large pool 
of yellow acid, which will spread slowly underneath it; the acid in- 
flicts significant durability damage and players should avoid contact 
with it at all costs. 


A well-upgraded Greatshield with high Stability, such as the Gyrm 
Greatshield, can block all of the Royal Rat Authority's attacks if held 
in both hands; this offers an alternative strategy for players with suf- 
ficient Strength to make use of it. Using this method it is possible 
to block the Boss’ lunge and bite attacks while waiting for it to use 
its Claw Swipes, then dash underneath it and either hit it with the 
Greatshield or switch weapons and hit it with something else. When 
the Royal Rat Authority's health has been reduced to approximately 
20% it will become severely weakened and will only use a feeble 
bite attack and Royal Rat Regurgitation; at this point players should 
take the opportunity to deliver it a swift and decisive finishing blow. 


Parry Bloek Stamina Damage 

Claw Swipes No Yes Heavy 

Bite Attacks No Yes Heavy 

Stomp Attacks No Yes Heavy 

Lunge Attacks No Yes Extreme 

Royal Rat Regurgitation No No Unblockable 
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Chapel Thrashold 


CHURCH — UPPER FLOOR 


Fading Soul xl 
Fading Soul xl 


Cromwell the Pardoner 


Human Effioy 5 Skaptic's Spice xl 
Fading Soul xl, 
4 
erge Cheric's Small Shield x 
Estus Flask Shard xl 
Benhart of Jugo (Summon Sign) 
Prowling Magus & 
Lacerating Arrow x15 Holy Water Um 3 Congregation 


Tanita Shard xl 


‘Soul of a Nameless 
Soldier xl 


Heavy Bolt x20 (Trap) 
Large Soulof a 
Proud Knight 


GHTSTONE COVE — Ì 


— Royal Army Campsite 


Soul of a Nameless 
Soldier xl 


Soul of a Nameloss 
Soldier xt 


Large Titanita Shard xl 


Soul of a Brave Warrior x1 


Radiant Litagem x1 


Lightning Urn x4 


Large Tianite Shard xt 


To Doors of Pharros) 


BRIGHTSTONE COVE — f 


Southem Ritual Band +1 xl 


(Charcoal Pine Resin 3 … Large Titanite Shard xl 


} "(inner room) 


Titante Chunk xt, 
Twinkling Titanita x1 


———Titanite Chunk xl 


RIGHTSTONE COVE — F3 


Large Titanite Shard xl 


Torch xl 
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Patriied Dragon Bone xt 


Estus Flask Shard x1 


Lower Brightstone Cove 


Fame Butterfly xt 
— Pharos’ Lockstone xl 


bij jad 
one 
Lower roem 


| Crescent Axa xl 
Jm vge Soul Vortax xl 


BRIC 


ITSTONE COVE — | 


Rusted Coin x10 (Trap) 


Engraved Gauntiets xl 


Locked (Tseldora Den Keyl 


Twilight Herb xl (Lower middle level) 


Soul of a Hero xl, Corrosive Um x5 (Ground level) 
Gold Pine Resin xd / 


Lackad (Brightstone Kay) 


Locked (Brightstone Keyl 


Black Knight 
Ultra Groatsword x1, 
Graat Firaball, 

Firo Saed xl 


Lever 


Torch xt (Middlo love) Ashan Knight Boyd (Ground level 


RIGHTSTONE 


OVE 


Pharros' Lockstona xl (Middle level} 


Radiant Lifegem x1 (Middle web) 
Simpletoris Spice xt (Ground level) 


\ 


BRIGHTSTONE COVE TSELDORÁ 
& LORD'S PRIVATE CHAMBER 


An abandoned brightstone quarry in the remote 
Southeastern mountains. This once-flourishing mining 
settlement enjoyed great prosperity during the brightstone 
boom, but the community was left in ruins after an 
unexplained invasion of spiders and the subsequent 
disappearance of Duke Tseldora, the town's founder and 
propertier. The remains of the quarry and its surrounding 
buildings beckon attractively to opportunistic scavengers 
and would-be salvagers, but no one who has ventured in 
has yet returned. 


Enslaved Pig 045 Human Effioy 396 
Crystal Lizard 057 __ Estus Flask Shard »2 401 
Parasite Spider 218 __ Bonfire Ascetic 401 
Sand Basilisk 218 ___Cleric's Small Shield 360 
Red Crystal Lizard 219 ___Twinkling Titanite 310 

p Undead Peasant (Scythe) 219 Pharros' Lockstone x2 401 
B Undead Peasant (Pickaxe) 219 Petrified Dragon Bone 310 
®_Undead Peasant (Torch) 219 Southern Ritual Band +1 _ 404 
Undead Supplicant 220 __ _Tseldora Den Key 402 
Parasitized Undead 220 Crescent Axe 327 
Hollow Mage (Male) 221 Sorcery: Soul Vortex 388 
Dark Cleric 221 Engraved Gauntlet, 377 
Duke Tseldora 222 Fragrant Branch of aar 

Ee mnd Bede Gen | Yore x1 
Vengart's EE 

Zenoah 22 | park Quartz Ring +1 403 

8 _Porcine Peasant 223 

| | Brightstone Key 402 

g_Prowing Magus 24 

y Vengart's Armor 385 

® The Duke's Dear Freja 225 
Vengarl's Boots 386 
Vengarl's Gloves 386 
Black Knlght Ultra pa 
Greatsword 

The Duke's Daar Froja Pyromancy: Great zot 

Fireball 


Fire Seed 


Frimal Bonfire 


BRIGHTSTONE COVE — B2 
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BRIGHTSTONE COVE TSELDORA & 


LORD'S PRIVATE CHAMBER 


d You will enter Brightstone Cove Tseldora from a large stone hall 

with a erumbling fountain. The Royal Army campsite ahead is 
overrun with Undead Peasants whose attacks will inflict Curse; 
beware of them as you explore the encampment. The tent closest 
to you when first entering the area contains only a few empty pots; 
the larger one just past it houses this area's first Bonfire. The nearer 
of the two nearby A-frame tents hides a group of Undead Peasants, 
while Benhart of Jugo's Summon Sign can be found in the other at 
Position A [> 01). The wooden lookout towers in the area can be 
destroyed with melee attacks, and knocking down the one farthest 
to the left will give you access to the item on the corpse that was 
atop it. An Undead Peasant along the left wall digs mindlessly with a 
Pickax and can be backstabbed with impunity, allowing you to loot 
the corpses of several Royal Soldiers surrounding him. 


d Run over to the well at Position B on the other side of camp 
now, and grab the item from the corpse that's draped over it. That 
item is not the only secret the well holds, however. Make your way 
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around to the small cliff overlooking the well, and then run off the 
eliff directly into it {> > 02). You'll land in a small hidden tunnel on 
top of an item, so after picking that up, follow the tunnel along and 
climb the ladder at the end to enter the dilapidated house that's 
near the well. Open the chest here, and then use the ramp created 
by the pile of rubble to get back out into the main camp. 


When finished looting the encampment, find the cliff-side path 

leading down toward the valley and follow it. Two giant boulders 
on a ledge to the right betray an obvious ambush; approach the 
nearer boulder until it begins rolling, and then immediately move 
back [> 03). If you try to grab the soul item on the nearby corpse 
without triggering the trap first you will be killed. Climb the ladder 
and kill the other Peasant as quickly as possible so that he doesn't 
have the opportunity to spring his trap. This is especially important if 
you summoned Benhart, because he will usually continue down the 
path and engage a group of Undead Peasants, and that battle will 
often end up in the boulder's path. Pick up the items up here, and 


| fe 


then descend the ladder and continue along the path. Kill the group 
of Undead Peasants guarding the door, and then take the item from 
the corpse near the edge of the cliff and continue on into the 
tunnels leading to the chapel. 


d The first room you come to is empty, but the second one houses 
a chest sitting invitingly in the middle of the room. Opening this Cm 
chest will trigger an ambush in which several Parasite Spiders will 
emerge from holes in the walls and attack simultaneously. Before 
opening the chest you can see the spiders hiding in the small holes 
in the wall, so if you have ranged attacks, hit one of them to give 
yourself an early advantage in the battle. 


Collect the contents of the chest once it's safe, and then proceed 
through the door on the opposite side of the room. Before going 
through the Fog Gate in the room on the other side, however, 
interact with the wall at Position C to reveal a hidden door; follow 
the stairs up on the other side to get an Estus Flask Shard 

Make your way back down and pass through the Fog Gate to do 
battle with the Prowling Magus and his Congregation. 


d Exit the Boss room and turn back around to face the chapel. The 

niche immediately to the right of the doorway hides a ladder 
leading to an attic — climb it to meet Cromwell the Pardoner and loot 
several corpses. Descend to the chapel entrance, and then after 
entering the nearby cave, follow the upper ledge inside it around to 
the left to find a Bonfire. Walk or jump down to the sandy floor 
below and check under the last flight of steps for an item, and then 
continue through the door and smash the pots on the other side to 
reveal the item hidden within them. Step out onto the ledge, but 
beware of the Hollow Mages perched around the area that will 
bombard you with Homing Soul Arrows — if you have any form of 
ranged damage available you can take them out from here to make 
the going much easier. 


World Event 

As well as being able to purchase Miracles and other items 
form Cromwell, you can also ask him for a Pardon to clear 
you of any Sin you've accumulated through the killing of 
NPCs and other actions. 


d Ride the first zipline to the ledge below, kill the mage and the 

spider in your way, and then ride the second zipline. Kill the 
enemies on the ledge and enter the door to the right. The hallway 
leads to a room with two Hollow Mages, one hidden around the 
corner to the left, and two spiders on the ceiling. Kill the mages, and 
the spiders if you can reach them, and then take the item from the 
corpse in the corner before going through the nearby doorway 

‚Slide down the ladder, and then head down the hall to access 

the Bonfire in the room there. 
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World Event 

If you have been following closely and talked to Mild-man- 
nered Pate and Creighton the Wanderer at every opportunity, 
when you land on the ledge after using the first zipline you 
should hear the sounds of a battle raging in a room to the 
left. If you enter the room you'll find Pate and Creighton 
locked in mortal combat, and rather than simply stand by 
and watch things unfold, an intervention of sorts is called for. 
Whichever of the two men you attack first will become hostile 
toward you, while the other will then become an ally; whom 
you choose to side with is ultimately up to you, but you will 
get different rewards depending on who is left standing. 


Both men will give you their complete set of armor as reward 
for helping them kill the other, so since you should already 
have all of Pate's equipment from talking to him in Earthen 
Peak, it's recommended that you side with Creighton and kill 
Pate. Talk to whichever man is left alive after the battle to get 
the rewards, and on top of them you'll also be given theTsel- 
dora Den Key. You'll get the key regardless of which of them 
you side with, and it's used to open a door later in the area. 
If along the journey you happened to kill either of these men, 
then things play out slightly differently. 


If you killed Pate, Creighton will still be in the room when you 
arrive, and if you talk to him he'll ask for proof of Pate's death 
in the form of the Ring of Thorns that he drops. If you give 
him the ring he will give you the Tseldora Key, and if you re- 
fuse he will attack you. Similarly, if you killed Creighton, Pate 
will ask for proof and the same situation will play out. 


If you didn't kill the two spiders in the upper room they will drop 
through the hole in the floor and attack you when you walk under- 
neath them. Light the Bonfire and make sure to open the door lead- 
ing outside, because it only opens from this side. Use the Bonfire 
now to Travel back up to the Chapel Threshold Bonfire. As you made 
your way down the first time, you will have noticed a number of 
items in awkward to reach areas along the walls, and since there 

is no way of getting them all in one go, multiple trips down are 
required. 
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d Exit the cave leading back out toward the chapel again and 
immediately turn right and drop off the ledge at Position D 
„ Land on the narrow ledge directly above a whirling sandpit and 

kill the Crystal Lizard before it runs off the edge into the whirlpool. 
Tum and face the cliff you just dropped down from, and then drop 
down again onto a small rocky outcropping below, where you'll find 
some more items. You need to drop down again from here to reach 
the ground below, and since it's a moderately high fall, make sure 
you have the health to survive. Care should also be taken to make 
sure that you won't land in the quicksand pit, because there is no 
escaping its pull. 


d After landing, a Sand Basilisk will dig its way out of the sand 

nearby and attack, so take it quickly as soon as you see it. A 
Crystal Lizard with an atypical red gem in its back sits on the other 
side of the whirlpool; ignore it as it will only explode if it escapes, 
leaving no items behind and inflicting severe damage on anything 
caught in the blast. Go through the door at Position E once you've 
dealt with the enemies, which will take you into Weaponsmith 
Ornifex's workshop; grab the items laying around the room, and 
then exit back out. 


Continue along to the opposite side of the area until you see an 
item on the ground just behind a wooden cart ‚When you 
approach this item, a number of Parasite Spiders will swarm over 
the ledge and ambush you, so make sure you're ready for them 
Return to the Bonfire room after picking up the item, and then Travel 
back to the Chapel Threshold again; from there make your way 
down to the first zipline and use it to reach the ledge on the other 
side. 


World Event 

If you had previously freed Weaponsmith Ornifex from her 
confinement in the Shaded Woods, she will have returned 
here and set up shop. As her name implies she is an excel- 
lent weaponsmith, and will be able to craft powerful weapons 
for you at no cost in exchange for certain Boss Souls. If you 
made it here and she's not in the room, that means you still 
need to free her back in Shaded Woods, so please refer to 
that area for details on how to accomplish the task. 


d Tum around once you land on this ledge, and you'll notice an 

item sitting just inside a door on the opposite balcony; that iter 
is only a Large Titanite Shard, and considering the difficulty in 
obtaining it and getting down safely, the risk does not really match 
the reward in this instance. Instead, walk along the ledge past the 
second zipline, and then drop off the end at Position F and 
continue down a series of ledges to reach one with an item 

„If you choose to melee the Hollow Mage here, beware of the 

exploding barrels next to him. Drop carefully to the ledge below; 
aiming for the two pots on the side is the best way to avoid missing 
your target and landing on the ground. Enter the door and take the 
Estus Flask Shard, and then return to the Chapel Threshold via Travel 
from the Lower Brightstone Cove Bonfire once more. 


U 


| 


d Make your way around to the first zipline, and after using it to 
crossover to the other side, enter the dwelling to the left. The 
partially broken door on the right leads to an empty room with a 
spider hiding in a hole behind two bookcases, so destroy them and 
kill the spider. Back in the main room, destroy the pots to get the 
items from a corpse hidden inside one of them. Destroy the shelves 
on the opposite side of the room to reveal a rather poorly-concealed 
passageway. Follow the passageway along through a door, and then 
pick up the item nearby on the stairs. Continue on through the next 
door and kill the enemy outside quickly before turning to the right 
and killing the Crystal Lizard. Pick up the item from the other side of 
this ledge, and then drop down at Position G to land on another 
ledge below with a makeshift wooden railing 
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d Kill the enemies on the ledge here once you land, and then enter 

the nearby room and take out the three enemies inside. After 
clearing the room, destroy the shelves along the left wall to reveal a 
switch, and then activate it to lower a nearby platform with a chest 
on it „To reach the chest, go back to the top of the stairs 
and jump across to the platform. If you have ranged or area attacks 
you can kill the Hollow Mage on the ledge outside by targeting him 
through the window; otherwise open or destroy the wooden door 
and walk out onto the ledge to deal with him directly. Drop down to 
the ground directly below the window to avoid falling into the 
Whirling pool of sand; this is the only safe landing spot and missing 
it will result in death. 


d Enter the double doors ahead, kill the Hollow Mage and spider 

and break the two shelves along the wall to reveal a hidden 
room, inside of which you'll find a Parasite Spider guarding a chest 

„ After looting the chest, walk through the hole in the wall 

at Position H. After dropping through the hole, turn left and get the 
item in the room that's partially filled with sand, before back tracking 
and opening the door at the opposite end of the hallway. There are a 
number of enemies in this area, including a couple of Parasitized 
Undead and some hidden Sand Basilisks, so be careful when you 
first step through the door. 


d Enter the door on the opposite side of the area once it's clear, 

and take out the group of spiders in the room on the other side; 
clear out the spiders, and then go up the stairs and exit through the 
door. As soon as you step out onto the ledge here, the Porcine 
Peasant will spawn on the other side of the wall below you, but 
before concerning yourself with him, make sure you pick up the 
item that's on the corpse nearby. You can start attacking the 


Phantom from this ledge if you have ranged attacks, just be careful 
where you stand on the wooden portion, because the corner on the 
left side will collapse if you step on it. 


d Once the Phantom has been vanquished, note the other wooden 

door at ground level near the archway; attempting to open this 
door will result in the message, “Too heavy to open.” Standing well 
back and to the side, target the door with ranged attacks. When it 
breaks, an avalanche of sand will pour out and damage you if you 
are anywhere near the door. You can proceed inside, but will be 
stopped by a locked door requiring the Tseldora Den Key. Go back 
outside, through the archway and cross the wooden footbridge 
toward the Duke's manor. Falling onto the sharp crystals beneath 
the bridge will inflict damage with every step you take, so avoid 
them if at all possible / |. If you do fall in, use the stairs just in 
front of the manor to get out. 


World Event 

If you saw the events with Creighton and Pate to one of the 
outcomes that leads to you getting the Tseldora Den Key, you 
can use it to open the door here. On the other side you'll find 
a room with two chests; the wooden chest has an explosive 
trap on it, so as soon as you open it, run back out of the room 
to escape the blast. In the other chest you'll find the Engraved 
Gauntlets, which have the ability to make your normal attacks 
become critical hits. 


When you approach the door you'll notice two enemies standing 

on platforms above it; if you have ranged attacks take them out 
as early as you can‚ otherwise they will drop down when you get 
near the door. Once inside you will be set upon by a large group of 
spiders, so use the doorway as a bottleneck for them to avoid 
getting surrounded. You won't be able to open the door on the 
right-hand side of this room yet, because it requires the Brightstone 
Key, so head toward the two doors at the back. Each of these doors 
is controlled by the switch next to it, and while the one on the right 
only contains an item, the one on the left contains a ladder that you 
need to climb in order to proceed 


d Be cautious of the spiders scattered throughout this area as you 

work your way down — standing on the webs reduces movement 
speed and can make it difficult to evade or retreat. A Torch and a 
Pharros' Lockstone can be found one level down in the corners of 
the remaining floor on the opposite side of the room from the 
entrance. Two corpses in the webbing near the ground hold more 
items as well. Once you're down on solid ground, go behind one of 


the pillars in the comer directly below the entrance to find the item 
hidden there. If you go to the pillar in the adjacent corner you'll find 
the Summon Sign for Ashen Knight Boyd; it's highly recommended 
that you summon him, because when you pass through the Fog 
Gate you'll have to face The Duke's Dear Freja C 


d Pick up the Boss’ Soul from the glowing red spot on the ground, 

and then turn and make your way through the tunnel into the 
Lord's Private Chamber. Lord Tseldora himself is standing in front of 
the desk — defeat him to claim the Brightstone Key and a number of 
other items. Proceed through the corridor on the right and you will 
be attacked by Vengarl's Body; destroy it to obtain the remainder of 
the Vengarl's Armor Set pieces. Once the area is clear, light the 
Primal Bonfire and use it to return to Majula; from there your next 
destination should be Sinner's Rise. 


World Event 

Now that you have the Brightstone Key, remember to travel 
back to the Lower Brightstone Cove Bonfire and make your 
way back across the wooden bridge into the Duke's manor 
and open the door there. Proceed across the room and ready 
yourself for an ambush, because when you open the next 
door, a large number of Parasite Spiders will drop down from 
the holes in the ceiling. After you've taken them all out, open 
the chest and claim the contents. 


With the Duke's Dear Freja now defeated, you should also re- 
turn to the Shaded Woods and speak again with Manscorpion 
Tark; for defeating his master he will give you the Second 
Dragon Ring. 
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IR PARASITE SPIDER 


Brightstone Cove was abandoned years ago when the town was 
suddenly and mysteriously overrun by this parasitic species of 
giant spider. Many of the residents who were unable to escape 
were caught by the spiders and became their hosts, doomed to 
wander mindlessly at the whims of their bloodthirsty masters. 


MN SAND BASILISK 


A subspecies of Basilisk whose bulbous false eyes have 
completely atrophied as an adaptation to living in desert 
environments. This variant still attacks with petrifying breath 
but has also learned to burrow under the sand, enabling it to 
ambush its prey and travel undetected. 
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Strategy 

Parasite Spiders are quite squishy, as arachnids tend to be. They 
have low health and are easily defeated from a distance with spells 
or ranged attacks. Although not nimble, they move erratically and 
will occasionally attempt to evade melee attacks by leaping back- 
ward. A single Parasite Spider poses very little threat, but they are 
dangerous in groups as they have the ability to launch a web pro- 
jectile, which will temporarily slow you to a walk if it connects. It is 
rare for them to use this attack, however, and the projectile is slow 
enough to be easily dodged on open ground. If the web is blocked 
with a shield it will have no effect. 


A single strong or two-handed attack from a larger melee weapon 
will often prove sufficient to dispatch a Parasite Spider and wide hori- 
zontal swings will mow down many at a time. They like to ambush 
their prey from holes in walls or by dropping from ceilings on strands 
of web and are almost never encountered alone, so carrying a 
erowd-control weapon is advised when traversing Brightstone Cove. 


HP Souls Respawn 

Parasite Spider 200 160 Yes 

Probability Page 

EE 

Human Efflgy 5 3965 
Prism Stone 5 400 
Tsoldora Cap 1 370 
Tseldora Robe 1 370 
Tsoldora Manchettos 1 370 
Tsoldora Trousers 1 370 
LargeTitanite Shard «2 10 


Strategy 
Sand Basilisks will be encountered initially hiding under the sand with 
only their heads visible, making them difficult to differentiate from 
rocks and debris. When they detect a player's presence they will dig 
out of the sand to attack, at which point their behavior and offensive 
patterns are identical to those of the other types of Basilisk. Their 
health is low and their evasive abilities are very poor, making them 
easy targets. Their breath attack will cause Petrification buildup, but is 
easily avoided; players with even marginal Petrification resistance can 
simply dash through the breath cloud and dispatch the Basilisk. 


HP Souls Respawn 

nnn 

Sand Basilisk 280 200 Yes 

Burrow 
Probabliity Page 

es 

Raw Stone 5 31 

Faintstone 1 an 

Boltstone 1 an 

Flredrake Stone 1 31 

Darknight Stone 1 an 

Polson Stone 1 an 

Bleed Stone 1 311 


BS RED CRYSTAL LIZARD 


A Crystal Lizard whose dorsal stone is red rather than the usual 
blue. It is unknown whether this is merely a mutation or an 
entirely different species, as the existence of these incredibly 
rare specimens has only recently been confirmed. Unlike their 
blue brethren, Red Crystal Lizards harbor a much more bizarre 
and dangerous secret: they are walking time bombs and will 
detonate in a massive explosion if disturbed. 


Strategy 

Red Crystal Lizards behave in the same way as the blue variety in 
that they will turn and run from the player when approached. Their 
physiology is vastly different, however, and instead of disappear- 

ing after running away they will explode, dealing massive damage. 
As Red Crystal Lizards do not drop any items even when defeated 
before they can detonate, they effectively function solely to inconve- 
nience players and as such it is best simply to leave them alone. 


HP Souls Rospawm 
Entente 
Red Crystal Lizard 330 1 No 
Self-destruct 
Probability Page 


KNUNDEAD PEASANT 


GREAT HAMMER, REAP 


Former working-class residents 
of Brightstone Cove Tseldora. The 
mysterious events surrounding 
the town’s destruction robbed 
these unfortunate souls of their 
humanity and reduced them 

to cursed monsters; they now 
viciously attack any who wander 
into the settlements remains, 


Strategy 
Great Hammer 
Undead Peasants wielding Pickaxes are the most dangerous type. 
Their attacks cause heavy Curse buildup even through a shield and 
drain considerable Stamina when blocked. The best strategy is to 
avoid being hit altogether — simply strafe or roll backward when they 
swing at you and counterattack while they recover or attack from a 
distance with ranged weapons or magic. The Pickax's short reach 
makes dealing with these enemies very straightforward. 


Reaper 

Undead Peasants with Scythes will cause minor Curse buildup if 
their physical attack connects, even if blocked with a shield. Scythe 
Peasants have slightly longer range and can perform a wide horizon- 
tal swing not shared by the other two types, requiring greater care 
when baiting their attacks. The safest way to fight them up close is 
to watch for their attack and then roll backward, or else quickly bring 
them within range of your melee weapons and strike before they 
can react. Undead Peasants of all types lack Poise and are easily 
stunlocked, so if you can score the first hit they will be unable to 
avoid successive swings. 


Torch 

Undead Peasants carrying Torches cannot inflict Curse buildup and 
their attacks are relatively weak. This is the least dangerous type and 
is easily brought down with a few melee swings or ranged attacks. 
They share the same attack animations as Pickax Peasants and so 
should be handled in the same way. 


HP Souls __ Rospawm 

Undead Peasant (Head 1: Great Hammer) 660 220 Yes 
Undead Poasant (Head 2: Great Hammer) 660 220 Yes 
Undead Peasant (Head 1: Reaper) 600 220 Yes 
Undead Peasant (Head 2: Reaper) 600 220 Yes 
Undead Peasant (Head 1: Torch) 600 220 Yes 
Undead Peasant (Head 2: Torch) 600 220 Yes 

Probability Page 

ee 
Peasant Hat 1 370 
Peasant Attire 3 370 
Peasant Long Gloves 1 370 
Peasant Trousers 1 370 
Small Smooth & Silky Stone 5 396 
(Head 1: Great Hammer. Head1:Torch) 
Flame Buttorfiy 5 400 
(Head 1: Great Hammer, Head1: Torch) 
Titanite Shard 5 310 
{not Head 1: Great Hammer, Head1:Torch) 
LargeTitanite Shard 3 310 
{not Head 1: Great Hammer, Head1: Torch) 
Titanite Chunk 3 210 
{not Head 1: Great Hammer, Head1: Torch) 
Torch (Torch) 30 401 
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EEJ UNDEAD SUPPLICANT 


Members of the Prowling Magus’ Congregation, these withered 


- 
Undead have fallen completely under their master’s control. 
Retaining no will of their own, they now serve the Magus with 
blind dedication. 


Strategy 

Undead Supplicants are weak, slow-moving and serve more as 
obstacles than actual threats. They are present in the Prowling Ma- 
gus Boss fight primarily to fill out the Congregation and distract the 
player from the more dangerous Dark Clerics. Undead Supplicants 
are easily dispatched with any form of attack and should either be 
eliminated quickly in one fell swoop or else ignored until the Clerics 
have been defeated. 


Souls __ Respawn 


ZED UNDEAD 


Foreleg Slash 


A PARAS 


Former residents 

of Brightstone 

Cove who failed to 
escape the wave of 
invading spiders 
and became the 
parasitic arachnids’ 
hosts. A gruesome 
fate undeserved by 
those whom it befell, 
the still-living host is 
used as a source of 
nourishment by the 
spider as it seeks out 
new sources of food, 


While their consecutive attacks are only moderately quick, Parasit- 
ized Undead give very little warning before striking and can stunlock 
players with low Poise if their first hit connects. If fighting up close, 
stand back until they've swung and missed before closing in to 
counterattack. Alternately, simply block the attack with a shield and 
counter immediately. If your attack does not finish the Parasitized 
Undead, return to blocking and wait until the next attack rebounds 
to deliver the killing blow. Holding your weapon in both hands is 
recommended if not using a shield. 


HP Souls Rospawn 
me 
Parasitized Undead 720 360 Yes 
Probability Page 
Strategy Human Efflgy 5 395 
Parasitizeed Undead are similar to Parasite Spiders in that the Prism Stone 5 400 
arachnid's sharp forelegs remain their primary offensive tools. Their Tsoldora Cap 1 370 
attacks are a bit quicker, however, and have a tendency to connect Tseldora Robe 1 370 
with the player even after the Parasitized Undead's health has been " peen í eas 
reduced to 0. It is best to deal with them using weapons with long sd 
reach or else ranged damage or magic. Tseldora Trousers 1 370 
LargeTitanite Shard x2 10 310 
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EB HOLLOW MAGE 


MALE 


Hollow Drangleic mages encountered in Brightstone Cove 
Tseldora. Whether they were there before the town’s destruction 
or moved in afterward is unknown; what is painfully clear is that 
they have no intention of allowing visitors to leave the ruins alive. 


IBÌ DARK CLERIC 


Drangleic clerics in the service 
of the Prowling Magus. How 
and why they came to serve 
this evil being is as mysterious 
as the clerics themselves; 

it is uncertain whether 

they even retain their own 
consciousnesses or are merely 
extensions of the Magus’ will. 


Strategy 

Two Dark Clerics appear with the Prowling Magus in the Chapel 
Boss room. They are capable of casting several Miracles that can 
cause tremendous problems if the Clerics are not promptly elimi- 
nated: Lightning Spear, Heal and an area-effect Heal which targets 
the entire Congregation, including the Boss. They will continually 


Strategy 

Several male Hollow Mages are positioned in perches throughout 
the lower Tseldora Ruins and will constantly bombard players at- 
tempting to traverse the area with Homing Soul Arrow. They are 
best dealt with using ranged attacks or manually-targeted spells; in 
order to kill all of them with melee weapons it is necessary to ride 
both ziplines from the Chapel Threshold Bonfire. Their ranged Hom- 
ing Soul Arrow is slow and can be dodged if surroundings permit; in 
melee range they will switch to casting Soul Spear Barrage, a lethal 
spell which oscillates from left to right, launching multiple small orbs 
of energy in rapid succession and can inflict many consecutive hits. 
They will less frequently attempt a much weaker physical attack 
with their staves. 

When fighting male Hollow Mages up close, the best defense is a 
good offense. They lack Poise and their casting can be interrupted if 
they are struck with a physical attack; keeping the pressure on and 
preventing them from using their dangerous magic is the surest 
road to victory. If they begin casting at close range and you are 
unable to stop them, back off as quickly as you can to avoid the bar- 
rage of magic orbs. 


HP Souls __Respawm 
enne 
440 400 Yes 


Probability 


White Hollow Mage Hood 1 

White Hollow Mage Robe 1 367 Cm 
Bat Staft 1 243 

Dark Troches 5 399 

Rouge Water 5 396 

Skoptic's Spice 2 401 


heal the other enemies in the room while pelting the player with 
Lightning Spears; it is imperative that they be killed before engaging 
the Magus in order to prevent them from restoring his health and 
dragging out the fight. 


While their Miracles are very dangerous, the Clerics themselves 
are quite soft and a solid series of consecutive two-handed melee 
attacks will typically bring them close to death. It is advisable not to 
use up the last of your Stamina when attacking them, or they might 
begin casting a Heal spell while you are recovering — ensure that 
you are able to strike them immediately in case you need to inter- 
rupt them in a pinch. 


He Souls ___Respawn 
| 
Probability Page 
ACE 
Human Effigy 10 395 
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EN DUKE TSELDORA 


Propertier of Brightstone Cove and founder of the mining town 
which once flourished there. Duke Tseldora disappeared after Esto 
the town was suddenly and mysteriously overrun by spiders 
and was never heard from again. Though the circumstances 
surrounding Brightstone Cove's destruction remain unclear, 
the murky truth behind Duke Tseldora’s disappearance seems 
somehow related to his unnatural obsession with spiders… 


Strategy 

Hollow and decrepit but still clutching an Estoc in his rotting hand, 
Duke Tseldora attacks with a limited and rather bland set of thrusts 
and slashes; as such he is easily thwarted with a shield. He has no 
means of ranged attack nor any particular elemental resistances and 
nearly any means of damaging him will prove effective. The Duke 
also lacks Poise and is susceptible to chain attacks, so simply block 
his jabs or move to the side and counterattack to put an end to his 
twisted and troubled legacy. 


HP Souls Respawn 
en 
Duke Tseldora 400 700 No 
Probability Page 
Brightstone Key 100 402 
Fragrant Branch of Yoro 100 401 
Dark Quartz Ring +1 100 403 


B VENGARL'S BODY 


The decapitated body of Vengarl of Forossa. Separated from 
its head during a brutal war long ago and now somehow 
ambulatory once again, it wanders in search of the battles it 
knew in life as though reanimated by its old bloodlust… 
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Strategy 

Vengarl's Body is encountered in the Primal Bonfire chamber of 
Brightstone Cove Tseldora after defeating the hollowed Duke. It 
uses only physical attacks with its twin swords, but is powerful 
and agile and should be handled with caution. It will quickly close 
the distance between itself and the player, pressuring ranged- and 
magic-oriented characters to play defensively. All of its attacks 

can be blocked with a shield, but doing so will drain tremendous 
amounts of Stamina. Attempting to guard its swings with anything 
other than a Greatshield is not recommended. 


Vengarl's Body is highly vulnerable to thrown weapons such as 
Firebombs and Throwing Daggers and will typically stagger when hit 
by one. It is particularly weak against Holy Water Urns and several 


of these will make short work of it. Its predictable attack timing 
makes parrying it fairly easy; it is susceptible to ripostes and will 
assume the position if a parry against it is successful. It can also be 
poisoned via spells or Poison Throwing Daggers, at which point the 
player need only stay out of its way until it succumbs. 


HP Souls Respawn 
mmm 
Vengart’s Body 1340 8000 No 
Probablitty Page 
Vengarl’s Armor 100 385 
Vengarl's Gloves 100 385 
Vengarl’s Boots 100 385 


KN 


RK SPIRIT - PORCINE PEASANT 


A peasant of unknown origins 
whose soul haunts the ruins 
of Brightstone Cove. This 
enigmatic character carries 
the peculiar Porcine Shield, 
but whether this is a clue 

to his identity or simply a 
coincidence can only be left to 
speculation. 


Strategy 
The Porcine Peasant will appear behind the left side of the wall 
immediately preceding the wooden footbridge across the spikes 
to the Writhing Ruin when the player approaches the archway. His 
Pickax lacks range but inflicts great damage and can easily break 
the guard of a shield. The low Poise of his Peasant's Attire makes 
him susceptible to staggering and stunlocks, however, and this can 
be used to push him onto the spikes. He can also be poisoned via 
Poison Throwing Daggers and is susceptible to thrown weapons in 
general, such as Firebombs. 


HP Souls Respawn 
Dark Spirit: Porcine Peasant 2200 2900 No 
Can heal via Estus Flask 
Probability Page 
ee 
Peasant Hat +5 1 370 
Peasant Attire +5 1 370 
Peasant Long Gloves +5 1 370 
1 


Peasant Trousers +5 


Overhead Swing 


At or below 50% health the Porcine Peasant will attempt to back off 
and heal himself using an Estus Flask; melee characters should stay 
close to him at this point to interrupt him and use the opening to 
press their advantage. Ranged or magic-oriented characters should 
lure him toward the crystal pit and wait for an opening, then use a 
flurry of weak attacks to push him in. He will turn around and walk 
slowly toward the steps out of the pit, during which time he can be 
assaulted with ranged attacks and spells from the footbridge. 


Page Page 
nl 
Poasant Hat +5 370 _Peasant Trousers +5 370 
Poasant Attire +5 370 Plekaxe 331 
Poasant Long Gloves +5 370____Poreine Shield 3654 
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EN BOSS - PROWLING MAGUS 


An Aldia warlock who occupied the abandoned Brightstone Cove Chapel 
and began using the site to conduct dark rituals with his Congregation of 
enslaved Undead. His minions do not take kindly to interruptions of their 
services and readily offer up intruders to their master as sacrifices. 


Malevolent Pulse 

A small, fast-moving Dark-based spherical projectile that looks 
similar to the Resonant Soul Hex. It inflicts considerable damage 
but drains almost no Stamina when blocked and a shield with high 
Dark defense will stop it in its tracks. The Prowling Magus will cast 
this spell at both close and long range but it is easily identified in ad- 
vance: the Magus will raise its staff above its head and then lower 

it to point directly at the player. At long range, strafe to either side 
when you see the Magus aim its staff at you; Malevolent Pulse has 
no tracking and will miss you if you move out of its path. The only 
time the Magus will raise its staff at close range is when casting 
Malevolent Pulse, so as soon as you spot this you can begin strafing 
out of the way. Malevolent Pulse can be deflected by shields with 
the ability to parry spells. 


Wrath of the Demons 

A Dark-based spherical area attack identical to the Miracle Wrath of 
the Gods in every other regard. The Prowling Magus will use this 
only at short range and will sometimes attempt to close in on the 
player in order to cast it. If it connects it will inflict heavy damage 
and knock the player down; however if blocked the knockdown 

will be completely negated and a shield with high Dark defense 
will render it near-harmless. Wrath of the Demons can be easily 
identified when the Magus crosses its arms over its chest. Typically 
before doing this it will advance and position itself with the player 
on the very edge of the spell's range; taking even a couple of steps 
backward will bring you out of harm’s way and allow you to punish 
the Magus after the spell has been cast. Wrath of the Demons can- 
not be deflected by shields with the ability to parry spells. 


Sphere of Omen 

A Dark-based spell which behaves in the same way as the Dark Orb 
Hex. It generates a large black orb that moves slowly toward the 
player and has poor tracking; this is easily dodged simply by walking 
or strafing out of its path. The Prowling Magus will only use this 

at long range. Unlike Dark Orb, this spell drains very little Stamina 
when blocked and a shield with high Dark defense will negate most 
of the damage. If using a shield with the ability to deflect spells 
when parrying, Sphere of Omen can be deflected. When casting 
this spell, the Prowling Magus will raise its staff above its head and 
then swing it across its body from left shoulder to right hip. 
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Strategy 

After entering the Boss room, ignore the Undead Supplicants and 
Prisoners and rush the Dark Cleric on the right. Try to use horizontal 
swings to hit both the Magus and the Cleric simultaneously; this 
will help prevent either of them from casting while you stack up 
damage. Ideally, try to position the Magus and both Clerics so that 
you can hit all three at once; do not use Lock-On during this fight 
unless targeting a single enemy with focused attacks or vertical 
strikes. If you obtained the Stone Ring from the first Ogre in Things 
Betwixt it will help weapons with low Poise damage to stagger the 
enemy mages. 


Do not use up your last bit of Stamina in case you need to roll out 
of the way of a Lightning Spear or Malevolent Pulse. Make sure you 
keep track of both Clerics and be prepared to roll to the side if you 
see or hear them casting Lightning Spear. When you've exhausted 
as much Stamina as you safely can, put some distance between 
you and the mages or retreat behind one of the pews to recover it; 
the pews will usually block any Lightning Spears cast by the Clerics 
and will help protect you until you are ready to attack again. 


The top priority is to kill both Clerics to prevent them from casting 
Lightning Spear and healing spells. Once they are out of the way, 
dodging the Magus’ spells while mopping up the remainder of the 
Congregation is much easier. Simply keep him at long range until 
all the other enemies are dead, then allow him to approach you 
and cast Wrath of the Demons or Malevolent Pulse. The Magus will 
begin casting as soon as he enters the range at which Wrath will 
hit you, so simply take a few steps back when it goes off and then 
move back in to punish it. If you hold your weapon in both hands 
when attacking it will stagger the Magus until your Stamina is de- 


HP Souls Respawn Parry Block Stamina Damage 
nnn nnen 
Prowling Magus 100 7000 No Sphere of Omen Yes* Yes Low 
Probability Page Malevolent Pulse Yes* Yes Low 
Wrath of the Demons No Yes Low 
None ad ad 


BBOss - THE DUKE'S DEAR FREJA / 


pleted, at which point simply back off and dodge his spells until you 
are ready to resume the offensive. 


While neither the Prowling Magus nor the Dark Clerics will pay 

any attention to Alluring Skulls, the subordinate Undead Prisoners 
and Supplicants will; this can be used to keep them out of the way 
while you deal with the mages. Furthermore the Magus himself is 
extremely susceptible to Holy Water Urns and three or four of them 
will kill him outright. The Dark Clerics also take considerable damage 
from Holy Water Urns as well as from Firebombs and Throwing 
Knives, and can be poisoned with Poison Throwing Daggers. Both 
the Clerics and the Magus can be backstabbed and an ideal oppor- 
tunity to do this is when they begin casting. Do not try to backstab 
and -punish Wrath of the Demons as you will almost always end up 
trading hits with the Magus; use normal attacks when he casts this 
spell and make any desired backstab attempts when he uses one of 
his other abilities. 


If attempting the fight with ranged attacks or magic, enter the Fog 
Gate, immediately run to the other end of the room and use the 
pews as cover. They will not usually block the Magus’ spells but 
will often stop the Clerics’ more dangerous Lightning Spears. Make 
good use of Alluring Skulls to keep the small fry occupied while 
you focus your ranged attacks or magic on the Clerics. Be sure to 
concentrate your firepower on one Cleric at a time and save enough 
Stamina to roll out of the way of any Lightning Spears once the 
pews are destroyed. Locking on is recommended if using a ranged 
strategy. As mentioned above, bringing a stockpile of Holy Water 
Urns will allow you to eliminate the Magus almost immediately and 
this should be your preferred course of action if you have at least 
four; otherwise get rid of the Clerics first and then deal with the 
Magus. The minor Congregation members can be saved for last. 


Web Barrage Web Barrage 


A monstrous two-headed spider which serves as the Keeper of the 
Writhing Ruin. Apparently Duke Tseldora’s pet and more than likely 
the progenitor of the swarms of Parasite Spiders which overran and 
destroyed Brightstone Cove. But what could the Duke have wanted 
with such an abomination, and what madness could have possessed 


him to allow the destruction of his own domain? 


Close Spider Spear 


Close Spider Spear 
Freja will jab the ground directly in front of her at close range. This 
attack hits twice, once with each foreleg, and targets two points 
slightly to the left and right of Freja's center line. Freja can link this 
attack with another Close Spider Spear, a Fatal Finish or a Black 
Widow Bomb. To evade the Close Spider Spear, simply strafe or run 
backward or to the side and out of range. 


Acid Shower 
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Far Spider Spear 

Freja will jab the ground directly in front of her with two of her 
forelegs just outside your melee range, approximately ten feet from 
her body. This attack hits twice, once with each foreleg, and targets 
two points slightly to the left and right of Freja's center line. Freja 
can link this attack with another Far Spider Spear, a Fatal Finish or a 
Black Widow Bomb. To evade the Far Spider Spear, simply strafe or 
run toward Freja or to the side. 


Acid Shower 

Both of Freja's heads will open their mouths and launch multiple 
spheres of acid in an arcing frontal fan-shaped area while repeat- 
edly jabbing the ground around her with all of her legs. This attack 
is used at close and mid range and Freja will use it to the exclusion 
of almost all other attacks when you are standing in the blind spots 
to either side of her. The acid will also inflict negligible damage on 
any Parasite Spiders that wander into it. To evade this attack, watch 
for Freja to open her mouth and strafe or dash to whichever of her 
sides is closer to you; you can also safely stand directly against the 
sides of Freja's body as none of this attack’s components will reach 
there. Acid Shower takes some time to execute and if baited when 
you are standing in one of Freja's blind spots, it is a good opportu- 
nity to eliminate any problematic Parasite Spiders. 


Spider Slam 

Freja will leap into the air and come crashing back down to the 
ground, usually some distance from you. She typically uses this 
to retreat if she is being pressured but anyone standing under her 
when she lands will take damage. 
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Black Widow Bomb 

Freja will pull her body away from you and then swing back toward 
you like a wrecking ball, with much the same effect. This attack is 
used at close to mid range and hits in a straight line in front of Freja; 
it is easily identified when she rears up and can be evaded by run- 
ning, rolling or strafing to whichever of her sides is closer. 


Jaws of Death 

When you are within melee range of one of Freja's faces, she will 
open her mouth and spread her mandibles. After a brief pause she 
will bring her mandibles together directly in front of her, striking a 
square area which extends to either side of her face. Jaws of Death 
will knock you down if it connects. To avoid this attack, run or roll 
directly to the side; alternately, dash around Freja toward the side 
closer to you and roll at the last second if it looks like you might not 
make it. 


Web Barrage 

When standing directly in front of Freja at close to mid range, she 
will occasionally open the nearer mouth and spit several spheres 

of silk in a forward arc. If one of these spheres hits you it will tem- 
porarily decrease all movement speed to a walk and disable rolling. 
To shake off the web, tap the roll button. Of all Freja's attacks, this 
is the only one which can safely be blocked with a shield and if 
blocked in this way, you will not suffer the web's hindering effects. 
The silk projectiles can be avoided by strafing or dashing to the side 


Fatal Finish 

Freja will occasionally end a combo of two Spider Spears by slam- 
ming her body forward in a fashion similar to the Black Widow 
Bomb, while simultaneously spewing orbs of acid from her nearer 
mouth. The body slam will hit directly in front of her at close range 
and the acid will arc to roughly mid range. This attack is very rare 
and chances are that you will already be out of its range when Freja 
uses it; if not, dash or roll to Freja's closer side, 


Ether Laser 


Ether Laser 

At mid- to long-range Freja will lift her body, open the mouth facing 
you and fire a white laser in a frontal counterclockwise arc from her 
right to her left. She will sweep the beam roughly 120 degrees and 
stop just before it reaches her left foreleg. If you are outside the 
range of all of Freja's other attacks she will exclusively use Ether 
Laser. In general, this attack is one of the best opportunities both 
to attack Freja and to eliminate Parasite Spiders if they are causing 
problems. The beam moves faster at its end than its source and is 
easier to outrun the closer you are to Freja. Lighter characters can 
evade Ether Laser by rolling clockwise through the beam in the 
opposite direction in which Freja sweeps it; however the timing 
required for this is very precise and the laser has effectively infinite 
range. 


You can bait Ether Laser by standing at mid range just outside the 
reach of Freja's other attacks. When she rears up and opens her 
mouth, immediately dash straight past her underneath her legs as 
close to her body as possible. This will grant a wide enough window 
of opportunity to attack Freja's other head and run out of range 
before she can react, from which point you can begin the process 
anew and essentially keep Freja locked in this cycle until she is 


defeated. 
He Souls __Respawn 
The Duke's Dear Freja 4220 42000 No 
Probability Page 
Soul of the Duke's Dear Froja 100 397 


Strategy 

You can choose between either eliminating the Parasite Spiders 
or ignoring them; if they are defeated more will eventually appear 
so it's best to ignore them and focus on Freja. If the spiders prove 
problematic they can be safely eliminated during Freja's longer at- 
tacks. 


Freja is covered in thick armor and her only vulnerable points are her 
two heads, one at each end of her body. After entering the fog gate, 
melee characters should immediately begin circling Freja in a coun- 
terclockwise direction while awaiting an opportunity to attack. Avoid- 
ing Freja's attacks is simple; nearly all of them hit directly in front of 
or behind her, or else in the circular radius formed by her legs. Me- 
lee characters should bait Ether Laser by standing at approximately 
mid range and allowing Freja to face them. When preparing the laser 
she will rear up and open her mouth; at this point you should run 
under her legs, passing her in a clockwise direction to reach her rear 
head and attack it while the front head is firing its laser. 


During this time you can attack Freja's vulnerable head without fear 
of reprisal;, however it is important to pay attention to any Parasite 
Spiders in the vicinity as they may close in to attack, forcing you 

to abandon the assault on Freja and wait for another opportunity. 
The smaller spiders can safely be dealt with during Ether Laser 

or Acid Shower, the latter of which can be triggered by standing 
against the sides of Freja's body. With the spiders temporarily out 
of the way Freja can be attacked with impunity. The window of time 
during which you can attack Freja after baiting Ether Laser allows 
for approximately 3 two-handed swings of a Straight Sword; 2-3 
two-handed swings of a Greatsword; or 1-2 two-handed swings of 
an Ultra Greatsword. Players positioned slightly to the side of either 
of Freja's heads during Acid Shower may find additional openings to 
attack during this move. 


Holy Water Urns inflict heavy damage to Freja and she is reason- 
ably susceptible to Firebombs and Throwing Knives as well. After 
concentrating enough damage on a single one of Freja's heads it 
may fall off, leaving her with only one vulnerable point; in this case 
you will need to stand just to the side of Freja's head while she uses 
Ether Laser or Acid Shower and attack her as soon as she finishes 
Either version of Spider Spear potentially offers opportunities to 
attack afterward, but be aware that Freja can chain this move and 
ensure that you do not walk into a follow-up strike. 


Players utilizing ranged weapons or magic will be forced to fight 
Freja from relatively close, as the impenetrable armor on most of 
her body will obstruct projectiles aimed at her heads. The evasive 
strategy for ranged fighters is the same as for melee: circle Freja 
counterclockwise, bait Ether Laser and run to her rear to attack the 
vulnerable head during the opening. Alternately, if Freja uses Acid 
Shower or any of her close-ranged attacks such as Jaws of Death, 
players already outside her reach may be able to take advantage of 
the opening and land an arrow or spell on her nearer head. Archery- 
or magic-focused characters do not necessarily need to stay within 
melee distance of Freja, but most projectiles will need to be cast or 
fired from no farther away than mid range in order to reliably reach 
their mark. 


Parry Block Stamina Damage 
‘) 
Close Spider Spear No Yes Heavy 

Far Spider Spear No Yes Heavy 
Acid Shower No Yes Heawy 
Black Widow Bomb No Yes Heavy 
Spider Slam No Yes Heavy 
Jaws of Death No Yes Heavy 

Web Barrage No Yes Light 

Fatal Finish No Yes Heawy 
Ether Laser No Yes Heavy 
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Far below the Bastille, hidden from the sight and memories 

of the world, lies the heart of the prison. Through the years, 
the ocean has gradually encroached upon the corridors of the 
Rise, but its inhuman residents don't seem to mind at all. Here 
you will find the most wicked Sinner of all — one for which a 
thousand years of atonement would not be enough. 


p_ Royal Swordsman (Greatsword) 096 Sublime Bone Dust 401 
E Royal Swordsman (Crossbow) 096 __ Northern Ritual Band 404 
ä 
Undead Citizen 097 ___ Bleed Stone an et rd ssd 
@ Enhanced Undead 233 Fire Seed 310 
& Lost Sinner 234 Fragrant Branch of Yore 401 
Gumatie Ol Locked (Bastille Kay) 
Primal Bonfire 
4! Radiant Litegem x1 
Fragrant Branch of Yore xt, Lodked (Bastille Kay) 
Elizabeth Mushroom x1 


Lost Sinner 
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SINNERS' RISE — F3 


To The Lost Bastille 


Lacerating Knife x5 


Large Soul of a 
_ Nameless Soldiar xl 


SINNERS/ RISE — F1 


Locked (Bastia Kay) 


Lucatiol of Mirrah 
(Summon Sign) 


Sublime Bone Dust x1 


Lodked (Bastile Kay) SINNERS' RISE — F4 


Locked (Bastille Kay) 


Fire Seed xl 


Soul of a Proud Knight xt, 
Pharros' Lockstone xì 


Large Soul of a 
Lost Undead xl 


The Saltort. 
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SINNERS' RISE 


World Event 

Many of the locked gates you'll encounter in Sinners’ Rise 
require the Bastille Key. You can find this key in the Belfry 
Luna area, which itself can be found in the Lost Bastille 
(P087). Gaining access to Belfry Luna requires a Pharros’ 
Lockstone, and if you don’t have one of those, you can find 
one midway through Sinners’ Rise. Similarly, if you didn't 
have a Fragrant Branch of yore to un-petrify Straid in the 
Bastille, you'll also find one of those in this area. 


When approaching Sinners’ Rise, you'll have to do so from the 

Lost Bastille by running along a long rampart. There are three 
Royal Swordsman archers stationed above the Fog Gate that will fire 
on you with their Crossbows as you approach. Either take them out 
with your own bow, or keep your Shield up while dodging as you run 
to the Fog Gate. 


Once through, these same archers will drop down to engage you in 
close quarters combat if you hadn't previously killed them. Be care- 
ful of fighting too close to the edge of the broken floor here, since 
there are more Royal Swordsmen below that can fire on you. Defeat 
the Royal Swordsmen on this floor, and then thin out some of the 
ones beneath you with ranged attacks if you wish Head 
through the doorway on the right when you're done, and then take 
another right and go up the ladder. 


d Just before the Bonfire, go through the doorway on your right 
and carefully get the item on the ledge just beyond it K 
Go back and activate the Bonfire. If any of the Royal Swordsmen 

from before didn't jump down to attack you when you passed 
through the Fog Gate, you'll find them up here. Be warned that 
using the Bonfire will also make all three of them respawn, so be 
ready for another fight if you decide to rest. There's nothing else to 
do up here, so head back down the ladder and follow the path 
around the coner and down the stairs. 


d You'll find a Royal Swordsmen guarding a doorway here. Take him 

out, and then go past him and round the corner to pick up the 
item from the corpse hanging off the edge . Go through the 
doorway now and defeat any remaining Royal Swordsmen inside. If 
you keep your distance from them, they will stick to using Cross- 
bows. You can also stay near the doorway and fire off ranged attacks 
to thin them out somewhat before moving in closer. Once the room 
is clear, take the elevator down. 
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While it's descending, keep your camera trained down over the 

edge. As the elevator nears the bottom, you should see a 
wooden platform running around the edge of the elevator shaft, so 
when you're just above it, run off the elevator to land on it. Pick up 
the item from the corpse, and then drop down through the hole into 
the room below „If you missed the wooden ledge during 
the descent, step back onto the pressure plate to make the elevator 
start going up again, and then roll off as soon as you pass the ledge 
When you drop through after doing things that way, however, you'll 
need to be very careful not fall into the pit that was underneath the 
elevator; running diagonally off the wooden ledge is usually the best 
course of action. 


There is a Summon Sign on the floor of this room that you can use 
to summon Lucatiel of Mirrah, and while she can be useful during 
this part of the area, she'll often fall foul to the explosive attacks of 
the Undead Citizens before you get to the Boss; it's recommended 
that you don't summon her at this point, and instead retum to sum- 
mon her after clearing out the area. 


04 N ee en 
al 

This sewer-like area is populated by the powerful Enhanced 

Undead enemies „They are large and powerful, but also 
quite slow, so you can often circle around them for a Backstab 
There are three in the area, two in alcoves on the left and one on 
the right. Try to defeat them one at a time in the alcoves you find 
them in, rather than letting the fight spread and getting another 
Enhanced Undead involved. They also drop a large amount of souls, 
so you might want to consider farming them given how quickly you 


can return to a Bonfire. Once they have been defeated, you can 
start collecting the items here 


d In this first alcove on the left, you'll find an extremely useful 

Sublime Bone Dust, so be sure to pick that up. The first alcove on 
the right has a hidden door on the rear wall at Position A, so 
interact with it to open it, revealing a vast expanse of water 

‚ Don't be tempted to go exploring, however, because venturing 

too far out will cause you to plummet to your death. Instead, turn to 
your left as soon as you go through the hidden door and grab the 
items there. Head back into the main room once you have, and pick 
up the item in the next alcove. 


ee 
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d Further into the room, watch out for an Undead Citizen in front of 

a staircase to the right. There is also a staircase on the left. If you 
have the Bastille Key from Belfry Luna at this point, go up the 
left-hand stairs; the first cell on your left is empty, but the Bastille 
Key can be used to open the next cell, in which you'll find a Fire 
Seed. Exit the cell and drop down onto the ground floor, checking 
the last cell on the left for a vital Pharros' Lockstone. 


If you weren't able to access Belfry Luna due to not having one 
before, it's a good idea to use it there. There is nothing else here 
except Undead Citizens in each of the cells, so be very careful if 

you choose to take them all out. Head to the gate at the end of the 
room at Position B, and then pull the nearby lever to open it. There 
are no more enemies from this point forward, so if you haven't done 
so already, go back and summon Lucatiel so that you can bring her 
with across the narrow bridge toward the Fog Gate | 


d Before you enter the Fog Gate and if you have the Bastille Key, 

there are a couple of things you can do at this point to make the 
upcoming battle somewhat easier. If you go up the stairs to either 
of the rooms at Positions C and D, you can open the gate that 
leads into them with the Bastille Key. Inside each room you'll find a 
narrow trough filled with black liquid leading off into the room 
ahead, and if you use your Torch, you can set it alight 0 


Lighting the liquid in these troughs will illuminate the Boss room, 
Which will substantially increase your lock-on range — for a fast mov- 
ing, evasive Boss such as the Lost Sinner, the extra lock-on range 

is invaluable. Once you're finished in both rooms, head back down 
the stairs follow the narrow gap between the stairs, and on the left 
and the wall of the room ahead to reach an item at the end. Return 
to the Fog Gate now and prepare yourself for a fight with the Lost 
Sinner. 


d Once you've claimed the Great Soul of the Lost Sinner, head 

through the door at the back of the room behind the tattered 
cloth J. Go down the stairs and open the chest on the left to 
find a Fragrant Branch of Yore and an Elizabeth Mushroom. Head 
through into the next room and rekindle the Primal Bonfire there so 
that you can use it to Travel back to Majula. 


SINNERS' RISE - ENEMY 


ME ENHANCED UNDEAD 


This deformed, unnatural creature must surely be the product 
of some serious misdeeds. Who created this monstrosity, and 
is it what they intended to make? It almost seems to be half- 
dragon, but, whatever it is, it has the mind of a Hollow. 


Strategy 

Most of this foe's attacks are difficult to block; rolling is a much bet- 
ter idea. Just step forward into his melee range and then roll back 
as soon as you see suspicious movement. The Tail Swipe and Flail 
moves both have some recovery time that you can use to strike. If 
you fight from a distance, just beware the Pounce. 


Enhanced Undead 


Probability 


En 


This enemy can be backstabbed, but that's a risky strategy, as you 
may have to deal with the Enhanced Undead's Spin attack. If you're 
having trouble, one very sneaky method for dealing with these 
enemies is to step on the elevator switch to send the elevator back 
up (don't actually go up with the elevator), and then lure them one 
by one into falling down the pit in the floor. 


Tall Swipe 
Fall 


men 


Malformed Skull 332 
Bell Keeper Bow 347 
Keoper Shield 354 


Spin 


es 


SINNERS RISE - BOSS 


ME BOSS - THE LOST SINNER 


The Lost Sinner eternally punishes herself for the sins of her past. Indeed, she 
committed what some would believe to be the ultimate sin — she attempted to 
relight the First Flame. 

The Lost Sinner possesses the Soul of a Great One; she holds the remnants 
of the Soul of the Old Witch of Izalith. Eons have passed since the legendary 
Witch walked the land, but such was her power that it persists even now. 


epe 


Stab 

In this deadly attack, the Lost Sinner will show off her impressive 
range with a deadly thrust. Watch for her to point her sword in your 
direction. This move is quick; you can dodge roll to the right side at 
the last second if you are confident, but blocking it is a more reliable 
option for most players. 


Leap 

This isn't necessarily an attack; the Boss will literally Leap over 
your head to flank you. This is often followed by a Stab. Having 
the increased lock-on range from the lights will help you track this. 
Otherwise, roll away from the direction she Leaps and turn around 
quickly. 


Slash Combo 


Slash Combo 

The Lost Sinner will hold her sword behind her and run at you. 
When she draws near, she'll quickly slash her sword at you. She'll 
often slash twice, though she can end after the first one. Try to get 
out of range by rolling back. 
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Parry Stance 

This is another non-attack that can be very deadly. Any time the 
Sinner blocks with her greatsword, do not attack; she'll parry and 
riposte you. This will probably kill you. This is a chance for ranged 
fighters to get some easy damage. 


Strategy 

Before entering this boss fight, there are some preparations you 
can make to swing the environment into your favor. If you have the 
Bastille Key, open the side doors of Sinners’ Rise. If you have a lit 
torch, you'll be prompted to set the light in each of those rooms 
You'll need to bring a torch from the Bonfire or use a Flame But- 
terfly. Each of the two lights will brighten the boss room, increasing 
your lock-on distance. 


Once you enter the room, you'll immediately find that the Lost 
Sinner is extremely fast and aggressive. More than that, she is also 
extremely evasive and gives you few opportunities to attack. If you 
aren't confident in your ability to fight one on one, it is highly recom- 
mended that you bring a companion, such as Lucatiel, to distract 
the Sinner. If you do, you can get behind her for melee attacks or 
attack her from range with powerful spells. 


If you decide to fight solo, you'll want to bait a specific attack. Her 
Overhead Smash is the primary attack that has enough recovery 
time for you to safely get a hit. You'll want to bait it as often as pos- 
sible while avoiding all the other nasty things she can do 


Stay locked on (remember to set the lights outside the room) and 
wait just outside her range. Try to bait her combo attacks. If she 
performs her Overhead Smash, quickly close in on her and strike. 


Leaping Smash 

This Leap IS an attack. She'll bend her knees while holding her 
sword in a neutral position, and then soar into the air above. She'll 
come crashing down in front of where she leaped with a powerful 
two-handed strike. Roll to the side to get away from this one. 


Overhead Smash 

The Sinner holds her sword over her head in both hands and then 
smashes it down into the ground. This move has a long recovery 
and is your best chance to attack or heal. Try to stay out of its range 
so that you have Stamina to retaliate. This is often used after a Slash 
Combo. 


He Souls __ Respawn Parry Block Stamina Damage 
en 
The Lost Sinner 3900 45000 No Slash Combo Yes Yes Medium 
Probabliity Page een Den Den LEN 
No No NA 
Soul of the Lost Sinner 100 397 an sa NS vi Hon 
Overhead Smash ves Yes High 
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Golem â) The Shrine of Winter serves as a gateway between the Shaded 


Old Knight Hammer xc == Woods and Drangleic Castle. Only those who have proven 
their worth may proceed through the Shrine to the foreboding 
Caltha's Chima x1, mountaintop abode of King Vendrick and Queen Nashandra. 
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SHRINE OF WINTER & 
DRANGLEIC CASTLE 


d To reach the Shrine of Winter you'll need to Travel to the Ruined Fork Bonfire in the 
Shaded Woods, and from your starting position there, follow the path leading to the 
Shrine of Winter. As you approach the area you'll be greeted by a Flexile Sentry, but since 
you have more room to maneuver here it's a much easier fight. Follow the path up to the left 
after defeating it to reach the door at the top of a hill. If you have obtained all four Great 
Souls by defeating the required Bosses (The Rotten, Old Iron King, The Duke's Dear Freja 
and Lost Sinner) and have lit the Primal Bonfires, or are currently holding the prerequisite 
number of Souls, the door will open for you. Approaching this door without meeting those 
requirements and you'll be advised to “Seek mightier souls” 


The room on the other side of the door features ancient carvings telling the history of this 
once proud land, so it's worth taking the time to stop and look at them {> > 01). Head 
through the room once you're done, and then after going down the winding path, go around 
to the right to get the Repair Sorcery. Double back and continue straight on along the main 
path. Just after rounding the corner you'll come to another Heide Knight sitting beside the 
path, and if you choose to defeat this one, it will drop a Heide Lance for you, 


d Continue along the path until you start going up a staircase shortly after passing through 

a tunnel. The heavy rain in this area will constantly extinguish your Torch, so you won't be 
able to use it to light your way. Be very careful as you start to round the corner on the 
staircase because a small group of Royal Swordsmen have set up an ambush for you. Two of 
them armed with Crossbows have taken up a firing position on a small platform on the left, 
so if you have ranged attacks, try to use the natural bend for cover and ease out slowly so 
that you can take them out one at a time [> > 02), 


If you don't have ranged attacks, try to lure the Greatsword wielding swordsman down and 
around to the base of the platform, which should keep you safe from the crossbow users 
above. Once he's down, run up the stairs with your shield raised to close in on the remain- 
ing two enemies and get them to switch to their swords. Once the area has been cleared, 
push on up the stairs toward the castle. 


As soon as you enter this area, look for a Crystal Lizard sitting in the middle of the path 

and make sure you kill it before it escapes, because it drops a highly valuable Titanite 
Slab. At the base of the steps leading up to the castle gates you'll also find the Emerald 
Herald, and if you talk to her she has a few words of encouragement for you before you 
continue. Near the top of the stairs you'll see large stone statues standing guard on either 
side of the path, and when you get close to them, they'll come to life in the form of two 
Primal Knights {>> 03). Try to lure them down the stairs rather than going up to fight them, 
because there are Royal Swordsmen with Crossbows on the stairs above. 


d Once the Primal Knights are down, run up the stairs and quickly take out the two Royal 

Swordsmen. One of those Royal Swords-men was standing near a chalice being held by 
an ancient Golem, and if you managed to kill the enemy near the chalice it will absorb his 
souls. From the power gained by the souls the Golem will creak to life briefly and turn the 
chalice. There's another Golem and chalice on the other side of the door, and you need to do 
the same thing with that one to open the door {> 04). You do not have to try and get this 
done with those two Royal Swordsmen, however, because while you're in front of the door, 
groups of three Royal Swordsmen will continuously come into the area from the left. 


These reinforcements are infinite, and a fresh group of three will keep coming until you 
have powered up both Golems and opened the door. While this may sound like a good soul 


h 
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farming opportunity, the low amount of souls you get per kill actually 
makes it quite inefficient. When both Golems have been powered 
up and the enemies have stopped coming, go around to the right of 
the door to get the chest there, and then finally enter the castle. 


d If you go up the stairs in the castle entrance hall you'll find the 

ghost of Chancellor Wellager, and it's worth talking to him to find 
out a great deal about the former King and his Queen. Once you've 
gone thorough all his dialogue options you'll also be able to learn a 
Gesture from him and purchase some of his merchandise. The stairs 
going up behind the Chancellor lead to the long abandoned throne 
room, where the only remnants to be seen are the two thrones that 
were once used by the King and Queen. Make your way back down 
to the main hall once you're done here 


d Just beside the stairs here you'll be able to follow a path past 

two Royal Guards and through the archway that they were 
defending In the room on the other side you should see a 
group of enemies off to the left with their backs to you, but you 
don't have to engage them unless you want to. The doors over on 
the other side of the room don't lead anywhere, and your next 
destination is through the door just to the right of the archway you 
came through. By ready for a fight once you go through that door, 
however, because the small room on the other side contains two 
Royal Swordsmen; try to lure them through the doorway to give you 
more room to fight them. After defeating both of those enemies, go 
down the ladder that's inside the room. 


d Go through the door at the opposite end of the room that's lined 

with statues to reach a small intersection on the other side of it 
The path down to the right leads to a door that requires the Symbol 
of the King to open, so there's nothing you can do there for now. 
Going straight ahead will take you to another door that leads to a 
small Bonfire room, so that should be your first stop The 
other path is the way forward, but you need to be extremely careful 
in the room it leads to. 
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This room is also lined with statues, but unlike the previous one, 

all of these ones can come to life in the form of Stone Soldiers if 
you approach them. There are also six Golem doors in the room, 
each one except for the furthest is guarded by a pair of Stone 
Soldiers — the two furthest doors only have one enemy next to them 

„The Golem doors to each of the six rooms are similar to 

the one at the castle gate, but here it is the door itself that must 
absorb the souls of a defeated enemy. At the very back of the room 
you'll also find two Golem statues, and if you defeat an enemy close 
to one of them it will raise and light the torch in its hand to 
illuminate the room. To compound the difficulty of this area, five of 
the six Golem doors that you can open lead to small rooms 
containing a Ruin Sentinel , so great care should be taken to avoid 
having to fight Stone Soldiers and Ruin Sentinels at the same time. 


You can control things in the room fairly well because you either 
have to get reasonably close to the Stone Statues to awaken them, 
or use a ranged attack on them while they're still kneeling. If you 
do get in trouble, retreat back to the entrance to funnel enemies 
toward you and reduce the odds of awakening more. The room 

is wide enough so that you can walk straight through it without 
triggering any enemies, meaning you can pick the ones you want 
if you're careful. This is especially true if you're using fairly strong 
ranged attacks on the statues while they're still kneeling, because 
you'll often be able to kill one of them close enough to the Golem 
door for it to absorb the souls. 


It's also worth noting that after a Golem door has absorbed the 
souls of an enemy, that enemy will not respawn, so each door 

will then only have one enemy guarding it if you return. The Stone 
Soldiers also drop Titanite Slabs, however, so this is an excellent 
opportunity to farm them for that rarest of items. Which rooms you 
choose to open is ultimately up to you, and only the one at Position 
A is truly required, as that opens the path forward; if you're having 
trouble with the enemies here, you may want to just focus on that 


Golem door. 

d The door toward the back of the room at Position B again 

contains a Ruin Sentinel and seemingly not much else — if you 

walk into the room, however, you'll fall through a weak section of 
the floor into a cave below. On the floor near where you land you'll 
find a full set of Faraam Armor, and at the back of the cave you'll 
find another Shrine to the Abyss with its ever-present keeper, 
Darkdiver Grandahl. When you're done in the cave‚ enter the small 
room on the side where you'll find another Bonfire, and travel back 
to the King's Gate Bonfire to continue 


World Event 

If you've been following the walkthrough closely, you should 
have spoken to Darkdiver Grandahl three times by this point, 
which means he'll give you the option of joining the Pilgrims 
of Dark Covenant. If you accept his offer, the Shrines to the 
Abyss will all activate, and you'll be able to use them to ac- 
cess different parts of the mysterious Dark Chasm of Old. For 
more information on this area, please refer to P423. 
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d Go through the door at Position A, and then go all the way up 
the series of stairs until you reach an open part of the castle with 
a large pool of acidic orange liquid on your left „There are 
four dragon statues just above this area, and if you make a lot of 
noise by sprinting, rolling or similar actions, they will spit out acidic 
liquid directly in front of them. To avoid that happening, simply walk 
while you're in the area. Just up and to the right between two of 
those statues is a Royal Swordsman with a Crossbow, so if you 
have a ranged attack, take him out to make things easier for you. 
There are some items to be obtained from within the pool of liquid, 
but if you want to go inside and get them, make sure you take off all 
of your equipment and accessories so that they don't get destroyed 


in the process. 
d Continue up the stairs and then go through the doorway on the 
floor above to exit out onto a balcony area where you'll need to 

climb another set of stairs to reach a door that will take you back 
inside. The room you're in now has masks hanging on every wall, 
and when you walk in front of most of them they will fire either a 
normal or Poison arrow at you „Try to use a combination of 
rolls and keeping your shield elevated to make it across the room to 
the door on the other side. If you try to pick up the item in the room, 
however, you're more than likely to take some damage, so make 
sure you're fully healed just in case. 


d At the top of the next flight of stairs you'll come to another room 

and immediately be attacked by two members of the Royal 
Guard. Fighting them in the room is much easier than fighting them 
on the stairs but if you choose to lure them back onto the stairs, 
then try to knock them off to end the fight quickly. Once you're in 
the room, stay well clear of the painting of Queen Nashandra, 
because it has a cursed aura, and getting too close to it will make 
you suffer the same fate „Take out the final Royal Guard 
near the door, and then exit the room. Carry on along the path after 
going through the door, and then after a short while the Dark Spirit, 
Nameless Usurper will invade your world. The Dark Spirit appears 
near the doorway you just went through, so instead of fighting it in 
the narrow corridor, try bringing the fight into the room with the 
painting. 


d Near the top of the stairs here you'll find a ladder at Position C 

that you can climb down. Doing so will allow you to reach a small 
platform at the bottom, and if you then interact with a section of the 
wall in the middle you'll open a hidden door and reveal a small room 
containing a very useful Bonfire „ Move around to the other 
side of the platform to grab the item there, and then climb down 
another ladder on the front of the platform to reach an area below 
containing a chest. Make your way back up both ladders when 
you're ready to continue. 


This next set of stairs will take you up to a balcony area, from 
which you can access the Queen's audience chamber, where 
you'll be able to talk to her, albeit briefly. Leave the room and follow 
the balcony along to a Fog Gate — passing through this will initiate a 

Boss battle with not one, but two Dragonriders. Defeating those 
bosses will let you access a small room containing another Bonfire, 
where you'll also find Benhart of Jugo; make sure you talk to him to 
hear more about his journey. There are two paths leading out of this 
room: one going up and one going down. Take the one going down 
for now, until you come to a small room with an elevator shaft in it. 
You can't pull the switch to lower the elevator at this time, or go 
through the door in this area, which means your only option is to 
climb the ladder 
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When you reach the top of the ladder, follow the path along and 

go through the gate at the end. You'll now find yourself in another 
room lined with Stone Soldiers, and a single Golem statue at the 
back ‚These Stone Soldiers will also come to life in groups, 
with the three on the right coming to life as soon as you get close 
to any of them, and the four on the right will awaken two at a time. 
Try to clear out the left side of the room first, since that way you'll 
only have to face two enemies at once. 


After they're all down, you'll have more room to right the three on 
the right, just make sure you kill one of them close enough to the 
Golem to activate it. If you fail to activate the Golem, you'll have 

to make a long trip back here after resting at a Bonfire to try again. 
Activating the Golem lowers the elevator in the shaft you were just 
in, so your goal now should be to get back there. Go through the 
door when the room has been cleared, and then, after securing the 
contents of the two chests in the next room, continue on through 


the doorway. 
d You'll now find yourself in a large great hall, with Primal Knight 
Statues lined up along numerous pillars. Thankfully, however, 

none of them will come to life. The main threat in the room are the 
Alonne Knight Captains using Greatbows up on the balcony, so 
make sure you don't move around in the open, and always use the 
pillars for cover. There's a single Primal Knight and two Royal Guard 
standing near the door leading out of the room, but if you don't go 
toward that end they won't come after you. Your first course of 
action should be going up the stairs and dealing with the Alonne 
Knight Captains. 


If you have a ranged attack you can take them out from the pillar at 
the top of either side of the stairs, moving behind it for cover when 
they fire at you. If you don't have a ranged attack then try running 
toward one of them to get it to switch to its sword, and then lure it 
back down the stairs away from the others. For the trouble of clear- 
ing them all out you'll be able to open a chest on either side of the 
balcony, just be careful when you open the wooden one, because 
it's trapped. Once all of the Captains have been dealt with, take out 
the other enemies in the room near the door, and then go through 


it. 
d Another Primal Knight will come after you as soon as you open 
the door, but try to keep the fight near the doorway, because 

there are more Alonne Captions on a balcony around the corner and 
if you venture too far out they'll open fire on you. Once the Primal 
Knight has been defeated you can simply move forward slowly and 
take out the Alonne Knight Captains with ranged attacks if you have 
them. If ranged attacks aren't an option, go into the nearby alcove 
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and climb the ladder inside it to reach a ledge, and from there you 
can drop down to where the captains are 


You can't open the door in the alcove, so go down the stairs to 
come to another door and enter the room beyond it. After getting 
the items in this room, pull the lever to lower the gate blocking the 
nearby door so that you can go through it. Follow the stairs down on 
the other side and you'll eventually find yourself back in the Bonfire 
room near the elevator shaft. So after resting up, make your way 
back there and ride the elevator up. 

d Upon opening the door at the top of the tower you'll be faced 

with a rather unconventional looking prison cell in the middle of 

the room „Since you're unable to free the occupant of the 
cell at this time, open the chests in the room to get the Key to 
King's Passage, and then take the elevator back down. The key you 
acquired will let you open the door at the base of the elevator shaft, 
so go through it once you're back down and continue on to the 
King's Passage 


World Event 

Opening the prison cell at the top of the tower requires the 
Key to the Embedded, which you can obtain in the upcoming 
area, Shrine of Amana. Once you have the key, make sure 
you return here to free the occupant. 


STONE SOLDIER 


PEAR & SHIELD, SPEAR 


Originally human soldiers 
under the command of Sir 
Velstadt and tasked with the 
defense of Drangleic Castle. 
When Velstadt departed the 
castle with King Vendrick his 
soldiers loyally remained 

at their posts, but their 
commander never returned 
and eventually so much time 
passed that the soldiers turned 
to stone. 


Strategy 

Spear & Shield 

Stone Soldiers with shields alternate between cautious and aggres- 
sive behavior. When they are guarding you can knock aside their 
shields and perform a Guard Break Critical Hit; they also turn slowly 


} 


and are susceptible to Backstabs. This type of Stone Soldier will use 
relatively slow physical attacks and will typically chain up to three 
hits; they will employ both thrusts and sweeping swings. 


Spear 

Less able to protect themselves than their shield-bearing comrades, 
this variety of Stone Soldier is more agile and aggressive; they wield 
their Spears in both hands for quick combos of typically four or five 
hits and are more persistent about chasing you down If facing both 
types, it can be advantageous to first eliminate those bearing only 
Spears, as they are slightly more dangerous. 


HP Souls Rospawn 
neen) 
Stone Soldier (Spear & Shield) 720 350 Yes 
Stone Soldler (Spear) 600 350 Yes 
Probability Page 
Dee 
Stone Soldler Spear 3 334 
Titanite Slab 3 310 
Lieweltyn Shield 2 350 


BE ROYAL GUARD 


ULTRA GREATSWORD, HALBERD 


High-ranking Drangleic knights 
whose weapons and armor are 
modeled after those borne by Sir 
Syan, one of King Vendrick’s bravest 
military leaders. Sir Syan met a 
dishonorable end on the battlefield 
during the war with the Giants; 
shortly thereafter all of the knights 
who had been issued replicas of 
his armor went insane after putting 
them on. 


Strategy 
Ultra Greatsword 

Royal Guards are fairly tough, but very slow, and their 
guard can be broken with a shove, allowing you to land 
a Critical Hit. If an attack rebounds off their shields 

they will often counterattack with Thunder Slash; this 
technique has a considerable windup and is most easily 
avoided simply by strafing backwards and out of its 
range. They will attack you with simple sword slashes 
and can chain up to three, though their swings are slow 
and can be easily blocked or evaded via rolling. 
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Halberd 
Royal Guards armed with Halberds behave in almost exactly the Probability Page 
same way as those with Greatswords, except that their attacks 


Piket 5 Syan's Helm 2 371 
are primarily thrusts with a few horizontal swings. Like the others, mss 5 ER 
these can also use Thunder Slash with their Halberds and are best 
dealt with by breaking their guard or waiting for them to lower it and Svan's Gauntiets 2 31 
striking them with magic or ranged attacks. Syan’s Leggings 2 il 

Syan’s Halberd (Halberd) 2 336 

is ne Greatsword (Ultra Greatsword) 2 „0 

Royal Guard (Halberd) 960 200 Yes Green Blossom 3 390 
Royal Guard (Ultra Greatsword) 960 900 Yes Monastery Charm 2 395 


A healthy, living Primal Knight. These peculiar but 
unquestionably mighty creatures were recreated by King 
Vendrick through a long-lost forbidden ritual most likely 
rediscovered by Lord Aldia; they have been used as guards 

at Drangleic Castle ever since their revival. The existence of 
Undead Primal Knights suggests that they are susceptible to the 
Curse and leads one to wonder if these monstrous beasts were 
themselves once human… 


Strategy 

Living Primal Knights behave in exactly the same way as the Un- 
dead originals and should be handled as such; the only functional 
difference is their higher attributes due to their physical health and 
the superior condition of their equipment. 


B PRIMAL KNIGHT 


LIVING 


HP Souls __ Respawn 
en 
Primal Knight (Living) 1790 1800 Yes 
Probability Page 
Mastodon Helm 4 34 
Mastodon Armor 4 374 
Mastodon Gauntlets 4 34 
Mastodon Leggings 4 34 
Mastodon Halberd 4 335 
Mastodon Groatshleld 4 357 
Old Mundane Stone 2 an 


B DARK SPIRIT - NAMELESS USURPER 


A mysterious woman clad in the robes of a Lindelt cleric. Her 
enigmatic appearance and her presence in Drangleic Castle 
leave more questions than answers… 


Strategy 

The Nameless Usurper will attack with only a Bandit's Knife. Her 
swings are very rapid but inflict relatively little damage and are 
easily thwarted with a shield. Her lack of poise makes her highly 
vulnerable to weapons with horizontal swings or thrust attacks; she 
is agile and will attempt to dodge spells and projectiles by rolling but 
correct timing will ensure that your ranged attacks connect. 


HP Souls Respavm 
2440 1000 No 
Probability Page 
Black Witch Hat 1 364 
Black Witch Robe 1 364 
Black Witch Gloves 1 364 Black Witch Trousers 
Black Witch Trousers 1 364 Black Witch Robe 364 __BlackWiteh Domino Mask 364 
Black Witch Domino Mask 1 364 Black Witch Gloves 364 
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IE BOSS - DUAL DRAGONRIDERS 


A pair of Dragonriders, Drangleic's elite mounted fighting units, 
serving as gatekeepers of the King's Passage. They watch over 

the entrance and challenge all who seek entrance to the proving 
ground beyond. 


Strategy 
The priority target in this fight is the black Dragonrider with a Bow, 
as he has significantly less health than the red one and his attacks 
are harder to evade. Melee characters should bring a ranged weap- 
on or at the very least a supply of Throwing Daggers or Firebombs 
in order to attack the black Dragonrider from the ground. Mages and 
archers are better suited for this task and can get straight to doing 
what they do best. The black-armored Dragonrider will jump down 
and join the fray when his health is reduced to approximately 75% 
or the red Dragonrider’s health is reduced to approximately 50%, At 
this point the black Dragonrider will use his Bow when you are far 
from him and draw his Halberd at close range; players should finish 
him first and then focus on the tougher red Dragonrider. 


Physical Attacks (Halberd) 


Physical Attacks (Halberd) 

Both Dragonriders carry Halberds; the one in red armor who is ini- 
tially on the ground when you enter the Boss room will be using his 
one from the start, and the one in black armor perched in the corner 
will draw his after jumping down to join the battle. They attack with 
this weapon in exactly the same way as the Dragonrider in the 
Tower of Flame, using sweeping slashes and far-reaching thrusts; as 
such they should be handled in the same fashion, by rolling through 
their attacks either toward them or in the opposite direction of the 
swing. 


Physical Attacks (Bow) 
The Dragonrider in black armor will initially be perched atop the altar 
in the far left corner of the room and will continually bombard you 
with arrows from his Dragonrider Bow until he is coaxed down. 
These arrows travel quickly and have minor tracking capability so 
simply strafing out of their path will not always be sufficient to avoid 
them; typically a well-timed roll is necessary. 


The best opportunities to attack the black Dragonrider on his perch 
are after luring the red Dragonrider into initiating an attack from mid 
range and then backing away; this will give you time to turn, cast a 
spell or lob a Firebomb at the black Dragonrider and then turn back 
to the red one. When wielding their Halberds these enemies behave 
in exactly the same fashion as the Dragonrider boss in Heide's 
Tower of Flame and should be handled in the same way; in addition, 
itis recommended you focus your attacks on a single Dragonrider 
until it is defeated in order to keep the fight as short as possible and 
minimize opportunities for mistakes. 


HP Souls Respaven Parry Block Stamina Damage 
mm ne 
Dual Dragonriders (Halberd & Bow) 1470 No Physical Attacks (Halberd) Yes Yes Moderate 
Dual Dragonriders (Halberd) 3670 No Physical Attacks (Bow) No Yes Light 
Probability Page 


Dragonrider Soul 100 397 
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Large Soul of à 
Nameless Soldier xl 


Soul of à Lost Undead x1, 
Torch 


Crimson Water a 


‘Soul of a Lost Undead xl, 
Skaptic's Spice x1 


To Shrine of Amana) 


‘Soul Bolt x1, Spel Quartz Ring +2 xl, 
Bonfire Ascatic 3 


Looking Glass Knight 


KING'S PASSAGE 


Soul of a Proud Knight xt, 
Twinking Titania xl 


Litegem xt 


Alluring Skull „@ 


To Drangleic Castie) 


Manslayer x1 


Bonfire Ascatic xl 


Fro Saad xl 


246 DARK SOULS II COLLECTOR'S EDITION GUIDE 


Large Soul of a Proud Kright xt \ 


Dragon Charm x1 


Twinklin Tante xl, 
Smooth & Silky Stone 3 


Crumbled Ruins 


x4 SHRINE OF AMANA — F1 


Helix Halberd xl 


King's Crown x1, 
King's Armor xl, 
King's Gauntiots xl, 
King's Lopgings <1 


Sout ofthe King xt 
In 


Locked (Door 
of the Living) 


Felicia the Brave (Summon Sign) 4 
Large Soul of a Proud Knight xl, Ze 
‘Old Radiant Ltogem x 


Fra Tompast xl 


Singer's Drass xl, 


Soul of a Haro xd, Ute Ping 42 
Divina Blessing xÌ 
Large Soul of a Proud Knight xl, 
d 
Soul of a Brave Warrior dl, ene 
Patified Dragon Bono xi Aluring Skullx@ 


Homing Crystal _—_ 
Soulmass 
X4, 
XL 
/ 
Rad Iron Twinblade xl, (-P— Froys nasting Placa 
Soul of a Proud Knight xl 
Skeptc's Spice xl 
Large Soul of à Proud Knight xl, 
(7) Grean Blossom xl 
_  Injured Milfanito 
Magic Arrow x20 


Demen of Song 


_To Undead Crypt] 


KING'S PASSAGE& „4 
4 SHRINE/OF_ 


Undead Supplicant. 220 __ Sorcery: Soul Bolt 388 
Royal Guard 243 __ Spell Quartz Ring +2 403 
Uizardman 252 __ Bonfire Ascetic x3 401 
‚Stone Knight 252 ___Twinking Titanite 2 310 
Fama Butterfly xl. À 
tg tarn ‘Amana Shrine Maiden (Staff) 253 __ Helix Halberd 236 
Amana Shrine Malden Fre Seed x2 310 
(Bare Hands) ne 
ree Estus Flask Shard 401 
Undeldt Cleric 263 
Miracle: Sunlight Blade 31 
Acid Horn Beetle 254 
nn ze | Shoer's Dress 372 
‚ ali ind Ger ble Rng +2 403 
4 re 
wille Ducti 2 5 ES: aft 224 Red Iron Twinblade 339 
tad Dusk He &_Prowik jus 2 
Stapticks Spice x1 E am Sorcery: Homing Crystal 397 
B _Pecular Kindalur 255 Soulmass 
1 Looking Glass Knight 256 __ staff of Amana 243 
SHRINE Of Ï ad 5 
® pernon of Song 258 __ Key to the Embedded 38 
Manslayer 324 
Soul of the King 397 
King's Armor Set 386 


VID 


Green Blossom xt Tower of Prayar 


To King's Passage 


Milfanito 


— Shrine of Living 


SHRINE Of 
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d From the start of this passageway you'll be able to see numer- 

ous statues along both sides, all kneeling to pay respect to their 
King. As you would expect, some of these statues will come to life 
in the form of Stone Knights as you walk along the passage. The 
easiest way to tell when a statue starts to animate is that the eyes 
will start to glow red. Only four in total will come to life, so try to 
retreat back any time one does so that you can fight them one at a 
time. At the end of the passage you'll also have to do battle against 
a member of the Royal Guard. 


Just before the Fog Gate you'll also find a Summon Sign for Benhart 
of Jugo, so make sure you summon him, because after you enter 
the Fog Gate you'll have to do battle against the fearsome Looking 
Glass Knight 1}. Once the Boss has been defeated, head 
toward the elevator on the opposite side of the room, and after 
making sure to get the chest to the side of it, ride the elevator down 
into the Shrine of Amana 


d Run along the narrow tunnel at the start of this area until you 

come to an opening with a fire source that you can use if you 
want to light your Torch. In that same room you can also attack 
some tree roots to get the item that's hidden in a small alcove 
behind them { 021. Once you have the item, carry on along 
another section of the narrow tunnel until it opens out again, this 
time near the first Bonfire of the area. From this area you'll also 
start to hear the haunting song of the Milfanito, drawing you in from 
the distance. 


d Go down the staircase near the Bonfire when you're ready, and 
then go through the wooden door on the left when you come to 
it, to step out onto a narrow ledge. The first thing you'll notice is a 

body holding an item that's on a branch just out of reach; if you 
attack the branch the item will fall down and you'll be able to 
retrieve it later [> „ Continue along the ledge to reach a small 
alcove containing a chest and an Acid Horn Beetle, but be very 
careful about how you kill the beetle, because you don't want to 
accidentally destroy the chest. Once you have the items, make your 
way back to the staircase and continue descending. 


Loop back under the stairs when you reach the bottom to get the 
item there, and then advance toward the opening in the tower 
and take out the Lizardman and Lindelt Cleric that come after you. 
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The Lizardmen like to hide themselves in the shallow water, where 
you'll usually only be able to spot them thanks to the shimmering 
gold could above them ‚ Lizardmen can also be used as 
means of knowing whether or not it's safe to walk out into an area, 
since wherever you see one you can be sure that the water is 
shallow enough to walk in. 


d From the opening in the tower, follow the rocks sticking out of 

the water on the right to reach the area where the item on the 
branch landed at Position A. Return to the main path now and 
continue along it toward the small building a short distance ahead, 
while taking out the Lizardmen as you go. Enter the building and 
speak with the Milfanito inside; if you go through all of her dialogue 
she'll give you a Smooth & Silky Stone „ Go through the 
doorway near her, and then after exiting the building, follow the 
outside wall around to the right to find a chest. 


d Carry on along the main path slowly now, and try to take out the 

enemies one at a time, especially the Lindelt Cleric, as they can 
be very dangerous in groups. Just before the entrance to the cave 
at the end of the path you should see some more rock formations 
sticking up out of the water on the left near the wall, and between 
them you'll find a half-submerged chest to plunder „Return 
to the path and enter the cave after obtaining the items from the 
chest. Shortly after entering you'll come to a room on the left with a 
number of Lizardmen inside, and after taking care of them all you'll 
be able to open the chest in the room safely. Continue on along the 
cave and enter the Fog Gate at the end. 


d As soon as you're through the Fog Gate, Amana Shrine Maidens 

will start attacking you with Homing Soul Arrows from long 
range, so the best course of action is to run out into the shallow 
water toward the nearby ruins on the right so that you can use the 
walls for cover. A second benefit of coming here is that there is 
another Bonfire in the middle of the ruins. Be extremely careful 
when walking around in the water to the right of this area, because 
it changes depth suddenly and you can easily find yourself falling to 
your death. If you angle the camera down you can just about see 
the edge of the shallow areas, so if you're exploring make sure to 
keep the camera trained on the water to avoid any missteps. 


d From the ruins, cross the shallows to reach a raised section of 

land just to the left of the main path, where a Amana Shrine 
Maiden is, and then after killing it, follow this short path along to the 
end. From the end of this path you should be able to see two tall 
pillars, and if you approach them you'll find a Pharros’ Contraption 
hidden beneath the water at Position B. If you use a Lockstone on 
this Contraption you'll be able to strike a section of the nearby wall 
to reveal a hidden alcove that has a chest in it containing a Helix 
Halberd „ Return to the main path now, and follow it along 
toward the softly lit part of the ruins ahead. 


d From this area you should be able to see a submerged path lead- 
ing off toward the edge of the area, where there are some roots 


dangling down 11, Behind the roots is a door, and although 
you can't open it at this time, it's important to remember its 
location. 

World Event 


The door here is called the Door of the Living, and to gain 
access to it you need to be Human, and have completed an 
event in the Undead Crypt. Once you have met both condi- 


tions, return here to open the door to acquire the items 
sealed away behind it. 


d If you go around to the other side of the ruins you'll come across 

an Ogre, and if you kill it you'll be able to follow a very narrow 
path that runs along near a series of pillars leading out into the 
water; at the end of the path you'll find an Estus Flask Shard at 
Position C „ Once you have the Shard, return to the main 
path and follow it to the next small building nearby. Inside this 
building you'll find the Summon Sign for Felicia the Brave, and since 
there are a lot of enemies between here and the Boss, she can 
provide some very useful assistance. Continue through the small 
room and open the door on the other side, but be very careful, 
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because a Lindelt Cleric and a couple of Amana Shrine Maidens will 
be waiting for you just outside. Try to lure the Cleric back inside the 
building so that you can fight him out of the reach of the Maiden's 
Soul Arrows. 


There are a lot of Amana Shrine Maidens in this area, so you'll 


need to be extremely careful while making your way forward. The 


arch covered path just outside the previous building can serve as 
good cover from which to launch your own long range attacks if you 
have that option, because you can use the pillars to block the 
Maiden's Soul Arrows. If long range attacks are not an option, then 
you'll have move up as quickly as you can and use rolls to avoid the 
Soul Arrows. Once all of the enemies have been taken out, you'll 
finally be able to explore the area. Along the wall at the side of the 
area near the series of ruined arches, you should be able to see a 
group of tree roots at Position D. 


Find where the shallow water sections starts and follow it along to 
the tree roots so that you can chop them down and reveal the small 
cave hidden behind them 03). There's an Ogre in the cave‚ so 
make sure you deal with it first, and then chop down some more 
roots so that you can get the items behind them. From back on the 
main path you should be able to see an item sitting at the end of a 
section of rubble to the left of the Fog Gate, and luckily the water 

in the area is shallow enough that you can just walk over and get 

it. Similarly, if you follow the wall around to the right of the Fog 
Gate you'll be able to find another item sitting on the edge of the 
precipice. Enter the Fog Gate when you're ready, and rest up at the 
Bonfire if needed before taking out the large number of normal Acid 
Horn Beetles, and the Giant Acid Horn Beetle. 


Continue through the cave and you'll see a large ring of pillars in 

the water ahead directly outside it, and within those pillars are a 
number of enemies. Your first priority should be to take out the 
Amana Shrine Maidens as usual, so use the pillars at the front of 
the ring for cover and take them out with ranged attacks if possible. 
The large number of Lizardmen within the ring will make going 
inside to deal with them at close range very dangerous. Once the 
Maidens are down, however, you should move in and quickly try and 
finish off the Lizardmen. While you're killing enemies, the Dark 
Spirit, Peculiar Kindalur will also invade your world, and because this 
Spirit is rather adept with Sorceries and Hexes, sticking close and 
being aggressive to interrupt spell casting is generally the safest 
tactic. If Felicia the Brave was still with you up until this point, she 
Will leave your world as soon as the Dark Spirit has been defeated. 


Once all of the enemies have been defeated, you can finally get to 
work on gathering the items. Start by looking back toward the cave 
you came from, and if you follow the outside wall of it to the left 
you'll find a hidden item there. Around to the right of the entrance 
is a dormant Amana Shrine Maiden that will awaken when you get 
close, so be careful if you venture around that side. Pick up the vari- 
ous items from around the ring of pillars now, and then follow the 
path out from the pillars and enter the building at the end, making 
sure to pick up the item that was dropped by the Maiden in this 
area, because it is the Staff of Amana. 


World Event 

Make sure you interact with the injured Milfanito in this 
room, because that will cause it to ascend, which is a prereq- 
uisite for opening the Door of the Undead later in the area. 


Follow the path down in the building to reach another Fog Gate, 
on the other side of which you will have to face off against the 
Demon of Song. Take the path out of the Boss area once it has been 
defeated, and follow it along until you reach another set of ruins. Go 

through the stone archway, and then look for a series of slightly 
exposed rocks leading out into the water. Follow the path out 
toward the stairs leading up to the tower, but before going up them, 
continue on to Position E‚ where you'll find a partially submerged 
chest to open; loot the chest, and then enter the tower to reach 
another Bonfire. 


World Event 

Now that you have the Key to the Embedded you can return 
to the Central Castle Drangleic Bonfire within Drangleic 
Castle, and then take the elevator up and free the captive in- 
side the cell, Doing that will get you the Ring of the Dead, and 
if you then return and speak with the other Milfanito in this 
area, they will usually give you a Divine Blessing in return for 
saving their sister. 


The door at the top of the stairs in this tower is the Door of the 

Undead, and it will remain sealed until a couple of prerequisites 
have been met. Firstly, you need to have spoken to the Milfanito in 
the building before the Boss room so that she ascends, and 
secondly you must be Hollow. The easiest way to Hollow yourself at 
this time is to rest at the nearby Bonfire, and then just run out into 
the water. That way your souls will be nearby and you can collect 
them easily before going up to open the door [> 04). 


As soon as you open the door, a group of Undead Supplicants 

will come crawling after you, so make sure you're ready for them. 
Now that the door is open, you can also un-Hollow yourself if you 
have the means. Run along the narrow path, and then once you see 
the Prowling Magus, try and close in on it quickly to hit it before it 
can start casting spells. Once the Magus is down, you'll be able to 
go through the entrance to the Shrine of the Living and speak with 
the Milfanito kneeling by the fire; if you keep talking to her she will 
give you a number of items, including a Fire Seed. 


World Event 

You can also choose to pray in the Shrine of the Living if you 
wish, but unless you meet a specific set of requirements, 

no aid will come to you. This fire is designed as a means 

for players to un-Hollow themselves if they have run out of 
other options. To make use of the fire you must be Hollow, 
have no Human Effigies either on you or in the Item Box, and 
you must not have killed any of the Milfanito. Your overall 
Sin level is also taken into account, and if it is too high you 
will be denied use of the Shrine. As long as you meet these 
prerequisites you can pray at the fire and un-Hollow yourself 
as many times as you like. 


d Go down the stairs once you've finished talking with the 


Milfanito, and go into the alcove to the right to get another Fire 
Seed. Head through the nearby opening now, and then straight 
away drop down to the left from the top of the stairs to reach a 
chest containing the Manslayer weapon; from there, hug the edge 
of the ruins until you come to an opening that lets you get back on 
the main path [> 05). Cross over to the other side of the main 
path now, and follow another narrow ledge around to a chest at 
Position F. That's everything in this area, so make your way back to 
the previous Bonfire and continue on along the rocky path to get 
back to the series of arches. Follow the arches along and open the 
door at the end to reach a room that contains an elevator that you 
can use to reach the depths of the Undead Crypt. 
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KING'S PASSAGf I MANA -— ENEMIES 
, 7 » 


rme | P 
Knights in the service of Sir 
Velstadt, the Royal Aegis. 
When Velstadt left with 
Vendrick through the King's 
Passage, the men under his 
command dutifully remained 
at their posts, awaiting his 


return for so long that they 
eventually turned to stone. 


ing their heads off with ranged attacks or magic before stepping 
into the hallway. They have moderate levels of Poise but can be 
staggered by heavier weapons or those held in both hands. All but 
two of the Stone Knights’ attacks can be safely blocked; beware 

of their slow left-handed punch as well as a quick offensive crouch 
that will be followed by a leaping slash into a downward stab. These 
techniques inflict tremendous Stamina damage and, while they can 
be parried, players are cautioned against overuse of a shield against 
the Stone Knights. 


ld Souls Respawn 
Stone Knight 720 1000 Yes 
Probability Page 
Strategy neemt 
The Stone Knights are deceptively agile and can perform long chains Stone Twinblade 2 339 
of fluid slashes with their Twinblades. When you step into Stone Parma 2 353 
the hall lined with these initially inactive enemies they will wake up Llewellyn Armor 2 385 
in rapid succession and attack; this can be prevented by shoot- tin as 2 285 
Llewellyn Shoes 2 385 
Titanite Slab 5 310 


BN LIZARDMAN 


A Hollow that lived in an aquatic environment for an extended 
period of time and eventually adapted to its surroundings 

by mutating into its present form. These creatures prowl the 
shallow waters of the Shrine of Amana, perpetually searching 
for sources of fresh Souls. 
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Strategy HP Souls Respawn 
Weak enemies with a singular style of attack, the main danger 


presented by Lizardmen is that when dormant they are very difficult en) ze ze nen 
to locate beneath the surface of the water. They can be spotted by Probability Page 
the sparkling cloud of Flame Butterflies above them as long as the 

Demon of Song or one of the Milfanito is singing; when the player Human Efflgy 5 3965 
gets too close and disturbs the butterflies they will disperse and Red Leech Troches 1 399 
the Lizardman will become hostile. Lizardmen attack with basic Bleeding Serum 1 399 
claw swipes and a short-range lunge but are easily dispatched with Kost osas d ai 

1 


simple melee attacks or low-level sorcery; do note, however, that 


their attacks cause Bleed buildup. Smooth & Sliky Stone 


KALIND 


An Undead Lindeldt 
cleric of the mysterious 
Archdrake sect. 

Their homeland is 
subject to strict laws 
and emigration is 

a common means 

of escaping the 
authoritarian rule; 

a number of the 
defectors have found 
their way to Drangleic 


Strategy 

Lindeldt Clerics will use basic single and combination attacks with 
their polearm and will attempt to block with their shields. Their chain 
attacks cause staggering and can be dangerous if you lack poise or 
time to evade, but otherwise these are straightforward enemies; 
players are nonetheless advised to avoid fighting more than one at a 
time as they can become a serious problem in groups. 


in an attempt to start HP Souls __ Respawm 

new lives, but some Ennens 

have since gone Hollow Eene 780 550 Yes 

and become a threat to Probability Page 

the living. en 
Archdrake Helm 2 369 
Archdrake Robes 2 369 
Archdrake Gloves 2 369 
Archdrake Boots 2 369 
Archdrake Maco 2 331 
Slumbering Dragon Shield 2 363 
Old Radiant Utegem 5 395 
Twinkling Titanite 5 


BRAMANA SHRINE MAIDEN 


BARE FISTS, STAFF 


Hollowed priestesses formerly responsible for performing the 
sealing rituals which imprisoned the Demon of Song. Over 
time the line of shrine maidens gradually died off and, with no 
successors to pass down the sacred rites, the seal broke and 
Demon was freed from its prison. 


Homing 
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Strategy 

Bare fists 

The lone bare-handed Shrine Maiden will not attack you but will heal 
herself and the enemies surrounding her. Once the other Maidens 
have been eliminated she can and should be killed before engaging 
the surrounding Lindelt Clerics. 


Staff 

Amana Shrine Maidens stand at various positions throughout the 
path to the Boss room and will bombard you with Homing Soul 
Arrows from extreme range. These enemies are high-priority targets 
as their spells are a troublesome source of chip damage and are 
very difficult to evade. The only way to get rid of them without 
having to hunt them down individually is by using ranged attacks; 
therefore melee characters are advised to bring a bow or crossbow, 
a supply of ammunition and optionally the Hawk Ring or Durgo's Hat 


when first venturing into the Shrine of Amana. Shrine Maidens are 
much less dangerous up close and will use weak physical attacks 
in between Homing Soul Arrows; they will fall quickly to nearly any 
melee weapon. 


HP Souls __ Respawn 


Amana Shrine Malden (Bare fists) 520 380 Yes 


Staff of Amana (Staff) 2 343 
Radlant Litogem 3 396 
Crimson Water 3 396 
Dragon Charm 3 396 
Holy Water Urn 1 398 


REACID HORN BEETLE 


A species of Horn 
Beetle which has 
developed the 
ability to release a 
cloud of corrosive 
fungal spores into 
the surrounding air. 
These peculiar insects 
reside in the damp 
caves of the Shrine of 
Amana and represent 
a nominal threat to the 
equipment, if not the 
lives, of passersby. 


Strategy 
Like the other species of Horn Beetle, these slow-moving creatures 

are sitting ducks and easily dispatched by nearly any means. Beware 
of their Spore Cloud, however, as it will inflict considerable durability 
damage and is especially good at destroying rings; simply wait until 

the cloud dissipates before moving in to attack. 


HP Souls __Respawn 
Acid Hom Beetie 500 200 Yes 
Probability Page 
Litegem 8 3965 
Corroslve Um 1 398 


ERGIANT ACID HORN BEETLE 


A vastly overgrown Acid Horn Beetle. Whether these impressive 
specimens are the result of some misquided Aldian experiment 
or an unusually long life is unknown; they are extremely rare 
and only a few exist in Drangleic. 


Glant Spore Cloud) 


Strategy 
This deceptively intimidating foe behaves similarly to its smaller kin, 
except that it will not use physical attacks, instead releasing an almost 
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constant stream of corrosive spores to deter potential attackers 

from approaching it. While its persistent release of spores makes 
approaching it an impractical strategy, the Giant Acid Horn Beetle 

can be defeated using magic or projectiles without risk of equipment 
damage. Ultimately, its reluctance (or inability) to use physical attacks 
is its downfall; in actual fact you can simply remove all your gear, walk 
through the cloud of spores and punch it to death. 


GlantAcid Hom Beetle 


Probability 


Corroslve Um 10 


KN DARK SPIRIT - PECULIAR KINDALUR 


A strange man of unknown origins 
who will invade your world a short 
distance past Rhoy's Resting Place 
in the Shrine of Amana. While his 
name and appearance suggest an 
eclectic character, his talent with 
magic is unquestionable and he 
will attack with a diverse arsenal of 
dangerous spells. 


Strategy 

Kindular will keep his distance while bombarding you with Dark 

Orb, Dark Hail, Homing Soul Arrow and Crystal Soul Spear. Lure him 
back to the entrance of the Bonfire cave and either target him with 
ranged attacks or roll through his spells and run behind him, trapping 
him against the wall or the underwater ledge. Keeping heavy pres- 
sure on Kindalur is necessary, as he will retreat at every opportunity 


Souls Respawn 


Dark Spirit: Pecullar Kindalur 2280 2000 No 
Can heal via Estus Flask 
Probability Page 
mm 
Leydla Black Hood 1 375 
Leydla Black Robe 1 375 
Priestess Gloves 1 366 
Priestess Skirt 1 266 
Black Witch's Staf 1 344 
Cleric’s Parma 1 350 


and avoid being brought into melee range. He will try to guard with 
his Cleric's Parma and can be killed quickly by knocking away his 
shield and performing Guard Break Critical Hits; otherwise back 
him up against the deep water next to the cave entrance and push 
him in. Kindalur's powerful spells make him extremely dangerous at 
longer range, so archers and mages will need to find cover if engag- 
ing him from afar. 


Page Page 
mmm 
Leydia Black Hood 375 _Priestess Skirt 366 
Leydia Black Robe 375 _BlackWitch's Staff 344 
Priestess Gloves 366 _Cleric's Parma 350 
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ASSAGE & SHRINE OF AMANA - BOSSES 


BE BOSS - LOOKING GLASS KNIGHT 


King Vendrick's lieutenant, charged with testing the prowess of 
those who seek to serve in Drangleic's order of royal knights. 
Ever dedicated to his duty, he continues to await challengers at 
the end of the King's Passage long after Vendrick's disappearance 
and the kingdom’s subsequent collapse. Those who fail the test 
are remorselessly slaughtered by this enigmatic knight whose 
face lies hidden behind a cold metal mask. 


Physical Attacks 

The Looking Glass Knight will attack with a variety of horizontal and 
vertical slashes and forward thrusts; none of these can be parried 
and all inflict considerable Stamina damage. He can chain up to 
three slashes in various combinations and on rare occasion will add 
a thrust as a fourth; generally it is best to roll through these directly 
toward him or sideways in the opposite direction of the swing. The 
Looking Glass Knight can perform a mid-ranging jump attack which 
should be avoided by retreating out of his range or rolling to either 
side. He can strike behind him and with a horizontal slash and will 
sometimes lift and point his sword forward while running toward 
you; as soon as he enters attack range he will perform a forward 
thrust which should be evaded by rolling toward him. 


Stormcloud Slash 
Used only following Lightning Rod. The Looking Glass Knight will 
perform a horizontal electrical slash in a 360-degree radius. It is pos- 


Lightning Rod sible but unreliably difficult to avoid this attack merely by standing 
The Looking Glass Knight will slowly raise his sword above his head _ directly behind him; rolling toward him from this position or else 
and a bolt of lightning will strike it, charging it with electricity. He will simply retreating out of his range are preferable alternatives. The 
then immediately unleash this stored energy in one of three ways: Looking Glass Knight will sometimes perform this attack at long 
Stormcloud Slash, Thunder Beam or Electrostatic Discharge. range for no good reason, allowing players time to use recovery 


items or attack any hostile Phantoms. 


256 __ DARK SOULS II COLLECTOR'S EDITION GUIDE 


Thunder Beam 

Used only following Lightning Rod. The Looking Glass Knight will 
perform a slow two-handed downward slash with his sword, releas- 
ing a large blast of electricity which travels along the ground in a 
straight line and has some tracking capability. This is a long-range 
attack but the Knight will use it up close as well; at a distance it can 
be dodged by rolling to either side but up close the only reliable 
way to avoid it is by standing behind the Boss. You can anticipate 
this attack by its slightly longer delay after the Looking Glass Knight 
uses Lightning Rod. While Thunder Beam can be easily avoided by 
standing directly behind the Knight, be warned that he may quickly 
follow it up with a horizontal slash that will strike players at his back. 
A shield with high Lightning defense can block the projectile but not 
the swing itself. 


Strategy 

An exceedingly difficult Boss due to his high defense, impenetrable 
shield, far-reaching attacks and his ability to summon allies, it should 
be noted first and foremost that Benhart's Summon Sign can be 
found to the left of this battleground's Fog Gate if the player has 
progressed his story to this point. Learning the precise timing 
necessary to evade the Looking Glass Knight's attacks is crucial 

to survival, even slight miscalculations can snatch defeat from the 
jaws of victory. His massive shield will deflect any attacks that touch 
it, meaning players using close-range weapons must attack his 
exposed right side or use vertical swings from the front or rear. 


Melee classes will have an especially challenging battle and will 
find high-stability shields to be valuable assets; however bear in 
mind that none of the Looking Glass Knight's melee swings can be 
parried and all take a heavy toll on Stamina. His energy attacks can 
be blocked with a fairly low Stamina reduction, but players lacking a 
shield with strong Lightning defense will still incur serious damage. 
The best opportunity to attack the Looking Glass Knight is before 
and after he uses Lightning Rod; staying directly behind him by 
strafing clockwise will enable players to avoid his attacks more eas- 
ily while also maximizing opportunities to strike back. 


Ranged and magic-oriented characters should time their shots or 
casts to leave room for evasion or retreat should the Looking Glass 
Knight suddenly close in. He will usually walk slowly around the 
battlefield rather than running; if he does begin to run he will either 
have his sword raised in preparation for a thrust attack or lowered in 
preparation for a jump attack. As he will not give up on the dash- 
ing thrust until he has run the player down and delivered the blow, 


HP Souls Respawn 
Looking Glass Knight 6540 34000 No 

Probability Page 
Looking Glass Knight Soul 100 397 


Electrostatic Discharge 

Used only following Lightning Rod. The Looking Glass Knight will 
perform a horizontal slash and release a series of large spheres of 
electricity which will travel forward along the ground in an expand- 
ing, fan-shaped wave. These have relatively long range but will even- 
tually dissipate and can be outrun if you anticipate the attack early 
enough; they can also be evaded using invincibility frames by rolling 
forward through them. Standing directly behind the Knight and roll- 
ing toward him when he releases these projectiles can allow you to 
avoid them completely, but this is difficult to execute correctly and 
requires precise timing and positioning. A shield with high defense 
against Lightning will protect you from most of the projectile dam- 
age but will be completely bypassed if hit by the Knight's sword. 


Through the Looking Glass 

The Looking-Glass Knight will slam his shield on the ground, crush- 
ing players directly in front of him. Following a brief delay, a hostile 
Phantom will emerge from within the shield. If the game is being 
played in Online Mode the summoned Phantom will be another hu- 
man player; if offline, it will be one of two nameless NPCs wielding 
either a Halberd and Greatshield or a Greatsword and Greatshield. 
The Looking Glass Knight can have up to two Phantoms on the 
battlefield at once, and will continue to summon them at timed 
intervals until he is defeated; there is no limit to the total number of 
minions he can call forth in this manner. While performing a sum- 
mon the Knight's defenses will be doubled; he will receive halved 
damage if attacked during this time. 


ranged characters will have no choice but to evade it by rolling 
toward him and should retreat as quickly as circumstances allow. 


When the Looking Glass Knight summons a Phantom, it's best to 
keep both enemies at long range regardless of your fighting style. 
The Phantoms are priority targets and should be eliminated as 
quickly as possible, but the only safe time to attack them is while 
the Looking Glass Knight is using Lightning Rod or walking toward 
the player from far away. Phantoms will periodically dash straight 
at the player; allowing them to do so when the Knight is well out 
of range will effectively separate him from them long enough for 
players to attack the Phantoms with no danger of interference. 
Disengage Lock-On and keep an eye on the Boss during this time, 
however, as it may become necessary to break off your assault and 
take evasive action if he gets too close or suddenly rushes you. 


Parry Block Stamina Damage 
Physical Attacks No Yes Heavy 
Ughtning Rod N/A N/A NA 
Stormcloud Slash No No Unblockable 
Thunder Beam No Yes Light 
Electrostatic Discharge No Yes Light 
Through the Looking Glass No No Unlockable 
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BE BOSS - DEMON OF SONG 


A hideous, froglike Demon originally sealed within the Shrine 
of Amana. When the priestesses attending the Shrine and 
maintaining the seal eventually died or went Hollow the Demon 
was set free, luring unsuspecting humans into its lair by 
mimicking the song of the Milfanito. 


Arm Attacks 

At close range the Demon of Song will expose its face and perform a 
slow chain of heavy attacks by swinging its arms from side to side. It 
can chain up to four sweeping swings and when its health is reduced 
below 50% it will finish the chain with a fifth vertical slam. These 

are the best opportunities to attack the Demon; simply strafe, roll 

or dash out of its reach until it finishes swinging, then close in and 
strike its arms. It is possible to roll sideways through the arm swings 
in the opposite direction of the attack, but safer simply to drop back, 
as the Demon's slow speed leaves plenty of time to do so. 


Torpedo Drive 

The Demon of Song will perform a low backward hop and briefly 
assume an offensive crouch, then launch itself straight toward the 
player. This attack covers a great deal of ground and will usually be 
executed from long range, but the Demon will occasionally use it at 
short range as well. Torpedo Drive has no tracking capability and the 
best way to dodge it is to begin dashing to either side as soon as the 
Demon assumes its crouching stance. If you see this attack being 
readied up close, begin strafing to either side as soon as you identify 
it and roll in the same direction just before the Demon lunges. 
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Panzer Press 

At close or mid range the Demon will expose its face, stand straight 
up on its hind legs and reach into the air with its arms, then come 
erashing down on the area in front of it. This attack has very long 
reach and minor tracking capability, but leaves the player more than 
enough time to dash backward and out of its range. The Demon 

will land with its arms still exposed, offering an opportunity to strike 
them. Players at very close range can avoid this move by dashing 
around the Demon in either direction as it falls. 


Frog Splash 

At close or mid range the Demon of Song will perform a forward 
leap, landing in a belly flop on the area directly in front of it. It will 
execute this attack fairly quickly and the best way to avoid it is by 
rolling to either side. 


Titanic Tail 

If you are behind the Demon of Song it will lift its hindquarters and 
slam its tail on the ground. This attack hits an area considerably 
larger than the tail itself and is difficult to evade due to the highly 
disadvantageous positioning required to trigger it; however, under 
normal circumstances the player should never even see it, as there 
is no reason to stand directly behind this Boss. 


Aquatic Artillery Salvo 

The Demon of Song will expose its face and inhale deeply, then spit 
a barrage of large spherical water blasts at the player. These inflict 
only physical damage and can be blocked by a decent shield; they 
can also be evaded by strafing or rolling to either side. The Demon 
will use this attack regardless of its distance from you but most 
frequently at mid range. 


Aquatic Artillery Salvo 


‘Aquatic Artillery Barrage) 


Aquatic Artillery Barrage 

Identical to Aquatic Artillery Salvo, except that the Demon of Song 
will launch three groups of water projectiles instead of one. It will 
aim the first salvo slightly to its right and sweep the second and 
third progressively counterclockwise; these projectiles can be 
blocked, but if two or three groups hit you the likelihood of a Guard 
Break is high. Dodge the first salvo by strafing or rolling to the side 
and then immediately move to the spot it hit to avoid the second 
and third. The Demon of Song will begin using this attack when its 
health has been reduced to at least 50% 


Amphiblous Assault 


Amphibious Assault 

At close range the Demon of Song will expose its face and spread 
its arms wide, then bring them together in a hugging motion. If this 
attack connects the Demon will grab and lift you into the air, repeat- 
edly slamming you on the ground before discarding you. The slow 
execution of this attack leaves ample time to simply strafe backward 
and out of range; its even slower recovery affords an opportunity to 
close in and strike the Demon's vulnerable arms and face. 


Vertical Takeoff 

The Demon of Song will leap high into the air and come crashing 
back to the ground, usually some distance away from where it 
began. Typically Vertical Takeoff will be used to retreat or to move 
around the battlefield but damage will be incurred if the Demon 
lands on you; it will occasionally employ this move offensively in a 
manner similar to Frog Splash. The leap is slow enough to allow a 
dash, roll or strafe out of the way to safety; you should generally 
move in the opposite direction of the Demon's jump. 


Strategy 

The Demon of Song is a slow-moving Boss whose attacks hit hard 
but are generally very easy to evade even for heavier players. It has 
a thick, rubbery outer skin which cannot be penetrated by weapons 
or magic; its only vulnerable points are its face and hands, which it 
can cover with flaps of its tough skin during its attacks. In spite of 
its seemingly impenetrable defenses, though, in practice it will ex- 
pose its weak spots quite frequently and rather carelessly allowing 
ample opportunities for you to attack it 


Regardless of your combat style, it is best to keep the Demon of 
Song at mid range in order to bait its arm attacks while still having 
enough room and time for evasive maneuvers. This Boss’ sides and 
hindquarters are completely covered with the impregnable skin, 

so you should face it head-on. Melee-oriented characters should 


dodge the Demon's attacks according to the move list above and 
strike its exposed face and arms during its recovery. Archery- and 
magic-based characters can simply wait out of range for the Boss to 
expose its face and bombard it until it shields itself. 


When the Demon of Song drops below 50% of its health, it will 
begin using a stronger version of Aquatic Artillery and will finish 

its arm combo attacks with an additional vertical smash; apart 
from this its behavior remains the same and it should not pose a 
disproportionate challenge once players have become accustomed 
to its movements and offensive techniques. Do note, however, that 
its arm swings cannot be blocked by anything less than a heavily- 
upgraded Greatshield and its other direct attacks cause enough 
Stamina damage to be effectively unblockable 


HP Souls Respawn Parry Block Stamina Damage 
Demon of Song 6180 26000 No Arm Attacks No Yes Heavy 
EE BE Torpedo Drive No No Unblockable 
mmm 7 CSS No No Unblockable 
Demon of Song Soul 100 397 Frog Splash No No Unblockable 
Kay to the Embedded 100 EE Aquatic Artillery Salvo No Yes Moderate 
Aquatic Artillery Barrage No Yes Heavy 
Amphiblous Assault No No Unblockable 
Titanic Tall No No Unblockable 
Vertical Takeoft No No Unblockabie 
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This expansive crypt lies below the Shrine of Amana and is a 
place of rest for the living. Overseen by Agdayne and the other 
Grave Wardens, it is open to all visitors provided they show proper 
reverence. The Crypt's custodians treat its every occupant with the 
same care and take its security equally seriously — among other 
things, carrying torches or utilizing magical light sources in certain 
areas of the Crypt is considered a desecration and will incur the 
Wardens’ swift retribution. 


Undead Prisoner na Bracing Knuckle Ring+2 403 
Grave Warden 140 Crushed Eye Orb 400 
Royal Guard (Halberd) 243 Fire Seed 310 
Royal Guard (Sword) 243 Avelyn 348 
Wall Warrlor 265 Olenford's Staff 344 
Leydia Witch 2e6 Great Lightning Spear 390 
Leydia Pyromancer 266 Soul Vessel 401 

&_Imperlous Knight 267 Mace of the Insolent 330 

B Nameless Usurper 244 King's Ring 405 

g Velstadt, the Royal Aegis 267 

® Vendrik 269 


Velstadt, the Royal Aagis 


Grave warden Agdayno 
(Summon Sign) 


Vendrick 


kang's Ring xl — 
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Olentord's Staff, 
Great Lightning Spaar 


Simplator's Spice xl, 
Black Firebomb x2 


Magic Stona x1, 
Darknight Stone xl 


Sunda Crypt Entraren 
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UN DEAD CRYPT 


d Head straight through the doorway once the lift has stopped and 

you can get off. When you reach the room with a large staircase 
in the middle, go to the left of the stairs and look for a small alcove 
underneath them on the left that contains a Bonfire; activate it, and 
then check the right of the stairs for an item ‚ Collect it and 
then continue on up the stairs 


d Head into the room ahead and you'll find a patrolling Undead 
Prisoner with a torch. He won't engage you, so you can run past 
him if you wish. In the room beyond that, you'll find more Undead 
Prisoners and a trio of very dangerous Leydia Witches. Try to take 
them out from long range if possible, using the pillars in the room 
as cover from their spells „ Once they've been defeated, 
carry on past them through the doorway and up the stairs, until you 

are ordered to halt. 


d As you enter this area you'll hear the voice of Grave Warden 

Agdayne coming from nearby, warning you not to produce light; 
make sure you extinguish your Torch if you're using one before 
heading up the stairs on the right to meet with him, otherwise he 
and the other Grave Wardens in the area will attack you, Pick up the 
item hanging off the edge on the right, and then go and speak to 
Agdayne, who is in the alcove at the back Go through his 
dialogue options and you'll eventually be able to learn a Gesture and 
access his merchandise. Once you're done here, carry on through 
the tunnel. 


As soon as you emerge from the doorway, you'll be approached 

by two Royal Guards that are positioned on a bridge at the top of 
the stairs ahead. Try to lure them down the stairs to separate them 
so that you can take them on one at a time. Once they're down, go 
up the stairs and instead of turning to follow the bridge, keep going 
straight and drop down from Position A to a ledge below; it's a 
fairly long drop, so make sure you have plenty of health before 
taking the plunge 
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You'll find a pair of Undead Prisoners down here, so take them out 
first before picking up the item nearby. Climb up the ladder near 
where you dropped down now to reach a ledge above where you'll 
find another Undead Prisoner and a chest that you can loot. Once 
you have the items, drop back down onto the bridge and continue 
on through the Fog Gate on the other side. 


This large room is a graveyard full of tombstones and stone 
ornate gravestones that will spawn Leydia Pyromancers when 
you get close to them. You must destroy the statues or the Apostles 

will keep appearing every time you approach Undead 
Prisoners will also emerge from certain areas of the ground when 
you walk over them and they will keep coming up as long as you're 
in the area. As soon as you enter the room, turn right and destroy 
the ornate gravestone you find there. Look in the corner to find an 
item on a corpse, and then look opposite the corpse to find a ladder 
that you can climb; on the ledge at the top of the ladder you'll find a 
Leydia Witch to kill and a chest to loot before taking the ladder back 
down again 


Just past the entrance to the room, head left to find another ornate 
gravestone; destroy it, and then continue on to reach a small room 
containing a Bonfire. Activate it, and then go out of this room and 
pick up the item from the corpse opposite it. Head right from this 
item across to the exit, destroying another ornate gravestone on the 


way. 


d This room contains an ornate gravestone just slightly to your left 

as soon as you enter it, so destroy it. Next, destroy the grave- 
stone in the alcove at the far right of the room, and pick up the 
Bracing Knuckle Ring+2 behind it „The final item in the 
room can be found on the corpse resting against the wall in the 
center, so pick it up before going up the stairs and through the 
doorway. 


d As you approach the item in this room, you'll be invaded by Dark 
Spirit: Nameless Usurper. While battling her, stay away from the 
walls; there are Wall Warriors hiding in them that will attack you if 

you venture too close. Try to stay close to the entrance of the 
previous room to avoid them. After the Nameless Usurper is 
defeated, you can approach the walls to make the two Wall Warriors 
appear and then take them out. 


Interact with the wall on the right at Position B to find a hidden 
doorway There is another Wall Warrior on the wall to the 
left in this room, and another on the left side of the chest, so watch 
out for that. Defeat them and take the items from the chest before 
leaving through the doorway opposite you. 


d As you go down this corridor, take out two Wall Warriors on the 

left and one on the right. You'll approach what appears to be a 
wall of shields, but it is in fact the two Imperious Knights, Reeve 
and Orma, blocking your way. They are very tough enemies, and 
fighting them in this narrow corridor doesn't help. You can lure them 
back into the narrow tunnel leading to this corridor so you only have 
to battle one at a time. Once they're defeated, go past them into 
the room beyond. Pick up the item from the corpse on the other 
side, and then drop down into the hole 
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d You'll drop down into another graveyard, with Undead Prisoners 

rising up around you, and four ornate gravestones in your 
immediate vicinity; taking those out should be your priority. There 
are also bells in this area that the Undead Prisoners will ring, and 
doing so will cause Leydia Pyromancers to come out of their 
statues regardless of your proximity to then. If you do not quickly 
and carefully take out the statues, you can easily get surrounded 
and overwhelmed by constant attacks in this room. It's also worth 
noting that the statues themselves can be used as cover points to 
protect you against incoming spells, so always try and keep one 
between you and any Leydia Pyromancers. 


Once the statues in the immediate area are destroyed, run into the 
dead end opposite the first bell to find a second one that usually 
has an Undead Prisoner next to it, ringing it constantly. Killing that 
Undead Prisoner will stop it from ringing the bell, and other ones 
will rarely come down into the dead end, so you can then focus 
your attention on the first bell. 


Pick up the two items from the corpses in the main room when it's 
clear, and then go down the dead end to the right of the first bell 
and get the item there. If you then interact with the wall at Posi- 
tion C behind the first bell you'll find a hidden door that leads to a 
room containing a Pharros’ Contraption . Using a Pharros’ 
Lockstone on the Contraption will highlight a wall that you can break 
through on the opposite side of the main graveyard room. Do so to 
find a chest that contains Olenford's Staff and the Great Light- 

ning Spear Miracle. Now take the path at Position D to proceed 
onwards. 


d Pull the lever here to open up a shortcut back to the second 
Bonfire, and then stand on the newly created platform at 
Position E‚ facing the edge; make sure you have full health and 
walk off the edge If you go down the stairs directly ahead 
of you when you land you'll come to a mysterious statue, and if you 
use your Torch to set it alight it will cause a number of large hanging 
braziers in the area to burst into flame and illuminate the chamber. 


Enter the room at the top of the stairs now and open the chest to 
get a Soul Vessel. After taking the contents, ascend the ladder in 
the corner of the room here to reach a raised area. Grab the item 
from the corpse, and then drop down through the archway into the 
room housing the second Bonfire. Use it if you need to, and then 
make your way back to the room with the shortcut lever. 


d Grab the contents of the chest against the wall, and then head 
on through the archway. Descend the stairs, and then head 
around the side of them to Position F, where you'll find a small 
room containing an Undead Prisoner standing near a bell, defeat 
him while trying to avoid hitting the bell with your own attacks 
. Ringing that bell will cause four Leydia Pyromancers to appear 
in front of the crypts lining the passage ahead, so if you want to 
avoid facing them, don't ring the bell. There are a veritable army of 
Royal Guards near the Fog Gate; move up extremely slowly to the 
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enemies and try to only pull one or two of them toward you at a 
time. Once they're all defeated, check the side of the crypt at 
Position G to find the Summon Sign for Grave Warden Agdayne, 
and then proceed with him through the Fog Gate to do battle 
against Velstadt, the Royal Aegis. 


d Just beyond Velstadt's room, you'll find King Vendrick himself. He 

won't actually engage you unless you inflict a fair amount of 
damage on him first, so you can safely claim the King's Ring from 
the back of the area „If you do decide to attack Vendrick, 
which is worth doing for the huge amount of Souls, be prepared for 
a tough battle. 


EEN WALL WARRIOR 


These ghosts of former warriors will phase through the walls 

of the Undead Crypt in certain spots to attack intruders. Who 
were these warriors in life and how did they come to wander 
the halls of the Crypt? Only the Grave Wardens know for certain, 
and their lips are sealed. 


Strategy 

Wall Warriors are stationary and incapable of pursuing the player. 
The only real danger they present is that their ethereal constitution 
can make them difficult to spot against the walls, so it is necessary 
to make note of their fixed locations in order to best prepare for 
them. They will attack with simple thrusts and slashes of their Great- 
swords which are easily avoided and punished; ranged characters 
can pick them off with complete impunity. 


Wall Warrior 230 200 Yes 


World Event 

You can make the battle with King Vendrick much easier by 
obtaining multiple Soul of a Giant items. Most of these items 
can't be obtained until later in the game, however, so you 
may want to return after getting some more. For each one 
you have, Vendrick's defense will be lowered considerably. 
Before you land the final blow on Vendrick, you might also 
want to consider putting on any and all pieces of equipment 
you have that boost the number of Souls per kill; Vendrick 
drops an extremely large number of Souls, so the boost 
you'll get from these items will be significant. 


If you manage to kill Vendrick (thereby unlocking the Ven- 
drick Achievement/Trophy), make sure you travel back to the 
Shrine of Amana and open the Door of the Living to reach the 
area containing the Soul of the King, and the King's Armor 
set. You can also return to Grave Warden Agdayne and talk to 
him to get the Darkdrift weapon, and a full set of Agdayne's 
Armor. 


As you leave King Vendrick's room, you'll see the Emerald Herald on 
your way out, and she will offer you some guidance as to your next 
step. Now that you have the King's Ring, you'll have access to sev- 
eral doors, but for now, your best bet is to head to the Ruined Fork 
Road Bonfire in the Shaded Woods so you can get to Aldia's Keep. 


World Event 

You can return to Drangleic Castle at this time and open the 
King’s Gate there, but you need to return there later anyway, 
and the only thing to do at this time is a Boss battle. Simi- 
larly, the King's Gate in Forest of Fallen Giants will let you ac- 
cess a Withered Giant, but you're unable to do anything with 
it now, so there's little point in going there yet. 
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BA LEYDIA WITCH 


Witches who worship the 
god of disease, Galib. 
They once resided in the 
Undead Crypt alongside 
the Fenito but over 

time grew conceited, 
misusing their power 
and usurping control 

of the Crypt's gateway. 
Their actions spurned 
the Grave Wardens and 
they were slaughtered 
as transgressors; their 
spirits now forcibly serve 
as guardians of the 
Crypt. 


Strategy 

Leydia Witches use a wide variety of magic, including Lightning 
Spear, Affinity, Soul Shower, Dark Fog and Firestorm. At long range 
they will almost exclusively cast Affinity; up close they will begin us- 
ing the other arts in their repertoire as well as weak physical attacks. 
They are easily dealt with by ranged characters simply by rolling 
through the slow-moving projectiles generated by Affinity or using 
the terrain to block them; melee-oriented characters are advised to 
back just far enough away for the Witches to cast Affinity and then 
immediately dodge it and rush in to attack. 


HP Souls Respawn 
mmm 
Leydia Witch 950 00 Yes 


Probability Page 


Leydla Black Hood 2 
Leydla Black Robe 2 
Black Witch's Statt 2 
Simpleton’s Spice 1 
Skeptic's Spice 1 
Magic Stone s 
Dark Quartz Ring +2 2 


WAN LEYDIA PYRO 


A ghostly spellcaster of the 
Leydia Pyromancers. Although 
pyromancers in name, they were 
adept at a wide variety of magic 
and in their conceit they once 
occupied the Undead Crypt. 
Their brazen misuse of death 
drew the ire of the Fenito, who 
branded them transgressors; the 
apostles were slaughtered and 
subsequently buried in the Crypt 
alongside its other occupants. 


bells. This enemy should be a priority target, as it is capable of cast- 
ing a number of devastating spells including Great Chaos Fireball, 
Soul Spear Barrage and Firestorm; ranged characters should stay 
well back and take cover, while melee-oriented players must take 

an offensive approach and keep the pressure on to prevent the Pyro- 
mancers from using their dangerous spells. 


HP Souls __ Rospawn 


Leydia Pyromancer 350 750 Infinite 


Probability Page 
nennen 
Leydla White Hood 5 376 
Loydla White Robe 6 376 
Leydla Gauntiets 5 376 
Blue Flame 5 215 
Strategy 
Leydia Pyromancers will rise from the large ornate gravestones in ae en E 350, 
certain areas of the Undead Crypt. Destroying their gravestones will Falntstone 2 3u 
prevent more of them from appearing and is highly recommended if Darknight Stone 2 311 


the local Undead Prisoners attempt to wake them up by ringing the 
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IM IMPERIOUS KNIGHT 


Long ago a pair of foolish knights attempted to conquer the Strategy 

Undead Crypt. They each carried with them a greatshield split The two Imperious Knights block a hallway deep in the Undead 
into two halves, which they used in lieu of weapons to reduce Crypt and will generally not take the offensive until the player 
their enemies to paste. Their ill-advised crusade came to an provokes or attempts to bypass them. They attack with a variety 
abrupt and unsuccessful end, however; as punishment they of heavy crushing attacks with their split greatshields, which have 
were denied a peaceful death and instead put to work for deceptively long reach; regardless of your playstyle you must wait 
eternity as guardians of the Crypt. for them to lower their guard and attack when they are vulnerable. 


Ranged builds will have the most difficulty with this and must pay 
close attention to the timing of the Imperious Knights’ attacks; me- 
lee builds should treat them as any other large, slow-moving enemy 
and try to stay behind them. Mages will have the easiest time with 
these enemies and should simply utilize their spells to the fullest 
possible extent 


HP Souls Respawn 

ennen 

Imperlous Knight 1470 1900 Yes 
Probabliity Page 


Imperlous Helm 5 376 
imperlous Armor 5 376 
Imperlous Gloves 5 376 
Imperlous Leggings 5 376 
Orma’s Groatshiold 5 267 
Reeve's Greatshleid 5 


UNDEAD CRYP 


\ EN es 


BABOSS - VELSTADT, THE ROYAL AEGIS 


A trusted knight who faithfully served King Vendrick in life, Velstadt followed his lord 
when he set out for the Undead Crypt and remained there to continue serving him in 
death. Velstadt and a contingent of Royal Guards stand watch over Vendrick’s chamber 
to this very day, inexplicably slaughtering any who enter in search of the King. 


Netherblast 

Velstadt will kneel and wave his hammer above his head, ringing 

its chime and releasing large orbs of darkness in an expanding 
forward fan. When he initiates this attack, dash toward Velstadt 
while strafing to either side and ultimately position yourself behind 
him; no projectiles will be released in this direction and the anima- 
tion provides ample opportunity for you to attack. While even heavy 
characters should have little trouble getting behind him in this man- 
ner, Netherblast can also be dodged by rolling forward and directly 
through it; bear in mind, however, that this attack is unblockable and 
under no circumstances should you attempt to guard it. Velstadt will 
use Netherblast from long range or after retreating to long range at 
any point after casting Underworld Beacon. 
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Strategy 

Velstadt will initially use only physical attacks, all of which can be 
parried except his thrust attack. His horizontal attack inflict consider- 
able Stamina damage but can be safely blocked by a shield with 
high Stability; his thrust attack and two-handed vertical swings drain 
far more and can only be safely deflected by a Greatshield. In gen- 
eral, melee-oriented characters should try to stay behind Velstadt 
and evade his attacks by rolling directly toward him. Ranged and 
mage characters can keep him at a distance by rolling away from 
his attacks or dashing into his reach just long enough to for him to 
initiate a swing and then dashing away again in one continuous mo- 
tion. In either case, Velstadt's swings are slow and the best time to 
attack is during his recovery. 


After Velstadt activates Underworld Beacon he will begin using 
Netherblast. This provides you with a golden opportunity to land sev- 
eral solid hits and escape out of his range before he can respond; 
Velstadt can be lured into using this technique simply by standing at 
long range and by repeatedly baiting him to do so players can bring 
home an easy victory. 


Respavn 


Velstadt. the Royal Aegis 6290 


Probability 


Soul of Velstadt 100 
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Underworld Beacon 


When his health has been reduced to approximately 50% Velstadt 
will kneel and raise his hammer above his head in an elaborate 
incantation which will charge his body with darkness. After invoking 
this ability, Velstadt will begin using the Netherblast technique. 


Underworld Beacon cannot be interrupted but is lengthy and affords 
a prime opportunity to attack Velstadt. 


Physical Attacks 


Physical Attacks 


Velstadt will execute single swings in either a frontal horizontal arc 
or vertically overhead and can chain up to three; typically he will 
perform one or two horizontal swings followed by an overhead 
smash but will sometimes begin with the overhead smash, and fol- 
low it with a sweeping swing. He uses both fast and slow versions 
of these attacks, each of which require slightly different timing to 
evade, Velstadt can perform a thrust attack which he will always 
precede by jumping backward and assuming an offensive crouch; 
he will also occasionally raise his hammer above his head and 
chase you, delivering an overhead slam after closing in. All of these 
attacks, including the overhead swings, can be handled in the same 
way: by rolling directly toward Velstadt (for melee fighters) or rolling/ 
dashing away (for ranged). 


Parry Bloek Stamina Damage 
Horlzontal Swings Yes Yes Moderate 
Vertical Swings Yes Yes Heavy 
Hammer Thrust No Yes Heavy 
Underworld Beacon N/A NA NA 
Netherblast No No Unblockable 


ER BOSss - VENDRICK 


The former King of Drangleic has been reduced to a mindless 
Hollow, but still clutches something dear. While killing him is 
not necessary for the completion of your quest, putting this 
poor soul to rest could only be considered a final courtesy to 
the man who used every means within his reach and made 
unimaginable sacrifices to halt the spread of the Undead curse. 
A dignified and honorable death in single combat… Vendrick 
would have wanted it so. 


Physical Attacks 

Vendrick uses horizontal and vertical slashes and a jumping strike, 
Though not a complicated enemy, his attacks are devastatingly 
powerful in their very simplicity and no shield nor any amount of 
stamina will deflect them. He can chain up to three horizontal 
swings in fairly rapid succession; these inflict heavy Poise 
damage and being hit by one can be expected to trap you in 

the remainder of the combo. Vendrick can also perform two con- 
secutive vertical swings, but these are slower and the second can 
be escaped with a timely roll. Vendrick's weak spot is directly behind 
him; he cannot strike this area at all and moves slowly enough that 
you can remain in his blind spot simply by strafing around him with 
an occasional roll. Striking him from this spot while he recovers 
from his swings is the safest means of attack 


Vondrick's Curse 


Vendrick’s Curse 

At long range Vendrick will occasionally charge a dark red sphere 
of energy in his left hand and throw it at the player. This will inflict 
Curse if it connects and has some homing capability, but can be 
evaded by rolling either to the side or forward and directly through 
it. Like Vendrick's melee attacks, this is unblockable and players 
should not under any circumstances attempt to guard it with a 
shield. 


Strategy 

If the player is not carrying at least five Souls of a Giant when 
engaging Vendrick in combat, the King will receive a defense bonus 
inversely proportional to the number of Souls of a Giant held. If the 
player has none of this Soul, Vendrick's defenses will be multiplied 
by 32 times their base value; if the player possesses one Soul the 
King will receive a 16x defense boost; two Souls an 8x boost; three 
Souls a 4x boost; four Souls a 2x boost and five or more Souls of a 
Giant will set Vendrick's defense to standard levels. 


Apart from this, Vendrick is a surprisingly simple Boss in that he has 
a very limited array of attacks. While successfully evading his sword 
swings requires careful timing, he is easily thwarted simply by stay- 
ing directly behind him. Mages and ranged characters are encour- 
aged to try this strategy as well if keeping Vendrick at a distance and 
evading his far-reaching slashes is proving troublesome. You should 
roll through his horizontal slashes in the opposite direction of the 
swing, bearing in mind that it may be necessary to roll as many as 
three times; the vertical strikes can be dodged by rolling to either 
side. It is possible but more difficult to dodge both the horizontal 
slashes by rolling directly toward Vendrick; players are encouraged, 
however, to roll toward him and slightly to either side when he uses 
his jump attack. 


HP Souls Respawn Parry Block Stamina Damage 
mm en 
Vendrik 11450 90000 No Physical Attacks No No Unblockable 
Probability Page Vendrick's Curse No No Unblockable 
nnen 
None nd _ 
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Patriied Dragon Bone xl 
Mallorrned Sh xt [__To Dragon Aerle) 


Pharos’ Lockstone xl 


Guardian Dragon 


Padant Llagom x, 


Large Soul of a Brave Warrior xl 


Soul of a Proud Knight xl 
Manor of Lord Aldia, the elder brother of King Vendrick and co- 


founder of the Kingdom of Drangleic. Aldia became increasingly 
absorbed in his macabre experiments until finally Vendrick 
confined him to the manor, but the experiments continued; 
those invited to Aldia's Keep disappeared without a trace and 
were gradually replaced by hideous creatures that wandered 
the manor’s halls. 


Kobold 040 \_ Sunset staff 344 
Hunting Dog 164 Dark Mask 379 
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8 Red Crystal Lizard 219 __ Sorcery: Great a 
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ALDIA'S KEEP 


d To reach Aldia's Keep you will first need to Travel to the Ruined 

Fork Road Bonfire in Shaded Woods. From the position you start 
in when you arrive at that location, you want to take the path leading 
up to the King's Gate. Make sure you have the King's Ring 
equipped, and then approach the King's Gate to have it open 
automatically, granting you access to Aldia's Keep 


d There are a lot of items to be had in the grounds in front of the 

keep, so it's worthwhile taking some time exploring the area 
before heading up the stairs. Be careful as you approach the long 
grass, however, because there are a number of Kobolds running 
around inside it, and they can be difficult to spot. Once you've dealt 
with the enemies, enter the dilapidated wooden building to activate 
the Bonfire, Exit the building once you're done there, head around 
to the back of it and follow the keep wall along to the end. What 
appears to be a bountiful chest sitting near the wall here, is in fact a 
Mimic, so use your strongest attacks on it to kill it before it can fight 
back For your trouble the Mimic will drop a Sunset Staff 
and Dark Mask 


World Event 

If you've been speaking with Lucatiel of Mirrah at every 
opportunity, you should find her in the building near the 
Bonfire, so as before, make sure you go through all of her 
dialogue before moving on. The journey has been tough for 
Lucatiel, and she will turn Hollow at the end of the dialogue, 
but if you summoned her previously and vanquished bosses 
with her, she will give you some items as a parting gift. For 
more details on Lucatiel's quest, please refer to P412 Also, 
the Sunset Staff you obtain from the Mimic near here is an 
item that's required by an upcoming NPC, so make sure you 
hang onto it. 


Cross the courtyard and start going up the stairs toward the 
entrance to the keep now and you should come to an item sitting 
in a pool of water. To get the item, simply continue on up the stairs 
and drop down into the pool from above. Carry on up the stairs, and 
then when you reach the top, go around to the left of the entrance 
to find another item hidden there. 


272 _ DARK SOULS II COLLECTOR'S EDITION GUIDE 


d As soon as you enter the keep, the Dark Spirit, Aslatiel of Mirrah 

will invade your world and you'll be unable to leave until you've 
defeated him . He starts quite far away and has to run 
along a narrow path to reach you, so try to weaken, or even kill him 
with ranged attacks as he closes in. If the fight veers toward the 
mysteriously rocking wooden wagon, try to move it away again, 
because Aslatiel's attacks will be able to destroy the wagon and 
release the Basilisk inside. After the invading phantom has been 
defeated, continue along the hallway and go through the door at the 
other end when you come to it. 


d The skeletal remains of a huge ancient dragon lay draped across 

the stairways in the room you're now in, but the beast is not as 
dead as it appears. When you start moving close to it, the remains 
will come to life and the beast will try to claim one last victim by 
lunging toward you. As soon as you begin to see it move, start 
retreating back through the doorway so that its attack will not reach 
you. If you really want the souls from an extra Basilisk, however, you 
should try and stand near the wagon in the room so that the 
dragon’s attack crashes into it. Doing that will nearly always kill the 
Basilisk as well, getting you some free souls. 


Now that most of the remains have gone you'll be able to access 
the majority of the room, so start by going straight ahead through 
the central arch between the two staircases at Position A. If you 
follow the path around to the right you'll reach an energy field that is 
being used to hold Royal Sorcerer Navlaan captive, and the path to 
the left will take you to a lever that you can pull to dissipate the field 
and free him; the choice is yours whether to free him or leave him 
captive, and both have their pros and cons 


World Event 

Royal Sorcerer Navlaan is rather unique in that he will react 
differently to you depending on your character’s state and 
whether or not he is imprisoned. If you talk to him while 
you're not Hollow, you'll get to talk to his sane side, but if you 
speak with him while Hollow, you'll talk to his insane side. 
Speaking to his sane side while he's still a captive will just 
lead to him giving you a cryptic warning to leave him along, 
but if you talk to his sane side after freeing him, he'll offer 
you some merchandise and a warning about what you've 
done. 


If you free Navlaan, and then talk to his insane side, he'll 
present you with a statement about how he can follow his 
new mark, which happens to be you; from that point on 
Navlaan will invade your world in various different areas. If, 
however, you talk to his insane side while he's still impris- 
oned, he'll propose an interesting offer to you. There are a 
number of people that Navlaan's insane side wants to kill, 

and if you agree to kill these people for him, he'll offer you 
the same merchandise that his sane side did for freeing him. 
As proof for killing the four people he wants dead, you'll need 
to bring him certain items, but luckily you won't actually have 
to always kill for them. For more details on Navlaan’s request, 
please refer to P432, 


d Once you're finished with Navlaan, return to the main part of the 
room and go up the stairs to the middle floor. From there, follow 
the path around the next set of stairs to reach Position B, just in 
front of an area full of mirrors. As soon as you enter that area, turn 

right again and go down the hallway to get the chest at the end. 
There's a Red crystal Lizard in that area too, so make sure you kill it 
from a safe distance along the way. 


Return to the area with the mirrors now, and while most of the 
mirrors are purely decorative, a number of them have Looking 
Glass Phantoms trapped inside. If you approach a mirror that has a 
Phantom inside you'll be able to see its ghostly presence material- 
ize in the mirror, and then start smashing its way out „The 


Phantoms take a moment to get their bearings once they're out, 
so use that time to get behind them and inflict some easy damage, 
especially if you time a backstab correctly. Grab the items in the 
area once it's clear, and then return to the staircase. 


d If you have a Fragrant Branch of Yore, go up the central staircase 

and un-petrify the Ogre standing near the top at Position C; 
killing that will get you the Dragon Acolyte Mask. Just make sure 
you move out of the way after un-petrifying it, because a lot of 
damage will be sustained it you get hit when it falls forward 

. Continue up the next staircase on the right once the Ogre has 

been defeated, and then double back along the mezzanine on the 
right to reach another chest. If you don't have a Fragrant Branch of 
Yore, keep going past the stairs leading up to the Ogre to reach a 
different set of stairs that will take you up to the top floor. 


Return to the area with the trapped Giant Basilisk and start getting 
to work on taking it out now. The beast won't stay trapped for 

long, however — as soon as you start attacking it, it will break free. 
Ranged attacks are your best option if possible, because they will 
allow you to retreat down the stairs as needed while still safely 
inflicting damage. Enter the room behind where the Giant Basilisk 
was caged and pull the chain hanging from the mouth of the dragon 
statue in the middle of the room to open the door at the other end. 
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Be 


d As soon as you enter the dark passageway beyond the door 

you'll find a Pharros Contraption, and using a Lockstone in it will 
cause a series of torches suspended from the ceiling to spark to life, 
illuminating the area. If you're running low on Lockstones, however, 
you should save at least one for an upcoming area. Slightly further 
along the passage and on the opposite wall to the Contraption you 
should see an old, faded painting, and if you attack it, it will fall 
down and reveal a Dragon Acolyte that was hiding in an alcove 
behind it; Kill him and then move on 


d Shortly after the painting you'll come to an Ogre that's being 

suspended in a cage, and similar to the Giant Basilisk, it will 
remain caged until you attack it, at which time it will break free. If 
you want to get all of the items in this area, you're going to need 
the aid of an Ogre, so you may as well make use of this first one 
Don't attack the Ogre from the front, and instead run underneath 
the cage and attack it from behind with a ranged attack; once it's 
free, lure it further along the passage to Position D. 


This will take you dangerously close to a caged Enhanced Undead, 
so try not to bait the Ogre into attacking you near the cage to avoid 
freeing a second beast; the Enhanced Undead cannot break free 

on its own, so as long as the Ogre does not break the cage you 
won't have to worry about it. The Ogre's attacks can also destroy the 
wagons in this area, so be careful near those as well. The wall at the 
end of this area can be destroyed by an Ogre attack, so lure it into 
position near the wall, and then evade accordingly. It can be quite 
dangerous trying to evade Ogre attacks in such a small area, so 
make sure you keep your health topped up in case you get hit. Once 
the wall has been destroyed, take out the Ogre, and then claim the 
items from the freshly accessible area je 


ja 
an: 
B 


d Backtrack along the main passageway slightly now and attack the __doorway as a point from which to use hit-and-run attacks on it, since 


paining on the wall at Position E to reveal another hidden it cannot follow you through. If you exit this room through the same 
Dragon Acolyte. After killing that enemy, enter the room on the door you came in from originally, however, and then carry on up 
opposite side of the passage to the painting. Destroy the shelving the main passage, you'll come to the wall that the Ogre is standing 
units on the right as you enter the room to reveal a hidden Pharros behind. When you approach the wall from this side the Ogre will 
Lockstone that you can pick up. Start going down the stairs in the smash through it and attack you. While this is a more dangerous 


room now, but stop halfway and interact with the wall on the left to method of fighting the Ogre, it will make traveling along the pas- 
reveal a hidden door that leads to a small room containing a Bonfire sage much quicker 


d Once the creature has been defeated, go through the door at the 
Continue down the stairs and you'll end up in a room with a gate, end of the passageway, and then slowly approach the door on 
behind which there are two Hunting Dogs in a large pool of acidic the opposite side of the next room. Be ready to quickly roll 

liquid. Open the gate and try to lure the Hunting Dogs toward you backwards when you get near the door, because another Ogre will 


with ranged attacks so that you do not have to fight them in the 
ie 
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liquid and ruin all of your equipment. Once they're down, un-equip 


everything so that you can get the items in the liquid without de- 
stroying all of your equipment 


d Return to the main passageway (making sure to re-equip 

everything along the way), and then advance along it and take out 
the caged Enhanced Undead. After defeating it, go through the 
nearby door using the Aldia Key that you just acquired from in the 
acid pool. There are a couple of Dragon Acolytes in this room, so 
take them out first before dealing with the caged Giant Acidic Horn 
Beetle and picking up all of the items. 


Exit out through the door at the opposite end of the room from 
where you entered to emerge back in the main passageway behind 
an Ogre. The easiest way to deal with the Ogre is to use the small 


> — ENEMIES 


ION DRAGON ACOLYTE 


Acolytes of Aldia responsible for the rituals and experiments 
performed behind the closed doors of the Manor. Some of 
Drangleic's greatest minds gathered in Aldia to conduct highly 
secret research, but it is rumored that an unknown force may 
have been manipulating them throughout the process; the 
hideous abominations produced by their efforts would seem to 
corroborate this theory, but the precise goal of their research 
remains unknown… 


come bursting through it and you'll need to evade the attack. At the 
same time, Royal Sorcerer Navlaan will invade your world if you 
freed him, so you'll have both of them to contend with. Quickly 
retreat back to the small doorway near the previous Ogre encoun- 
ter, and try to take out this one using the same tactics. With the 
Ogre blocking the door it will also usually be difficult for Navlaan to 
target you with his spells. 


After killing the Ogre, take the fight to Navlaan using either long 
rage attacks while evading his usual spells, or getting up close and 
being mindful of his close range spells. After taking out both of 
those enemies, continue on to the Fog Gate at the end of the path, 
and then go through it to face the Guardian Dragon. Follow the path 
out of the boss room once it has been defeated, and after grabbing 
the Dragon Scale from the body, step into the elevator to ride it up 
to the scenic Dragon Aerie. 


Strategy 

Dragon Acolytes will attack with swings of their ceremonial ham- 
mers and will throw Magic Urns from slightly outside melee range 
They can block attacks with their shields although this also allows op- 
portunities for you to perform Guard Breaks; overall they are simple 
enemies and are easily dispatched by any means. Bear in mind, how- 
ever, that Dragon Acolytes can heal themselves by using Lifegems 
and should be killed quickly to prevent them from doing so. 


HP Souls Respawm 
ee 
Dragon Acolyte 1000 600 Yes 


Can heal via Lifegems 


Dragon Acolyte Robe 4 34 
Dragon Acolyte Gloves 4 34 
Dragon Acolyte Boots 4 34 
Aldla Hammer 4 329 
Bone Shield 4 354 
Petrifled Dragon Bone 10 210 
Elizabeth Mushroom 1 395 
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B LOOKING GLASS PHANTOM 


ULTRA GREATSWORD, HALE 


Reflections residing in the dimension within the King's Mirror. 
They can cross over to the world of the living through the 
looking glass, but for what purpose? Do they seek to replace 
those who originally cast them? 


Strategy 
Ultra Greatsword 
The Looking Glass Phantoms can be Backstabbed after breaking out 
of the mirrors, granting an immediate advantage and allowing you to 
continue attacking them as they stand up. Walking past certain mir- 
rors triggers a Phantom to break out; only one Phantom will appear 
from each of these predetermined mirrors, so it is safest to trigger 
the appearance of only one at a time. The Greatsword-wielding 
Phantom hits hard but is slow; move in to draw his attacks and 
strafe or roll backward when he swings, then launch your counterat- 


tack. 

HP Souls Respawn 
Halberd Ne 
The Halberd-wielding Looking Glass Phantom will use mainly DO E00 ENNIO UCE NOEMEN ij NEOS Ha) 2 
thrust attacks and is more difficult to damage by baiting his swings; Looking Glass Phantom (Halberd) 2300 1200 No, 
however his guard can be broken with shove attacks allowing you Probability Page 


to execute Guard Break Critical Hits. It is also relatively easy to 
block his attacks with a decent shield and counterattack when the None 5 5 
opportunity arises. 


—- ROYAL SORCERER NAVLAAN 


A former sorcerer surrounded by conflicting rumors and great 
controversy, Navlaan gained infamy when he was supposedly 
executed along with his entire village for practicing Dark magic, 
but the truth is far more complicated. At first glance Navlaan 
appears to suffer from dissociative identity disorder and 
displays two opposite personalities. The reality, however, is not 
so easily explained; perhaps it would be better to draw your 
conclusions after meeting him yourself. 


BN DARK SPI 
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Strategy 

If freed from his prison in Aldia's Keep by pulling the lever on the 
opposite side of the ground floor, Navlaan will invade in several 
locations throughout Drangleic beginning with the last room of the 
Manor before the Guardian Dragon boss. He uses more powerful 
versions of Hexes such as Darkstorm, Scraps of Life and Dark Hail; 
these spells are extremely dangerous and the safest way to deal 
with him is using ranged attacks or spells. If you are equipped to 
cast Hexes of your own, Profound Still will silence Navlaan and ren- 
der him completely helpless; melee characters must rush Navlaan 
and attack quickly to interrupt his casting. 


Dark Spirit: Royal Sorcerer No Chaos Hood Chaos Gloves 
Can heal vla Estus Flask Chaos Robe Chaos Boots 385 


Chaos Hood 


BR DARK SPIRIT SLATIEL OF MIRRAH 


Elder brother of 


Lucatiel of Mirrah. He e 
was known as one Í 
of Mirrah's greatest & 


swordsmen but 
became afflicted by 
the Undead Curse and 
set out for Drangleic 
in search of a cure. He 
was never heard from 
again and his fate and 
whereabouts were 
unknown — until now.… 


Strate 
Aslatiel tld invade immediately after the player passes weapon with long reach; ranged characters can simply move into 
through the front door of the Manor. He is equipped the main hall with the giant skeleton and snipe Aslatiel as he will not 
with the same weapon and armor as his younger sister venture far into this room. Be warned that he can heal himself using 
and fights in much the same way; he is agile and will stand out of an Estus Flask and should be prevented from doing so with solid 
melee range waiting for you to act, and will move in to attack during attacks, spells or a Backstab. 

your recovery. He will intermittently rush forward and attempt to roll 

through your swings, executing a rolling attack if he succeeds. 

Melee characters should make use of either a shield or a heavier 


HP Souls Respawn Page Page 
Dark Spirit: Aslatiel of Mirrah 2300 3200, No Lucatiers Mask 382 Lwcatlel'sTrousers 382 
TO Can heal vla Estus Flask Lucatiersvest 382 __Mirah Greatsword 7 
Probability Page EC 
Old Mirrah Greatsword 1 317 
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ed - an mn 
B BOSss - GUARDIAN DRAGON 
A dragon kept in an enormous cage behind Aldia's Keep. 

It presently acts as the de facto guardian of the path to the 


Dragon Aerie, but more than likely began as an unwilling 
participant in the experiments conducted at the Manor. Bito Attack 


Tail Atacks 


Dragon Braath (Ground) 
Stomp 


Physical Attacks 
The Guardian Dragon can perform a variety of sweeping and crush- 
ing attacks with its massive neck and tail. It will strike players in 
front of it with up to two consecutive bite attacks and will likewise 
aim up to two tail swings or a single vertical tail slam at players 
behind it. The Dragon will stomp either foot up to two times to hit 
players standing directly beneath it and will frequently leap into the 
air and fly around the room; anyone in its way when it takes off or 
lands will be knocked down and incur damage. The Dragon's physi- 
cal attacks can all be blocked by a decent shield but not parried; it is 
also possible to roll through them or simply avoid them altogether 
by standing in the blind spots to the Dragon's sides or beneath it. 
Cutting off its tail will create an additional safe zone behind it. 


Dragon Breath 
The Guardian Dragon will breathe fire in several directions from vari- 


din ies 5 ous positions. When on the ground and facing the player it will blow 
Te à | flames either straight ahead or in a counterclockwise sweeping mo- 
tion; in either case it is best to dash counterclockwise and closer to 
hf the dragon to escape the wider end of the conical flame blast. Play- 
h ers hit by the flames in either of these situations will be knocked 
Lj PLM down and, if the Dragon is still breathing fire when they stand up, 


hit and knocked down a second time, The first hit can be blocked 
with a shield but astronomical levels of fire damage reduction, 
Stamina and Stability are necessary in order to block the second. 


The Dragon will sometimes fly into the air and breathe fire down- 
ward onto the center of the cage; you must run to the edge in order 
to avoid this. It will also frequently perch on the wall of the cage and 
breathe fire at the ground in front of it; once again moving to the 
edge of the cage and generally away from the center of the blast is 
the only way to avoid it, 
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Dragon Burst 

The Guardian Dragon will infrequently fly into the air and launch a 
large fireball directly at you. This attack is executed quickly and while 
the fireball has no tracking capability it does inflict considerable 
splash damage and has a tendency to land behind you, bypassing a 
shielded defense. Attempting to block this attack is not recommend- 
ed as it will drain a massive amount of Stamina and will bypass 
shields without high fire reduction. To avoid the fireball, run or roll 
directly forward and under the dragon. 


Strategy 

The safest place from which to launch an attack against the Guard- 
ian Dragon is directly beneath, it as its only means of striking 
players there are its easy-to-avoid stomp attacks. Both ranged and 
melee-oriented characters are encouraged to stay as close to the 
Boss as possible and block or roll through its physical attacks rather 
than face its dangerous flame breath. Making every effort to cut off 
the Dragon's tail is also strongly advised, as this will allow you to 
stand behind it without fear of reprisal Archers and mages 
can attack the Dragon while it is flying or perched on the cage wall 
breathing fire; melee characters will need to wait until it lands. 


To dodge the Dragon's stomp attacks simply strafe or roll away 
from it; it will stomp slightly backward so you should move toward 
its sides when evading in this manner. Both of the Dragon's legs 
can be targeted individually but cannot be severed; the purpose of 
these additional points is to allow players to aim melee attacks at 
the Dragon's feet rather than its hard-to-reach body. By targeting 
the legs, melee characters can land attacks more easily. In general, 
move to the edges of the cage when the Dragon breathes fire from 
the air and try to run under it as soon as you see it begin breathing 
fire while grounded. The Dragon will be unable to counterattack you 
if you are beneath it while it is breathing fire from a standing posi- 
tion and this affords a prime opportunity to strike it from the safety 
of its blind spots 


Dragon Burst 


HP Souls __Respawm Pary Block Stamina Damage 

Deen 

Guardian Dragon 5270 37000 No Physical Attacks No Yes Moderate 
Probability Page Dragon Beoetà No bied Heey, 

Mmmm No Yes Heavy 

Guardian Dragon Soul 100 308 


Crystal Lizard 057 Dragon Tooth 332 
Undead Citizen (Yellow Core) 287 Petrified Something 401 
È Dark Priestess 287 __ Ring ofthe Evil Eye +1 404 
8 Dragon Knight (DualGreatave) 288 Pharros' Lockstone Kl 
Dragon Knight (Sword & Shield) 288 __ Staff of Wisdom 344 
Dragon Knight (Hammer & Shield) 288 __ Setof Judgment 378 
Mimic 141 Drakekeeper's Greataxe 328 
Guardian Dragon 278 _ Drakekeeper's Greatshield 358 
g Drakekeeper (Sword & Shield) 288 __ Washing Pole 323 
& Drakekeeper (UltraGreatsword) 288 _ Titanite Slab 310 
Drakekeeper 288 Third Dragon Ring 403 
(Great Hammer & Greatshield) Petrified Eoo sot 
Drakekeeper (Great Hammer) 288 Bara 355 

8 _pragontang Vilard San, oe 
Darknight Stone xl 8 Ancient Dragon 388 

‘Soul of à Brave Warrior x1 
Dragen Tooth xt 
Horman #1 Soul cf a Graat Horo xl 
Shrine Entrance 


Zpines 


DRAGON AERIE 


To Aldia's Keep 


Ring of tha Evil Eye +1 xl 


(' 
S 


‘Soul of a Graat Haro x1 


Firodrako Stone x1 â 


Patrified Dragon Bona xl 
Soul of à Brave Warrior xt 


Pharros' Lockstone x1 


Large Soul of a Brave Warrior x1 


Soul of a Graat Hero xl 
280 __ DARK SOULS II COLLECTOR'S EDITION GUIDE 


IDS “DRAGON SHRINE 


A great and ancient shrine situated among the clouds in the 
highest reaches of Drangleic. The surrounding spires of rock 
are a nesting ground for wyverns and the shrine itself is home 
to the Ancient Dragon, a demigod that has lived since the 

Drakokaepar's Graataxa xl, beginning of time. Undead seek the Ancient Dragon's guidance 
Drakekeeper's Graatshield x1 


in hopes of breaking the Curse, but does this creature truly hold 
the answer? 


— Crystal Magic Weapon 


Staft of Wisdom 1, 
Mask of Judgmant x1, 
Robe of Judgment x1, 
Manchattas of Judgmant xd 
Tights of Judgmant xl 
(Under stairs) 


Under stairs 


DRAGON SHRINE — F1 


Bonfire Ascatic 3 


\ IN MIN 
HN | 


Ancient Drac 
DRAGON SHRINE — F2 en 
‘Skaptic's Spice x1, 
Twilight Harb xl 


Twinkding Titanite xl Third Dragon Ping xl 


Peuified Dragon Bone xl 
Washing Pola x1 (Mimic) 


Taanite Sb xl 
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DRAGON AERIE & DRAGON SHRINE 


Follow the tunnel leading out of the room the elevator deposit Follow the path out of the cave and up around the cliff outside to 
you in, and continue up the narrow mountain path it opens out the next bridge; you'll see an item on a ledge to the left along the 
to. After going a short distance up the mountain you should be able way, but you can't get it for now, so push on across the bridge. 
to see the Emerald Herald standing on the edge of a cliff; walk up There's an Aldian Citizen on the other side of the bridge, and since 
and talk to her to receive an Aged Feather, which will allow you to you don't have a lot of room to maneuver, try to use ranged attacks 
travel back to the last Bonfire you rested at as many times as you to take it out so that you don't have to deal with its explosive attack 


want with no penalty. Slightly back from her position you should be [>0 02). 
able to see a gap in the rocks through which you can drop down to 
reach a ledge below; go along the bridge leading out from the ledge As you enter the cave on the other side of the bridge you'll see 
to reach a cave containing a Bonfire {>> 01). two paths on the right: the first is just an alternate way to 
continue through the area, but taking it will make you miss out on a 
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lot of items. The second path is a small dead end that has a Crystal 
Lizard in it. At the opposite end of the cave to the entrance you'll 
see a slope leading up to the roof of the cave‚ where a number of 
items can be obtained; after you beat the Guardian Dragon that's 
watching over them of course 


World Event 

Scattered around this cave, and many other places through- 
out the area, you'll find small speckled Dragon Eggs, and if 
you strike, roll into, or fall onto them they will break. As you 
might expect, the Guardian Dragons do not take too kindly to 
this. The most immediate consequence of breaking their eggs 
is that after destroying a certain number of them, the Guard- 
ian Dragons will become more aggressive and gain a boost in 
damage. After destroying three eggs they will get one boost, 
and then another after you've destroyed ten. 


A bridge later in the area will also get destroyed by an angry 
dragon, and how quickly that happens depends on how many 
eggs you've broken. There are many items, however, that 
you will only be able to get by breaking the eggs, and for 
that reason it is recommended that you go through the first 
half of the area twice: once breaking the eggs to get all of the 
items, and then, after returning to a Bonfire to reset them, go 
through the area again to cross the bridge into the Dragon 
Shrine. If you kill all three of the Guardian Dragon's on your 
first pass through the area, they will not respawn when you 
rest at the Bonfire, so running through again does not take 
long. Killing all of the Guardian Dragons also has the added 
benefit of weakening the Dragon Knights that you'll encoun- 
ter later in the Dragon Shrine. 


The easiest way to deal with the dragon here is to use ranged at- 
tacks from on the slope, as that will allow you to retreat back down 
into the cave to safety when the dragon attacks. Fighting from that 
position will also mean that you don't scare away the Crystal Lizards 
that are up there, meaning you won't have to go back to the Bonfire 
to get them to respawn. Alternatively, if you're using melee attacks, 
try to stick as close to the dragon as possible to help with evading 
its fire breath. Once the dragon has been defeated, take out the 
numerous Crystal Lizards in the area and pick up the items before 
continuing 


d Cross the bridge at Position A, but be careful as you approach 

the item on the floor on the other side, because another Undead 
Citizen is hiding around the corner; take the enemy out first and 
then pick up the item. Continue along the path and across the next 
two bridges to reach a clearing where another Guardian Dragon lays 
waiting for you beyond a natural stone arch 


The dragon’s breath can reach you even beyond this arch, and will 

likely knock you off the cliff if you get hit by it there, so it's not as 
good a place to fight it from as it may appear. Just before the arch 
there's a path leading off to the right that you can follow, which will 
lead you to a ledge overlooking the area with the dragon. The 
dragon's breath can penetrate even through the thickness of the 
wall, but if you stand atop the wall, the dragon will usually fly up and 
launch easy to dodge Dragon Burst fireballs at you, which makes it 
quite an effective place to use ranged attacks from 


If you do see the dragon start to come close to use its fire breath, 
quickly drop down off the wall and run back along the path to avoid 
it. Alternatively, if you prefer to use melee attacks on the dragon, 
just run straight under the arch and try to damage it as much as you 
can before it awakens fully. Gather up the items in the area after 
defeating the dragon, and if the Crystal Lizard didn't run away, make 
sure you kill that too . 


d Once you've killed the dragon and picked up the items here, go 
into the small cave entrance at Position B and kill the Undead 
Citizen inside it . Follow the cave along to a small ledge 
overlooking an area below, where another Guardian Dragon is 
waiting; if you have ranged attacks you can easily kill it from this 
position in relative safety. After defeating that dragon, look down to 
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the left side of the ledge to find a series of ledges that you can drop 
down onto in order to reach the ground below {> 01). One of the 
ledges has a Crystal Lizard on it, so make sure you take it out along 
the way. If ranged attacks are not an option, follow the path around 
at Position C to reach the area with the dragon so that you can take 
it on with melee attacks. Gather up all of the items once the dragon 
is down, and then start to cross the bridge leading out of the area. 


After taking a couple of steps onto the bridge, royal Sorcerer 
Navlaan will invade your world again if you freed him, so either 
keep hitting him with ranged attacks so that he doesn't get a chance 

to cast any spells, or close in and attack him at close range. From 
the other side of the bridge, the main path leads off to the right, but 
there are a few more items to get before heading that way, so use 
the zip line at Position D to reach an area above the cave with the 


first Bonfire [> 021. 


When you come to a stop, run up the hill and kick the ladder 

down so that you have a way back up here from the Bonfire, and 
then go back down the hill to the end of the zipline. If you look over 
the edge of the cliff from there you should see a small ledge below 
with an on it; if you drop down to get the item, the only way back is 
to use an item to return to the Bonfire; you should have the Aged 
Feather, so use that. If you don't have that item, then you'll be 
forced to use a Homeward Bone or Darksign if you want to claim it. 
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The only safe way back from claiming this next item also requires 

the use of an item that will return you to the Bonfire, so make 
sure you have one before attempting to get it. The zipline near the 
top of the ladder at Position E will take you straight over a small 
isolated platform with an item on it, and if you time your release 
from the zipline correctly, you can land safely on the platform and 
retrieve it. Try to time your release for the instant you pass over the 
bridge to give you the best shot of landing on the platform so that 


284 __DARK SOULS II COLLECTOR'S EDITION GUIDE 


C 


you can claim the Soul of a Great Hero (> 
Feather to return to the Bonfire once more. 


03). Use the Aged 


To get the final items you'll need to head all the way back around 

the area using the bridges to reach Position F. From there you'll 
be able to drop down onto another ledge that has a couple of items 
on it, and then use the Aged Feather one last time to return to the 
Bonfire {>} 04). Climb the ladder in the Bonfire room and again 
use the zipline at Position E to get back to the main path. 


The long bridge just beyond this point will take you across to the 

Dragon Shrine, but depending on how many Dragon Eggs you've 
broken along the way here, the crossing may not go so smoothly. If 
you haven't broken any eggs, there is no threat and you can cross 
normally, and if you've broken a few you can generally make it 
across in time before the Guardian Dragon swoops down and 
destroys the bridge {> 05). With a lot of eggs destroyed, 
however, you won't have anywhere near enough time to cross, and 
it's recommended that you return to the Bonfire and rest to reset 
the status of the eggs before attempting to cross. 


As soon as you enter Dragon Shrine, go through the narrow 

archway directly ahead of the bridge you crossed to find a Bonfire 
in the room on the other side. Go up the stairs just outside the 
Bonfire room to reach a clearing where a Drakekeeper is standing 
guard; these enemies are very similar to the Old Knights from 
Heide's Tower of Flame, and can be fought much the same way. Try 
not to stand still too much while fighting it, however, because a 
Dark Priestess further up the area will sometimes start attacking 
you with spells. Once it's been defeated, enter the room to the side 
of the area and open the chest on the opposite side of it to claim its 
contents. 


Back in the area where you fought the Drakekeeper, instead of go- 
ing up the stairs, destroy the crates and barrels around the arches 
underneath them to reveal a hidden Pharros Contraption. If you use 


De 
U 


IN 


a Lockstone on it you'll be able to access a nearby hidden chest con- 
taining a Staff of Wisdom and the Judgment Armor set 


d Go up the stairs now to reach another open area with a 

Drakekeeper, this time wielding a Great Hammer. Quickly run 
across the area toward the arches on the left, as not only can the 
Drakekeeper not follow you in there, but the pillars also offer some 
protection from the Dark Priestess’ spells. Go up the stairs in this 
area, and then ignore the next Drakekeeper and quickly follow the 
path along so that you can finally kill the Dark Priestess in the tower, 
which will make moving around the area much easier. 


Grab the item in the tower, and then jump through the gap in the 
railing to land on a nearby ledge, where you'll find a chest to open. 
From this ledge you should also be able to safely attack another 
Drakekeeper in the area above if you have ranged attacks. Drop 
down off the ledge near where you landed when you first jumped 
over so that you don't take damage, and then go back down the 
stairs and backtrack slightly through the arches. Go up the stairs 
again so that you can kill the Drakekeeper and open the chest it was 
standing near. Make your way back to the tower again, and this time 
drop down through the gap in the railings and continue on up the 
stairs, 


d At the top of these stairs you'll come to an area with two 
Drakekeepers (if you hadn't previously killed one), so try to lure 
the closest one toward you and fight it near the stairs so that you 
can move down as needed. Once they're both defeated, follow the 
low wall around to the left to reach Position G, where a number of 
crates have been stacked up; if you roll through the crates you'll be 
able to drop down onto a ledge below . From that ledge 
you'll be able to drop down to an area where you'll find two chests, 
but don't start opening them straight away. As you look directly at 
the chests, the one on the right is a Mimic, so use strong attacks on 
it to take it down quickly, and then claim the items it drops before 
opening the other chest. 
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Follow the path out of this room to reach another room with a 

Drakekeeper, and after defeating it, go through the stone doors it 
was standing near. Open the chest in the room on the other side, 
and then start making your way up the spiral staircase. On the way 
up the Dark Spirit, Dragonfang Villard will invade your world, and 
he'll be waiting for you in the room at the top of the stairs. Villard 
starts a reasonable distance into the room, so if you start hitting him 
with ranged attacks straight away you can kill him before he gets 
close. Alternately you could try luring him back through the doorway 
and baiting him into falling off the stairs for some easy damage. 


Once the Dark Spirit has been defeated, go to the opposite end 
of the room and pick up the Petrified Egg that's sitting on the altar 
[> 1). Open the chest tucked away in the corner of the room on 
the other side of the arches, and then drop down through the open 
section of wall to land on a ledge below. On this ledge you'll find 
another chest to open, and then after acquiring the contents, drop 
down again from Position H to land back where you started before 
this detour. Go through the nearby door, and then go up the stairs 
and open the next door when you come to it. 


World Event 

If you give the Petrified Egg you just acquired to Magerold 

in the Iron Keep he'll then give you the option of joining the 
Dragon Remnants Covenant. As a member of this Covenant 
you'll be able to send Summon Signs into other player’s 
worlds so that they can summon you to engage in one-on- 
one battles — the winner of which will receive a Dragon Scale. 
For more details on this Covenant, please refer to P422. 


d The large staircase ahead of you at this point has a number of 

enemies along it, and the best way to deal with all of them is to 
try and separate them by luring them down the stairs toward the 
door. This works particularly well for the Drakekeepers, since they're 


lo2 


too big to fit through the door even if they did follow you down that 
far. Using this method you can keep getting a couple of hits in, and 
then retreat to safety when needed. 


When you reach the top of the stairs, go through the passageway to 
come face to face with an Ancient Dragon to which you can speak 
once you walk close enough | „The dragon will give you the 
Ashen Mist Heart, which you can use to delve into the memories of 
ancient beings. Once you have the item, use the Aged Feather to 
return to a Bonfire, and then start your trip through the memories by 
returning to Brightstone Cove Tseldora. 


World Event 

You can choose to attack the Ancient Dragon after getting the 
Ashen Mist Heart if you wish, but if you do, you should be 
prepared for a tough war of attrition. The Ancient Dragon has 
an extremely large amount of health relative to most Bosses, 
but if you manage to defeat it you'll be rewarded with an 
equally extreme amount of Souls. Because it gives so many 
Souls, you should make sure to equip as many Soul-boosting 
items as you can before landing the killing blow, You'll also 
get another Soul of a Giant, which will help you in the battle 
against Vendrick if you haven't already defeated him. 


KL 
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BAUNDEAD CITIZEN 


YELLOW CORE 


Corrosion Exploslon 


An unfortunate victim of 
the experiments conducted 
in Aldia. Sustained by yet 
another variation of the 
sources of artificial life 
developed by the Dragon 
Acolytes. 


Identical to the other varieties of Undead Citizen in every respect 
with the exception of its core; this variant's explosive attack will 
release a cloud of acid which inflicts heavy durability damage on 
equipment. They will not die from the explosion and should be 
handled in the same way as the black-cored Undead Citizens. 


HP Souls Respavn 
Undead Citizen (Yellow Core) 400 350 Yes 
Probability Page 
Te va CN oc 
Dark Pine Resin 5 399 


BA DARK PRIESTESS 


A Hollowed Drangleic priestess 
found in the Dragon Shrine. 
The reason for her presence 
there is unclear — did she 
journey to the shrine in search 
of a cure for the Curse, or was 
she a resident responsible for 
performing holy rites? As there 
is no way of knowing this now, 
itis best simply to put her out | 
of her misery. 


Strategy 

The lone Dark Priestess in the Dragon Shrine is found in a small ga- 
zebo overlooking the plaza where the first Drakekeeper waits. From 
this position she will bombard players with a slow-moving shock- 
wave spell and, at closer range, Lightning Spear. She is also capable 
of casting Replenishment and Heal but is much less dangerous up 
close and can easily be dispatched by your method of choice. 


HP Souls __ Respawn 
Dark Priestoss 580 1400 Yes 
Probability Page 
en 
Priestess Headplece 3 366 
Priestess Robe E] 366 
Priestess Gloves 3 366 
Priestess Skirt 3 366 
Clerle's Parma 3 350 
Silver Talisman 10 400 
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B DRAGON KNIGHT 


GREATAXE, WARPICK, SWORD 


Transcendent apostles of the Dragon U 
Remnants Covenant, they were 
once human but have partially 
transformed into dragons through 
the use of Dragon Scales. The 
immortal Dragons are unaffected 
by the Curse and the prospect of 
becoming one offers a glimmer of 
hope for afflicted Undead, but at 
what cost? 


lured to the bottom of the steps and pelted with spells or projectiles 
through the door; they will not follow you beyond this point and can 
be attacked with near-impunity. 


Sword 

Each of the three Dragon Knights guarding the steps to the Shrine's 
inner sanctum is equipped with a different set of weapons. All 
three will gain a permanent version of the Dragon Body attack 
boost when low on health and are quite agile; they will frequently 
attempt to roll forward through your swings to execute rolling at- 
tacks and will use shoves if you spend too much time blocking. The 
sword-wielding Dragon Knight is the most nimble and will alternate 
between two-handed swings and sweeping one-handed slashes; he 
is easily thwarted with a shield but his quick strikes require careful 
timing when counterattacking. 


Strategy 

Greataxe HP Souls Respawn 
The least agile of the Dragon Knights, he will attack with slow nge nere ne ear ae anrvrand 
swings of his twin Greataxes. His attacks inflict moderate Stamina Denon KTM (Orme), ze zee Den 
damage but can still be blocked with a shield; his slower speed Dragen Knlght (Warplck) 2290 3000 Yes 
makes him more vulnerable in general and he can be dispatched by Dragon Knlght (Sword) 2290 3000 Yos 
your preferred means. Galns Dragon Body ATK boost at low HP 

Warpick Probability Page 


The most dangerous of the Dragon Knights, he is fleet of foot and 


Black Dra, Greataxe (Greataxe 
his War Pick can bypass most shields. He is vulnerable to sweeping an neen 


horizontal swings with heavier weapons and attacking him with two- NE zl 
Black Dragon Shlold (not Greataxe) 364 


1 
1 
handed strikes is recommended. All three Dragon Knights can be Black Dragon Sword (Sword) 1 15 
1 
1 


Dragon Scale 


EN DRAKEKEEPER 


GREATSWORD & SHIELD, ULTRA GREATSWORD, GREAT HAMMER, HAMM 


Mysterious quardians of the Dragon Shrine who protect the 
Ancient Dragon dwelling within. The Drakekeepers’ true nature 
and identities are unknown; their faces are perpetually hidden 
beneath their onyx helmets, leaving one to wonder at their 
origins. It is said that something dark eats away at them — could 
it be that they, too, were once human? 


‘Soul Blade 


*Sword and Shield Only 
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Strategy 

Greatsword & Shield 

Drakekeepers behave in much the same way as the Old Knights in 
Heide's Tower of Flame, except that they are far more aggressive 
and attack very rapidly. Their physical attacks drain surprisingly little 
Stamina when blocked, however, and it is possible and relatively 
safe to defeat them using even a basic shield. Approaching them 
without a shield is not recommended, as they are capable of deliver- 
ing a rapid and sustained onslaught of extremely quick attacks for 
enemies of their size; evading these attacks via rolling is exceed- 
ingly difficult due to the unpredictability and lack of forewarning 

of each swing. Drakekeepers are highly susceptible to Poison and 
can be defeated from a safe distance with Poison Arrows or Poison 
Throwing Knives. 


Drakekeepers with swords and shields can launch a magic-based 
projectile similar to the Soul Arrow spell; they will do this using a 
very slow vertical slash with a long windup. This projectile is unique 
to Drakekeepers armed with swords and shields; the others will 
not use it. In general this type of Drakekeeper is most like the Old 
Knights and should be handled in the same way. 


Ultra Greatsword 

The two Drakekeepers wielding Ultra Greatswords are encountered 
on the steps to the inner Shrine and as such it is possible to use 
the difference in elevation to evade some of their attacks; however 
their vertical slashes will still hit players considerably lower on the 
steps and their attacks are similar to those of the Great Hammer 
Drakekeepers in speed and aggression. Once again we recommend 
using Poison Throwing Daggers against these foes or else luring 
them to the bottom of the steps and attacking them with magic or 
projectiles through the door and out of their reach. 


Great Hammer 

The most dangerous of the Drakekeepers, these swing their Great 
Hammers about as though they were twigs and can deliver a 
practically endless barrage of rapid attacks. Fighting them up close 
is not recommended without a shield, but if absolutely necessary 
itis safest to stand behind and as close to them as possible. The 
delays between their attacks are still very short and leave little time 
for players to counterattack; we suggest bringing a stack of Poison 
Throwing Daggers to the Shrine as a universal means for players of 
any combat orientation to deal with these formidable foes. 


Hammer 

Drakekeepers armed with War Picks and Greatshields can be dif- 
ficult to damage due to their strong defenses and can perform stag- 
gering shield bashes which will leave you stunned for a long period 
of time. Poison Throwing Daggers will still apply their effects even 
through the Drakekeepers' shields, however, making them an ideal 
way of dealing with these otherwise incredibly stubborn enemies. 
War Pick Drakekeepers can also be lured to the limits of their radius 
of pursuit and bombarded with ranged attacks or magic. 


HP Souls __ Rospawm 
Drakokeoper (Greatsword & Shlold) 1240 1900 Yes 
Drakekeeper (Ultra Greatsword) 1060 1900 Yes 
Drakekeeper (Great Hammer) 1370 1900 ves 
Drakekeeper (Hammer) 1370 1900 Yes 

Probablitty Pago 

EEE 
Drakekeeper Helm 2 375 
Drakekoeper Armor 2 375 
Drakekeoper Gauntits 2 375 
Drakekeeper Boots 2 375 
Drakekeoper's Sword (Greatsword_ Shield) 2 315 
Drakekeeper’s Shield (Greatsword Shield) 2 254 

’s Ultra Greatsword 2 319 
(Ultra Greatsword) 
Drakekeeper's Groat Hammer 2 332 
(Great Hammer) 
Drakekeeper's Warplek (Hammer) 2 332 
Greatshieid of Glory (Hammer) 2 266 


Dragon Charm 


A Dragon Knight charged with protecting the Petrified Egg 
stored in the Dragon Shrine. He is the strongest of the apostles 
residing in the shrine and will invade as soon as you enter 


the spiral staircase after defeating the first War Pick-wielding 
Drakekeeper. 
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Strategy 
Villard is equipped with the Black Dragon Greatsword, a power- Sove Attack] 
ful weapon in its own right, but doubly deadly in the hands of E] 
this extremely aggressive Dragon Knight. Villard will not tolerate r 
attempts to block his attacks and will frequently use shoves to break 
your guard; he also utilizes the same rolling tactics as most other 
invading NPCs and will attempt to bypass your attacks in this way 

to counterattack with his rolling swings. Attempting to lure him 

into the staircase is not recommended, as there is a barrier at the 
top landing that will prevent you from pushing him off; however, it 

is possible to take cover in the stairwell and pelt him with ranged 
attacks, as he will not follow you down the stairs. 


HP Souls Respavm Page Page 
nn eenn eeen 
Dark Spirit: Dragonfang Villard 2310 3600 No Black Dragon Helm 363 __Black Dragon Leggings 263 
‘Can heal vla Estus Flask Black Dragon Armor 263 _Black Dragon Groatsword 318 
Probability Page Black Dragon Gauntiets 363 Black Dragon Shield 354 
Dragon Scale 10 401 
Black Dragon Greatsword 1 318 
Black Dragon Shield 1 354 


D! 


BOSS - ANCIENT DRAGON 


A dragon so old that it was alive before the dawn of time. Its power 

has grown to godlike proportions and it resides in the Dragon Ancient Dragon Breath (Ground) Tal Stam 
Shrine as a deity; the few Undead who survive their journeys long 

enough to meet it seek its counsel in their quest for a cure. The 

Ancient Dragon willingly obliges its supplicants and harbors no ill 

intent toward visitors who show proper respect, but provoking its 

wrath will result in swift and unimaginably fierce retribution. 
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Physical Attacks 

The Ancient Dragon is a mind-numbingly massive foe but its very 
size renders its physical attacks quite slow and easy to evade. 
It will use a sweeping bite to strike players directly in front of 
it; this will often miss with no evasive action required but can 
be evaded simply by strafing backward. The Dragon will strike 
directly beneath it by stomping with whichever foot is closest 
to you; again, simply strafing out of the way is sufficient due to 
the Boss’ slow speed. The Dragon will attack players behind it 
by slamming its tail twice on the ground; if you are standing on 
the right side of the dragon's tail when it does this, you need 
only strafe a bit further counterclockwise to avoid both swings. 


Strategy 

After entering the boss room, immediately run toward the Ancient 
Dragon and slightly counterclockwise around it. Stop approximately 
halfway to the Dragon and allow it to begin breathing fire, then run 
the rest of the way around its flames and position yourself under 
neath it. This and the spot directly behind the Dragon on the right 
side of its tail are the safest places to stand and you are encouraged 
to launch your attacks from these zones if possible. Striking the 
Dragon's legs and heels will inflict very little damage but its toes and 
the end of its tail are vulnerable; melee characters should focus on 
these areas while ranged and magic-oriented players can aim for 
any of the targetable points on the Dragon's massive body. The tail 
of this hulking beast cannot be severed, so you should focus solely 
on dealing damage. 


Melee characters can use one of two similar strategies. The first 
involves standing directly behind the Dragon on the right side of its 
tail and baiting the tail slam; this attack is incredibly easy to avoid 
and leaves ample opportunity for counterattack during its recovery. 
The second method requires that you stand directly beneath the 
Dragon and bait either its stomps or its rearward flame breath; 
again, these attacks are telegraphed long in advance and leave more 
than enough time for both evasive maneuvering and counterattacks. 
Ranged characters are encouraged to follow these basic strate- 
gies as well, but have more freedom in terms of the distance from 
which they let loose their projectiles. It is crucial to spread out your 
attacks in order to conserve enough Stamina to escape the Ancient 
Dragon's airborne fire breath. 


The Ancient Dragon will alternate between breathing fire from the 
air and using its other attacks; when it launches itself into the sky 


Ancient Dragon Breath 

The Ancient Dragon will breathe fire in three ways depending upon 
its proximity to you. If facing you on the ground it will breathe a 
massive cone of flame straight ahead and sweep the blast from 
side to side; avoid this by running toward the Dragon and slightly 

to either side in order to get behind its head and out of the way. 

If you are standing directly underneath the Dragon it will rear up, 
bend its head down and breath fire between its legs; this is easily 
avoided simply by moving to the Dragon's side and out from under 
it. ts most dangerous and difficult breath attack to avoid is launched 
from the air; it will leap into the sky and pour flames at the ground 
in front of it, immolating an enormous circular area; as soon as you 
see the Dragon crouch before taking off, run under it directly toward 
the tip of its tail. 


Ancient Dragon Descent 

When the Ancient Dragon lands from any form of flight, players 
beneath it who fail to move in time will be crushed and take mas- 
sive damage. Every part of the Dragon's body that normally touches 
the ground when it is standing will strike the player in this manner, 
including its tail. Avoiding this simply requires keeping a careful eye 
on the Dragon while it is airborne and giving it room to land before 
charging in to attack. 


Andie 


you should immediately locate and run directly toward the tip of its 
tail. This is most easily accomplished if you are standing underneath 
the Dragon when it takes off; it tends to rotate slightly when it leaps 
into the air and keeping track of its tail can be tricky. Identifying 

the Dragon's skyward leap and responding quickly are critical for 
successfully escaping the massive radius of this attack; seconds 
count and if you're unable to react in time you will be caught in the 
inferno. The Ancient Dragon's breath CAN be blocked but only the 
mightiest of Greatshields will stand up to the hellish flames. 


The Ancient Dragon's attack patterns and behavior will remain 
consistent throughout the battle and do not change based upon its 
current health; the most important aspect of this fight is to learn 
the rhythm of alternately escaping the airborne flame breath and at- 
tacking the Boss’ exposed points when it leaves itself open. Players 
who are able to attune themselves to this pattern will find the battle 
with the Ancient Dragon a surprisingly simple, if lengthy, endeavor. 
It should be noted that both the Head of Vengarl and Melinda the 
Butcher can be summoned via Soul Signs outside the Boss room 
should the player require a temporary distraction. 


HP Souls Respawn Parry Block Stamina Damage 
Ancient Dragon 19840 120000 No Physical Attacks No No Unblockable 
Probabuty B ‘Anclent Dragon Breath No Yes Extreme 
mm (io Dragon Descent No No Unblockable 
Soul of a Glant 100 396 
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DRBANGTENTS 


The world of the past as it exists within the lingering memories of the 
withered. Using the Ashen Mist Heart obtained from the Ancient Dragon 
it is possible to briefly enter these nebulous memories and even interact 
with the past, but what exactly did the Dragon intend for us to see there? 
BRIGHTSTONE COVE TSELDORA — B5 


* Andent Dragon Soul xl 


Royal Soldier (Spear & Shield) 297 

Royal Soldier (Greatsword) 297 

Royal Soldier (Bow) 297 
la Royal Infantry (Dagger) 207 Ancient Dragon Soul 398 
Royal Infantry (Sword) 297 Steel Armor Set 379 
ETET VET OF Cd Royal Infantry (Axe) 297 Fire Seed 3 310 
DRAGON MEMORIES Roya Infantry (Bow) 297_\ | grand Lance ze 
Glant (Bare Fists) 208 Bonfire Ascetic x5 401 
d Now that you have the Ashen Mist Heart, this section will take „ Giant (Great Hammer) 298 Soul Vessel 401 
you through all of the areas you can access with its power. We'll B Giant (Flame) 208 Glant Warrior Club 332 
get the easiest area out of the way first, so Travel back to the Lower 8 Giant (Poison) 298 Blossom Kite Shield 356 
Brightstone Cove Bonfire in Brightstone Cove Tseldora, and from Elte Giant 208 Glant's Kinship 402 

there make your way back to the room where you faced The Duke's = 

8 Giant Lord 299 Soul of a Giant 3 396 


Dear Freja. Near the edge of the precipice in this room you should 
see a large purple crystal formation at Position A, and if you 
examine it you'll be transported through space and time into the 
Dragon Memories. 


The power of the Ashen Mist cannot hold you in this mysterious 
ethereal plane for long, and you'll only have five minutes with which 
to explore. Messages will appear on-screen periodically letting you 
know that your time is running out. There are no enemies to deal 
with in the area, however, and only one item to track down, so the 
time you have should be plenty. If you run out of time you can also 
come straight back again if you wish. The main point of interest 
here is the huge body of an Ancient Dragon slumped over the rocks 
on the opposite side of the area at Position B „If you ap- 
proach the head of the dragon and examine it you'll get an Ancient 
Dragon Great Soul, and if you examine it a second time you'll be 
transported straight back to Brightstone Cove Tseldora. 
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Soul of a Graat Hero x1, Torch x1 


Blossom Kite Shield x1 — 


Smooth & Siky Stone 5 


Soul of à Giant x1 


Giant Warrior Club xt 


Soul of a Great Hero x1, 
Bonfire Ascatic xl 


Large Soul of à 
Nameless Soldier x1 


Fro Saed xl 


MEMORY OF VAMMAR 


d There are three Withered Giants that you can delve into the 

memories of within the Forest of Fallen Giants, and approaching 
them in the order recommended here will give you the best picture 
as to the progression of the historic battle with the Giants. Because 
of the limited time you have inside the memories, getting every- 
thing from inside them may take a few attempts, but the large 
number of Souls and items you can acquire while doing so makes it 
more than worthwhile. 


Start by Traveling to the Cardinal Tower Bonfire in the Forest of 
Fallen Giants, and once you're there, go through the hole in the wall 
and follow the path down to the left, descending the ladder when 
you come to it. Go left again into the courtyard, and then straight 
away turn right and examine the Withered Giant at Position A to 
enter the Memory of Vammar 


d At the start of this memory you'll be in a narrow tunnel and all 

you can do is run forward. After a while the tunnel will open out 
into an area where you'll find an injured Captain Drummond, so 
make sure you speak with him to get some insight into what's 
happening „If you keep talking with him you'll also be able 
to learn a new Gesture and he'll tell you that by mentioning his 
name his men won't attack you, so any Royal Infantry or Royal 
Soldiers you run into from this point on will be friendly. If, however, 
you hit one of them with an attack, they will all immediately turn 
hostile again, so make sure you try and keep fights away from them 
or aim very carefully. 


On the opposite side of the area to Drummond you'll also find 

a wooden door that you can go through to reach a small room 
containing a chest. Go through the door once you've learned all you 
can from Drummond, but be careful as you advance along the next 
passageway because a Giant will come crashing through a wall on 
the left after you've taken a few steps. Defeat the Giant, but instead 
of going straight through the hole it created, continue along to the 
end of the passageway to get an item there, and then backtrack and 
go through the hole. 


d Two Giants will start attacking you straight away, so try and use 

the hole in the wall as a natural bottleneck to stop them surround- 
ing you. If you have ranged attacks you can even take them on 
relatively safely from back within the passageway. Once the Giants 
have been defeated, push on into the area and go up the wooden 
ramp on the left when you come to reach a ledge with an item on it 

‚ Go back down the ramp now, and then go through the 

nearby door way. 
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d A huge battle between Giants and Royal Soldiers will break out 
as soon as you approach the courtyard on the other side of the E 


doorway, and since the Royal Soldiers are putting up a valiant fight, 
the Giants will usually be focused on them at the start. The main 
threat in the area is not the normal or Elite Giants on the ground, 
but two Flame Giants that are on a rooftop on the left, just past the 


large arch. If you get close to the arch they will start throwing huge 
fireballs down at you, and fighting the Giants on the ground while 
that is happening extremely dangerous. 


Your aim should be to clear out all of the Giants on the ground 
before moving past the arch, so if possible, try to use ranged at- 
tacks to lure the Giants toward you so that you can fight them out of 
the Flame Giant's line of fire. Once all of the Giants at ground level 
have been defeated, if you have ranged attacks you can take out the 
mage Giants by using the wall supporting the arch on the left for 
cover „If ranged attacks are not an option, then simply run 
through the area as quickly as you can while hugging the wall on the 
left and avoiding the firebalis. 


d Go into the alcove at the end of the area on the left and open the 
chest there for a Blossom Kite Shield, and then enter the nearby 
doorway. The ladder in this room will let you reach the rooftop that 
the two Flame Giants occupied, so if you haven't killed them 
already, you can go out there and engage them at close range. 
There's also an item on the rooftop, so it's worth making the trip up AN 
there even if you have killed them. n 


ed that you try and take it on from the bottom of the stairs, where 
d Make your way back down the ladder once you've acquired the you'll have more space and can retreat quickly back into the 
item, and then go through the doorway at the back of the room previous room if needed. Pick up the items after taking down the 
and follow the wall around to the left to reach an alcove with Elite Giant, and then examine the body of the fallen Giant at 
another item in it. At the top of the nearby stairs you'll have to face Position B to get a Soul of a Giant; examine it a second time to 
an Elite Giant; if you have ranged attacks, it's strongly recommend- leave the area . 


Grand Lance xl 


brik ca ia Soul of à Brave Warrior x1 


Soul of a Hero x@ (rap) _ Sted Helm, 
Sted Armor xÌ, 
Sted Gauntlets xl, 
Steel Leggings xl 


d Make your way back to the Cardinal Tower Bonfire again, and 

then go down the ladder in the Bonfire room and follow the path 
around to the area with the large sword jutting out of the ground. 
From there, go through the Soldier Key door, and then go all the way 
up to the top. Approach the Withered Giant at Position A and you 
should also find Benhart of Jugo sat nearby . By speaking 
to Benhart first, he will appear inside the Memory as well and you'll 
be able to hear some additional dialogue. After speaking with him, 
examine the Withered Giant to enter the Memory of Orro. 


d Run past the ballistae once you're in the memory and speak with 
Benhart of Jugo again, who can now be found sitting against a 
wall between two passageways leading out of the room. Like all 
trips into the memories, you only have a limited amount of time in 
here before you're transported back to the real world; if that 
happens, simply re-enter the memory and keep advancing. Take the 
path leading up the stairs to the left of Benhart to enter a room full 
of Royal Infantry. If you previously spoke with Captain Drummond in 
the Memory of Vammar, they will all be sat down and relaxed, if you 
didn't, however, then they'll be hostile and you'll need to take them 
out. 


When the area's clear, use a Pharros' Lockstone in the Contrap- 

tion on the wall at Position B if you have one. This will highlight a 
section of wall at the back of the room that you can hit to open a 
path to another room. The chest in that room has a trap on it, so be 
very careful when you open it and react accordingly to safely claim 
the item inside. There's also another Pharros Contraption in this 
room, but placing a Lockstone in it will only activate a spike a trap 
on the nearby wall. If you interact with the wall just to the right of 
the Contraption, however, you'll open a hidden door that leads to 
another room with two more chests; grab the contents and 
backtrack through the rooms and continue up the stairs 


d Tum to the left when you reach the roof of the castle to witness 

a battle between the Royal Soldiers and a couple of Giants. The 
Giants will focus on the Royal Soldiers at first, so use that opportu- 
nity to attack them with ranged attacks. Move up once the Giants 
have been killed, and approach the first large wooden wheel on the 
left at Position C. At the base of the wheel you'll notice that a 
wooden beam is being used to hold the wheel in place, and if you 
attack the beam you can destroy it to let the wheel spin. Doing that 
on this first wheel will cause a wooden platform to descend, giving 
you an alternate means of reaching the ground below. 


Do the same thing to the second wooden wheel at Position D so 
that another platform descends, this time coming to a stop near a 
hole in the wall below. Move up to the gap in the castle wall near 
the wooden wheel and look down to locate the platform; it's a fairly 
long drop, so make sure you have the health to survive it, and then 
step off and drop onto the platform. From your position on this 
platform you'll have an excellent view of the battle waging below, so 
if you have ranged attacks, try and take out as many enemies from 
here as you can to make things easier later. Just make sure you 
don't accidentally fall off. 


When you're ready to continue, jump through the nearby hole in 

the wall and engage the Giant waiting in the room you land in. 
After killing the Giant, open both of the chests, and then approach 
the other hole in wall. You should be able to see a Royal Soldier on a 
wooden ledge just beyond this hole, so if they're hostile and you 
have a ranged attack, take him out from here. Go through the hole 
and drop onto the tiled rooftop, and then after picking up the item 
on that roof, go to the opposite end and drop down onto the 
wooden roof below. From there you can drop down onto the ground 
safely and pick up the item in the alcove nearby b 


d Run out of the alcove and go up the ladder at Position E to 

reach the ledge that the Royal Soldiers were standing on. If you 
haven't killed the enemies up here already, do so now if they're 
hostile, and then grab the item and go back down. There's still one 
item in the area that can only be obtained from back up on the roof, 
so instead of continuing along the courtyard, run toward the 
doorway leading back to where Benhart is. Make sure you're 
running toward the doorway, because as you approach it another 
Giant will usually come crashing down from above if it hasn't done 


so already, and unless you're moving quickly, you can easily get 
caught in the impact. Ignore the Giant for now and make your way 
back up the series of staircases to the rooftop again. 


This time drop down through the gap in the wall at Position F so 

that you land on top of the large arch below. The item you want is 
sitting in plain sight on the arch, so pick it up, and then drop down 
onto the tiled roof below. If there's still any enemies around, try to 
finish them off with ranged attacks from this position, and then 
when it's clear, go down and examine the remains of a fallen Giant 
slumped against a wall at Position G to get a Soul of a Giant 

. Examine it a second time to leave the area 
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MEMORY OF JEIGH 


Giant Lord 


Soul of a Gant xt Old Radiant Litegem xl 


Fa Seed x1 


d Return one final time to the Cardinal Tower Bonfire, and then go 

down the nearby ladder. Cross over the bridge this time and 
follow the path around to one of the King's Gates; open the gate by 
equipping the King's Ring, and then activate the Bonfire in the next 
room. Exit to the area on the other side of the Bonfire room to find 
another Withered Giant at Position A ‚From this area you 
can also access an item that you probably saw when you were first 
going through this area by dropping down the broken stairs near the 
Withered Giant. The item is Twinkling Titanite x2, so it's worth 
dropping down for, even with the long trek back. Examine the 
Withered Giant when you're ready to enter the Memory of Jeigh. 


d As soon as you start this memory you'll see the summon sign 

for Captain Drummond, and just past that is the Summon sign for 
Benhart of Jugo; you can only summon one of them, so choose 
Whomever you prefer. Once you've made your choice, head up the 
nearby stairs and go through the Fog Gate at the top to enter a 
fierce battle. Numerous large fireballs will be continuously mortared 
into this area by Giants out on the ocean, so you'll need to keep one 
eye on the skies at all times. 


A couple of Elite Giants will try to halt your progress at first, so try 
and let your summon partner draw their attention while you either 
used ranged attacks or flank around and melee them from behind. 
There are also Ballistae here aimed out to the ocean, and you can 
use them to fire on the giants on the ships in the ocean, but there is 
only a very low probability of hitting one of them, so you'll need to 
be very lucky. 


d The familiar head of a huge statue will come crashing down 

shortly after you enter the area, so make sure you stick to the 
wall on the right to avoid it if you're in the vicinity „At this 
point, the leader of the Giant's forces should be in view at the other 
end of the area, so keep closing in to initiate the battle with the 
Giant Lord. Once you move past the statue head you'll no longer 
have to worry about the mortars because they do not land on that 
side of the area, allowing you to focus on the Giant Lord. The Giant 
Lord's attacks have massive range and can cover most of the ground 
between where he started and the statue head, so never assume 
you're safe and always be ready to evade an attack. Its attacks are 
fairly slow, however, and you should usually have enough time to 
evade as long as you're not being overly aggressive. 


Killing the Giant Lord will net you his Soul, and also the Giant Kin- 
ship key item. Go down the stairs the Giant Lord was standing 

in front of to find another Giant corpse that you can examine for 

a Giant Soul and a way back to the Forest of Fallen Giants. If you 
freed the Royal Sorcerer Navlaan, you may find that he invades your 
world upon your return to the Forest of Fallen Giants, so don't relax 
until you know it's clear. With the Giant's Kinship now in hand, your 
next and final destination should be the Throne of Want in Drangleic 
Castle. 
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Captain Drummond (Summen Sign 


Banhart of Jugo (Surmmon Sign) 


ST OF FALLEN GIANTS — F2 


World Event 

After killing the Giant Lord, make sure you return to the 
Memory of Vammar and speak once again with Captain 
Drummond; for helping with the battle he will give you the 
Drangleic Helm to complete the Drangleic Armor set, which 
will also unlock the Holder of the Fort Achievement/Trophy. 
You might also want to consider returning to Drangleic Castle 
and talking to Chancellor Wellager again, because he will be 
so impressed that you defeated the Giant Lord that he will 
give you a Royal Dirk and an Espada Ropera. 


Là à 
af) fee 
| if) DAS id geek: 


Dd 


el EHE ANCIENTS — ENEMurs 


BE ROYAL SOLDIER Spear & onield 


SPEAR & SHIELD, GREATSWORD, BOW The living Royal Soldiers of the past attack in essentially the same 
ways as their Hollowed future selves and should be handled in a 
IN A living and healthy, similar manner; they are a bit stronger as a result of being alive, fit 
N albeit battle-scarred and equipped with new weapons and armor but no other notable 
R and exhausted, soldier differences exist. They can be observed actively fighting the Giants 
N of the Drangleic in several locations but will usually mistake the player for an enemy 
Army. Under the and attack. Royal Soldiers with spears and shields are most easily 
command of Captain dealt with using shove attacks, or merely by leading them into the 
Drummond, they path of an oncoming Giant. 
defended the fort 
against the invading Greatsword 
Giants. Many ofthose Royal Soldiers with Greatswords attack in the same way as their 
who died during the Hollowed counterparts and are easily defeated by any desired 
battle rose again as means; they can also be lured into the vicinity of a Giant and will 
Hollows and have usually abandon the player to attack their sworn enemy. Their 
continued to watch swings inflict significant Stamina damage but are nevertheless eas- 
over the fort until this ily thwarted by a decent shield. 


very day. EN 

ow 
The easiest of the Royal Soldiers to deal with, they should be 
handled as any other archer-type enemy. Typically, Royal Soldiers 
armed with bows will be preoccupied firing at any nearby Giants 
and will usually ignore you completely. 


HP Souls Respawn 
en 
Royal Soldier (Spear & Shield) 680 250 Yes 
Royal Soldier (Greatsword) 560 250 Yes 
Royal Soldier (Bow) 490 250 Yes 

Probabllity Page 


P | ROYAL IN FANT RY Enlisted infantrymen of the Drangleic Army, these brave but 


lightly-equipped men are weary from battle and suffering 
waning morale. They are found locked in combat with the 
Giants in several locations throughout the flashback areas and 
may also misidentify you as a threat. 


DAGGER, SWORD, AXE, BO 


Weapon Attacks 


Strategy 

Dagger 

Much like their Hollowed future selves, Royal Infantrymen are weak 
and unremarkable enemies. They will attack in the same fashion as 
their counterparts and can be easily dispatched through any desired 
means; however most of them will be slaughtered by the Giants be- 
fore ever crossing paths with the player. Those with Daggers attack 
quickly but fall just as quickly to a few melee attacks or basic spells. 
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Sword 

Infantrymen with Swords are a bit more irritating to deal with than 
the others due to their slightly longer reach; you can dispatch them 
with ease or leave them alone and let the Giants do so instead. 


Axe 

Axe-wielding Infantrymen inflict a bit more Stamina damage than 
their comrades but otherwise represent a nominal threat at best. 
Wide, sweeping swings or area-effect spells will fell them in groups, 
as will the Giants. 


Bow 

Infantrymen armed with Bows can be a nuisance at range but will 
generally be busy shooting at any nearby Giants should they survive 
long enough to encounter you. It is best simply to leave them alone 
and allow them to distract the Giants but determined or otherwise 
pernicious players can hunt them down and eliminate them if so 
inelined. 


HP Souls Respawn 
Royal Infantry (Dagger) 200 50 Yes 
Royal Infantry (Sword) 660 150 Yes 
Royal Infantry (Axe) 660 150 Yes 
Royal Infantry (Bow) 660 150 Yes 
Item Dror Probability Page 
meen 


None = 5 


KE GIANT 


BARE FISTS, GREAT HAMMER, POISON, FIRE 


A member of the race of Giants first conquered by King 
Vendrick and later responsible for a vengeful counter-invasion 
of Drangleic. Giant soldiers specialize in several different types 
of combat and can be differentiated by their appearance. 


Strategy 
Bare fists 

Bare-handed Giants will attack you with overhead punches, up- 
percuts and overhead slams. They are susceptible to Backstabs and 
this is the preferred method of eliminating them if using a melee 
character; mages and archers should simply roll away from them 
and attack while they recover. 


Great Hammer 

Giants wielding large clubs will attack with both horizontal and 
vertical swings; these should be avoided by rolling sideways either 
through or away from them. Again, Backstabs are an ideal means of 
bringing down these tough opponents; ranged and magic-oriented 
characters should keep them at a distance via backward rolls and 
attack during their recovery. 


Poison 

Poison Giants can be identified by their uneven shoulders, tattered 
hoods and green-tinged fists and forearms. Their physical attacks 
cause Poison buildup and they are capable of throwing a toxic 
projectile, at players from long range. Up close they will attack with 
punches and uppercuts; at a distance they will use their projectile 
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Melee Attacks | 


allowing for ranged counterattacks during their recovery. Strafing 
around them in a clockwise direction will allow you to deliver Back- 
stabs for a quick victory. 


Fire 

By far the most dangerous type of Giant soldier. These can be 
identified by their vaguely mage-like robes and three metal bracelets 
on each wrist; they will attack by throwing fireballs at the player 
which inflict a potent knockdown and will quickly shred delicate 
equipment such as rings. Precise timing is required to roll forward 
through these fireballs without being caught in the blast radius and 
the Giants will lob a constant barrage of them at you; in general this 
enemy is best dealt with from behind cover or out of its range, or by 
standing behind it and using Backstabs. 


Unique Attacks 


HP Souls Respawn 
Glant (Bare fists) 1280 800 Yes 
Glant (Great Hammer) 1390 800 Yes 
Glant (Polson) 1240 800 Yes 
Glant (Fire) 1240 800 Yes 
} Drop: Probability Page 

end 
None E = 


MEMORIES OR THE A 


CIENTS - BOSS 


B BOss - GIANT LORD 


King of the Giants that invaded Drangleic, this towering 
monstrosity came to the fight replete with his crown and a 
massive Greatsword. He seeks vengeance for the subjugation of 
his kingdom and intends to reclaim a precious prize stolen from 
him by King Vendrick, but what could this “prize” possibly be? 


Horizontal Sword Attacks 

If the player is standing on the raised area behind the giant stone 
shield on the face of the fort, the Giant Lord will assault the area 

with his Greatsword. His horizontal slashes can be blocked with a 
strong shield but it is preferable simply to roll through them in the 
opposite direction of the swing. 


Vertical Sword Attacks 

When you're standing on the raised area next to the Giant Lord, he 
will attack with vertical swings of his Greatsword. These downward 
slashes will completely bypass a shielded defense and must be 
evaded by strafing or rolling to either side. If the player is standing 
at the Giant Lord's feet he will attack by swing his Greatsword in 

a pendulum motion; this can be evaded by running between his 
feet and standing behind him. The Giant Lord will also use a vertical 
slash to attack players who stand behind him for too long; this can 
likewise be dodged by running between his feet to stand in front of 
him or to his side. 


Stomp Attacks 

The Giant Lord will attack players at his feet by attempting to stomp 
on them. He will stomp slightly forward of the initial positioning of 
his feet and the blow can be evaded by strafing to his side or run- 
ning behind him. As this is a vertical attack it will completely bypass 
a shield and cannot be blocked 


Strategy 

Melee characters should target the Giant Lord's feet and evade his 
attacks as described above. Ranged and magic-focused characters 
are best served by standing on the raised area at the top of the 
steps adjacent to the Boss and striking him with spells or projectiles 
in between swings of his sword. The Giant Lord can be poisoned via 


Poison Arrows or Poison Throwing Knives, but this alone will not in- 
flict enough damage to defeat him before time runs out; players can 
summon Captain Drummond at the start of the area for additional 
assistance with this Boss. The short time limit before ejection from 
the area and the Boss' lack of tactical diversity make this a simple 
and straightforward fight. 


HP Souls Respawn Parry Block Stamina Damage 
mm en 
Glant Lord 5970 75000 No Horizontal Sword Attacks No Yes Heavy 
Probability Page Vertical Sword Attacks No No Unblockable 
en No No Unblockable 
Glant Lord Soul 100 398 
Glant's Kinship 100 402 
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THRONE OF WANT 


At last, your journey has come to an end. With the symbol of the 
King, you've proven that you have the power needed to become the 
next Monarch, but a King cannot rule by might alone — you need 


strength of Will, 


Your throne will show you the answers you seek, but the throne 


of a king is sacred. It is watched and defended, but if you want to 


proceed, then you have little choice. 


Emerald Harald 


Banhart of Jugo 
(Summan Sign) 


Head of Vangral 
(Summon Sign 


Throne Defender & Throne 
Watcher, Nashandra 


Throne Watcher & Throne Defender _ 301 
& Nashandra 304 


To Drangieic Castle 


d The end is nearly upon you, and it's time to find out just how far 

the Curse can carry you. Travel to the King's Gate Bonfire in 
Drangleic Castle, and then use the King's Ring to open the King's 
Gate at Position A, granting you passage into the Throne of Want. 
As soon as you pass through the King's Gate you'll see the Emerald 
Herald on the left; take the time to speak with her to learn some 
important information. There's only one path to travel in this area 
and no enemies to contend with, so just follow the narrow path 
down the cliff-side and out toward the Fog Gate in the distance 


d Just outside the Fog Gate you'll find the summon signs for Head 

of Vengarl, and Benhart of Jugo, and unlike other times where 
you've had the choice of multiple Summon Signs, you can summon 
both of them for the upcoming battle Once your allies 
have arrived, go through the Fog Gate to do battle with the Throne 
Watcher and Throne Defender. 


If you've been following the walkthrough, this should be your first 
trip to this area, but if you came here before and didn't have the 
Giant's Kinship, there will be nothing more to do after defeating 
those bosses until you acquire that item. When you then return to 
this area you'll be able to summon both allies once again and enter 
the Fog Gate to begin the next battle. Assuming you already had the 
Giant's Kinship, the next battle will begin straight away, and after a 
brief cutscene you'll have to face off against Nashandra in her true 
form. After defeating her, approach the chasm at the back of the 
room to bring about the ending 
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There's no way out of the room other than to complete the game, 
and even if you try to use a Homeward Bone or similar item you 
will just end up back here again. Completing the game is not the 
end, however, and after the credits roll you'll get the option of either 
picking “Yes” and moving on to New Game+, or “No; which will 
drop you back in to your existing game. If at any point after that you 
want to move to New Game +, simply return to the Far Fire Bonfire 
in Majula and select “Begin journey 2 to Drangleic' Once you move 
on to New Game+ there's no way back, so make sure you're as 
prepared as can be, because things will get far more difficult in the 
journeys ahead 


Congratulations on surviving your first foray into the 
land of Drangleic…but is your want for power enough 
to lure you back again? 


SPHRONEOF WANT - BOSSES 


EN BOSSES - THRONE WATCHER AND 
THRONE DEFENDER 


This mysterious duo watches and protects the Throne of Want. 
They have been here for ages, watching and waiting for the 
next Monarch. But their souls have an odd taint… 


Buff Weapon 


Buff Weapon 
If you take off around half of the maximum HP of either the De- 
fender or the Watcher, the weakened enemy will begin powering 
up his weapon. This lasts for awhile, and they will reapply the buff 
when it fades; this is a chance to deal damage. 


Ee 
Watcher Slashes 
This is the normal combo of the Watcher. He'll use up to three 
slashes in combination. Like all of their attacks, this is very easy to 


block, and it's recommended that you do so while waiting for an 
opening. If you have high Poise, you can trade hits with this attack. 


Revive 

When either the Watcher or the Defender dies, the other will go to 
his fallen ally's side and kneel. After a few seconds of chanting, the 
caster will bring his comrade back to life with full health. This can be 
interrupted by staggering the caster, but that can be difficult 
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Watcher Lunge 

The Watcher will point his sword at you from a distance and then 
charge. He'll stab at you when he gets near; this attack has a lot of 
range. You can block it easily, but dodging it requires careful timing 


Watcher Cleave 

Sometimes, the Watcher will begin running at you and then leap into 
the air. He’ll come crashing down with a thunderous vertical slash 
This is used from far away and has really good range. 


Watcher Dash 

The Watcher will occasionally hold his sword behind him, sprint in 
your direction, and then slash at you. This is dangerous if you are 
focusing on the Defender. It can hit you from the side if you lose 
track of the Watcher. 
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Watchers Wrath 

If you persist in staying near the Watcher, he will eventually kneel 
and begin casting a spell. You need to back away quickly, as he will 
unleash an unblockable shockwave of energy that will knock you 
down 


Watchers Wrath 


Backflip 

Periodically, the Watcher will Backflip away from you. This is often 
used after Watcher Slashes. If you chase the Watcher when he uses 
this, you have a chance to separate the Watcher and the Defender. 


Defender Combo 

This is the normal combo of the Defender. You can block it without 
much difficulty, but watch your Stamina if both the Defender and 
the Watcher are attacking you at the same time. Be ready to roll 
away if your Stamina gets too low. 


Defender Great Combo 

After you've dealt some damage to the Defender, he'll put away his 
shield and begin swinging his sword with both hands. These attacks 
are a bit slower than his one-handed attacks, and they also drain 
more Stamina. Always be prepared to roll away if needed. 


Strategy 

Of the two foes, the Throne Watcher is far more nimble and likely 
to attack from odd angles. The Watcher also has less HP than the 
Defender. These facts combine to make the Watcher a much easier 
target to kill than the Defender. Going after the Defender will take 
longer, and you'll be open to the Watcher's swift attacks while at- 
tempting to attack the Defender. 


Unfortunately, you can't just kill one of them without hurting the 
other, due to their Revive spell. When one dies, the other will fight 
for a short time before attempting to Revive his fallen ally. If you 
don't kill the enemy that is casting Revive before the spell finishes, 
the enemy you defeated will be restored to full life. If you are able 
to deal a lot of damage quickly, you may be able to kill one enemy 
from full health while he is using Revive; otherwise, you'll need to 
damage both enemies before killing one. 


Luckily, there is a strategy that allows you to deal a large amount 
of damage to both enemies without even needing to attack often 
— Poison. The Poison Mist and Toxic Mist Pyromancies are both ex- 
tremely effective in this battle. Both the Watcher and the Defender 
are susceptible to Poison; if you can Poison them both at the same 
time, you can deal a huge amount of damage while staying safe 
behind a shield. Even better, both will be weak, so you can easily 
finish the fight before one of them is able to cast Revive. If you 
can't use Pyromancy, Poison Knives and Poison Arrows are another 
option. They'll enable you to apply your poison from range, and any 
character type can use Poison Knives. 


HP Souls Respawn 
eenn 
Throne Watcher 2910 No 
88000 
Throne Defender 2750 No 
Probabliity Page 
Throne Watcher Soul 100 298 


Defender Bash 

If you stay very close to the Defender while he is using his shield, 
he'll raise it into the air and then quickly bash at you. This move 
deals a lot of Stamina Damage and will likely cause you to stagger. 
Back up or roll away from this attack. 


Defender Impale 

After the Defender begins holding his sword with both hands, he'll 
start using this dangerous attack. He'll draw his sword back slowly, 
and then lunge forward with an unblockable stab. This has really 
long range, so either circle toward him and to your right or roll far 
away. 


If you don't want to use Poison, consider summoning a helper or 
two for this fight. Being able to split the Defender and the Watcher 
apart makes things much, much easier. Both Benhart and Vengarl 
can be used as summons here; check the walkthrough text for more 
information. 


If you don't want to use Poison or summon assistance, this will be a 
challenging fight. You need to try to either separate the two Bosses 
or bait them both into attacking at the same time. If you have high 
health and Poise, consider occasionally trading hits with the Watcher 
Slashes; they don't do much damage, and you can use that as an 
attack opportunity. Chasing the Watcher when he uses his Backflip 
is another tactic that you can use to separate them. 


Ultimately, without Poison or allies, this will be a battle of patience 
and concentration. Move carefully around the room while blocking 
and avoiding their attacks. If one of the enemies finishes an attack 
and the other is far enough away, attack once and then prepare to 
defend yourself again. Chip away at them over time. Make sure you 
weaken them both evenly so that you don't need to deal with Re- 
vive. Once you kill one of them, get ready to two-hand your weapon 
and unleash your wrath on the other. Once he begins casting 
Revive, hit him with everything you've got and pray for the kill. 


Finally, most of the attacks in this fight can be parried. If you're very 
skilled at parrying, it actually is useful here to give yourself more 
chances to attack. If you're not extremely good at it, however, rely- 
ing on parries here will prove risky and frustrating. 


Parry Block Stamina Damage 

Revive No No NA 
BuffWeapon No No N/A 
Watcher Slashes Yes Yes Low 
Watcher Lunge Yes Yes Low 
Watcher Cleave No Yes Low 
Watcher Dash Yes Yes Low 
Watchers Wrath No No NA 
Backflip No No NA 
Detender Combo. Yes Yes Low 
Detender Great Combo Yes Yes Medium 
Detender Bash No Yes Very High 
Defender Impale No No NA 
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Spinning Scythe, 
_— Sweeping Scythe, 
Nashanrda's Wrath 


BOSS - NASHAN DRA 


The Queen, Nashandra, has a secret, Dark and ancient. She 
is the smallest piece of Manus, the Father of the Abyss. 
Long ago, after his defeat in the lost land of Oolacile, he split 
into miniscule fragments. As the fragments recollected, they 
assumed a human form — Nashandra. 


She convinced Vendrick to cross the sea and pilfer a mighty Cursod Beam 
prize from the Giants. She brought a Dark-like peace to 
the Kingdom of Drangleic, but eventually Vendrick realized 
something was amiss. He fled and refused to take part in 
Nashandra’s plans any longer. But now she has found you, 
the new Heir to the Throne of Want... 


Cursed Beam 

Nashandra fires a beam of Cursed energy into the ground in front of 
her, and then sweeps it upward so that it strikes at you. Roll to the 
side to avoid this attack. This is a chance to run in and hit her once 


or twice. 


Cursed Sweep 
For the Cursed Sweep, Nashandra aims her beam wide and then 

moves it around the room in a circular pattern. If you are very near 
to her or very far, this will miss. If you are at mid-range, you'll need 
to either get close quickly or time a roll through the beam 


ie er 


Dark Beacon 
Periodically, Nashandra will place Dark Beacons around the room 


Standing near a Beacon will damage and Curse you. One solid Nashandra's Wrath 
melee attack will destroy a Beacon, but you may be Cursed in the If you are close to Nashandra, she will sometimes use this spell to 
process. attack in a sphere around her. If her decrepit chest begins to glow, 


quickly roll away from her. Try not to roll into a Dark Beacon's influ- 
ence, though. 
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Piercing Scythe 

Nashandra will raise her scythe up with one hand, and then bring 
it spiking downward when you are at close to medium range. This 
attack drains a lot of Stamina and causes Curse, so roll toward her 
to avoid it if you rely on melee attacks. Ranged fighters should roll 
away. 


Piercing Scythe 


Strategy 

You might imagine that the final boss of the game would be ridicu- 
lously hard, but she's not. If you've made it this far, you can certainly 
beat Nashandra. The main point to the fight is to keep an eye on the 
Dark Beacons. When she first uses the move, be ready to destroy 
any Beacon that appears near you. This will give you space to move 
in without being Cursed. If she is surrounded by Beacons, run away 
out of range. Just be patient and dodge her attacks, She'll eventu- 
ally either come close to you (and away from the Beacons) or the 
Beacons will disappear. 


Other than that, Nashandra's attacks are all very manageable. If she 
performs Cursed Beam, step to the side. You can then run close and 
hit her if there are no nearby Dark Beacons. You can also attack her 
from range if there are Beacons in the way. When she uses Cursed 
Sweep, move close to her and hit her, then back up again. If you are 
far from her when she uses it, you can back up out of its range — 
just be careful not to fall off the ledge. 


At close range and mid-range, she might try her Piercing Scythe; 
just roll toward her. You can get behind her and deal some damage. 
If she tries Sweeping or Spinning Scythe, you can roll backwards to 
avoid it. If you're not quick enough, block one hit and then roll away. 
The only other thing to watch out for is Nashandra's Wrath, and it's 
very easy to see coming and avoid. Just roll away when her chest 
glows 


HP Souls Respawn 
eenn) 
Nashandra 8770 90000 No 
Probability Page 


mmm 


Soul of Nashandra 100 398 


Sweeping Scythe 


Sweeping Scythe 

When you are close to her, Nashandra will unleash quick, short- 
range scythe sweeps. This is a dangerous attack. Each hit deals a lot 
of Stamina damage and causes Curse. This only hits just in front of 
her, though — you can block the first hit and then roll backwards to 
avoid the rest. 


Spinning Scythe 

This is another very close-range scythe attack, and it can Curse 
you, just like everything else Nashandra does. The Spinning Scythe 
is quick and sometimes strikes at an odd angle; don't let it hit you 
from the side if you are fighting with allies. 


If you're having trouble with the Dark Beacons or being Cursed in 
general, check your equipment and look for ways to increase your 
Curse resistance. Some armor has little Curse resistance, and some 
has a lot. The Cursebite Ring and the Ring of Resistance are both 
useful, as well. Finally, you can keep Human Effigies in your item 
bar if need be; this is the final boss, so there's no sense in hoarding 
now if you're having trouble 


Parry Bloek Stamina Damage 

Dark Beacon No No NA 
Cursed Beam No Yes High 

No Yes High 
Nashandra's Wrath No Yes High 
Piercing Scythe No Yes High 
Sweeping Scythe No Yes Medium 
Spinning Scythe No Yes Medium 
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CHAPTER III 


Equipment, Magic & Items 

The importance of good weapons and armor in Dark Souls Il is impossible to 
overstate — you'll need them just to stand a chance. Amassing a good collec- 
tion of gear is a central part of the game, and this chapter will give you the 
information you need to compare equipment find the locations of desirable 
items with ease. You'll also benefit from learning the finer points of using 
many of the available weapons and spells, all of which are revealed here. 


HOW TO USE THIS CHAPTER 


The lists you'll find in this chapter will let you know exactly where to acquire each weapon or 
item, what its stats are, and whether or not it's worth upgrading it. Here we'll explain how 
to get the most out of the information provided. 


Sorting Order 

The equipment and item categories and entries within each of them 
are presented in the order that they are displayed in the game to 
make finding things as easy as possible 


Required Parameters 

On top of how to acquire each weapon, you'll also find full statistics 
for each one, so that you can study the different weapons in a group 
before deciding which one best suits your playstyle. Being able to 
see the required parameters ahead of time will also let you plan 
ahead, so that by the time you reach the weapon you want, you can 
wield it straight away. 


Base and Upgraded Values 

The attack values displayed for each weapon will not only show you 
the base values, but also what they'll be once you have reinforced 
the weapon to its highest level, allowing you to easily compare the 
potential strength of different weapons 


Acquired From 
If you want to know where to get a piece of equipment or an item, 
look no further than this box in each entry. The name of the char- 
acter that has the item, the enemy that drops it or the area it can 
be picked up in will be listed here, along with 


zE 
one of the following code letters displayed in ee 
brackets. he 

= Merchant 


Covenant : 

—_NPC Quast rewd 
leon Legend 
All of the icons used to display the various attributes of each piece 
of equipment or item have also been reproduced for each entry in 
this chapter (again, in the same arrangement that they are found in 
the game). We'll go through the icon categories on this page and 
explain what each icon type means. 


General Attacks (Weapons) 

At the start of each entry in the Weapons section you'll also find 

a General Attacks table and some accompanying text. The table is 
designed to show you the most common attacks with that type 

of weapon, and any time a weapon has a unique attack that is 
significantly different from one shown in the table, it will be marked 
with a Note in that weapon's entry. The text accompanying the table 
outlines some general usage tips for the weapon type, along with 
details about how they differ from other types 


Female Armor Variations 
If you see a red rectangle next to the name of a piece of armor, it 
means that its appearance will change slightly on female characters. 


Accuracy of the Data 

In the intro to this book we've already pointed out that the 
data it contains is likely to become inaccurate in the future, 
after From Software have updated the game. We'll reiter- 

ate this fact here, though, because it's important to us that 
readers understand why we've included all this data despite 
knowing that it will eventually be unreliable. Though changes 
to balance will surely happen, they are not likely to be severe 
enough to make the relative picture the data as a whole pro- 
vides much less accurate. The data in this chapter can also be 
used as a valuable base for our own updates on our website 
(www.future-press.com), and for the online Dark Souls Il 
community to build upon. 
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Category 
Weapon Damage Reduction 


| escription 


Percentage of Physical damage reduction 
Percentage of Magic damage reduction 
Percentage of Fire damage reduction 
Percentage of Lightning damage reduction 
Percentage of Dark damage reduction 
Percentage of Poison damage reduction 
Percentage of Bleed damage reduction 


Percentage of Petrify buildup reduction 


Percentage of Curse buildup reduction 


Category 
Attack Details 


Description 


Amount of Physical damage inficted at base value 
and maximum reinforcementt 


Amount of Magic damage inflicted at base value 
and maximum reinforcement 

Amount of Fire damage inflicted at base value and 
maximum reinforcement 

Amount of Lightning damage inflicted at base value 
and maximum reinforcement 

Amount of Dark damage Inflicted at base value and 
maximum reinforcement 

Strength of the Poison effect at base value and 
maximum reinforcement 


Ee 
Ed ‘Strength of the Bleed effect at base value and 
äl 


maximum reinforcement 
Counter Strength of the weapon 


DB Poise varnaoe inticted win each attack 


Category 
Armor Defense 


z Base defense against Physical attacks 
Detense against Physical Striking attacks 
Defense against Physical Slashing attacks 
Defense against Physical Thrusting attacks 
Defense against Magic attacks 

Defense against Fire attacks 

Defense against Lightning attacks 
Defense against Dark damage attacks 
Ablity to withstand the Impact of attacks 
Ability to withstand Polson attacks 
Resistance to Bleed attacks 

Resistance to Petrify attacks 


Resistance to Curse attacks 


SET 
Armor donned by Hollowed thieves 
Despite its crude appearance, this 
armor in surprisinghy sturdy. 
Acquired from 
Rogue (E) 
Reinforcement Material Taro 


Category 
Miscellaneous (Weapons & Armor) 


For Bows and Crossbows, this will show you the 
maximum firing range of the weapon. 


The value here represents the casting speed for 
Staffs and Chimes. 


The Stability value influences how much stamina 
a Is required to block attacks; the higher the number 
the less stamina consumed. 


The value shown here Is the equlpment's maxd- 
mum durability, and the higher the number, the 
longer you can keep attacking without having to 
repair It. 

The welght of the equipment wil let you know how 


much it will Impact your overall Equip Load once 
It's equipped. 


Bonuses are an additional value that is added to 
your equipment based on the level of attribute with 
the bonus attached, and the rank of the bonus. The 
bonus value ranges from E at the lowest, which 
would only give you a minimal gain, to S, which 
would give you a large gain. 


Category 
Required Parameters (Weapons & Armor) 


The numbers alongside these icons show you the 
exact requirements for each attribute in order to 


effectively wield the weapon in question, or equip 
the piece of armor. 
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modest atack and short reach, but Omo 

can be jatbed io rapid auccaswien Sabin 
Wi a powertueriicalatach, tis, 

Ie a potent weapon in the hands of 
the capable, 


rens 


309 


PONS & SHIELDS 


Choosing the right weapons and equipment for both the situation at hand, and your playstyle, 
is one of the biggest parts of building your character in Dark Souls, and this section hopes to 
provide you with enough details to make an informed decision. Every weapon and piece of 
armor will be displayed in this chapter so that you can find out if it's the type of thing that will 
suit you character build, allowing you to plan ahead and better focus your efforts. 


REINFORCEMENT & INFUSION 


Once you've actually chosen what weapon to wield and armor to 
wear, the next step is to Reinforce it so that you get the maximum 
benefit from it. Reinforcing weapons will often give you immediately 
noticeable increases in damage output that would have otherwise 
taken numerous stat increases to achieve, so it is one of the best 
ways of making your character more effective in combat. Similarly, 
every individual piece of armor can be Reinforced to provide better 
levels of protection, without having to resort to potentially heavier 
armor pieces. 


Shields should also not be ignored when it comes to Reinforce- 
ment, as each level you take a Shield to will bring with it an increase 
in damage reduction capabilities while you're guarding. In order to 
actually perform the Reinforcement, you'll need to visit one of the 
Blacksmiths, and while they can all Reinforce any weapon, some of 
them have additional abilities that make them worth seeking out. 


NORMAL REINFORCEMENT 


| 


FITANITE SHARD 
Item Effect Reinforces equipment 
Titanite shard used to rainforce equipment. Rainforoes equipment up to +3. Titanite was 


discovered in an ancient layer of arth, and is said to be a gift of the gods. Tanita of this 
sizo has vary kitto power, but itis stil a raro find 


LARGE TITANITE SHARD 

Item Effect Reinforces equipment 

Larga titanito shard usod to rainforoe equipment. Rainforcas equipment up to +6. Titanita 
was discovered in an andiant layer of earth, and is said to be à git of the gads.Titanite of 


this size has tramendous power, and is à vary rare find. 


TITANITE CHUNK 
Item Effect Reinforces equipment 


Titanita chunk used to reinforce equipment. Rainforces equipment up to +0. Titanite was 
discovered in an ancient layer of aarth, and is said to be a gift of the gods. There are said 
to be only à scarca few titanka chunks in the world. 


TITANITE SLAB 
Item Effect Reinforces equipment 


Titanite slab used to reinforoe equipment. Reinforces equipment up to +10. Tianite was 
discovered in an anciant layer of aarth, and is said to be a git of the gods. One of the 
original slabs that provided the world with all forms of ttanite, Titanite slabs wara craatad 
to smith the weapons of the gods, or so the legands say. 


Most weapon and armor pieces in the game can be upgraded 
through the use of normal Titanite in its various forms. As you 
increase the level of your equipment you'll need more of each 
type of Titanite, and increasingly rare forms of it, so you'll need to 
think wisely about where and how you use your resources. On top 
of needing the required type and amount of Titanite, every time 
you want to upgrade it will cost you a number of Souls, the exact 
amount of which varies between the different weapons, and the 
cost will also rise along with the level. 
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REIN FORCING THIN 
ALLY BE RE 


TWINKLING TITANITE 
Item Effect Reinforces what cannot normally be reinforced. 


NOF 


A form of titanite with special power. Reinforoe equipment that cannot normally be 
raäinforcad up to +5. What cosmic event could have created such à powerful class of 
ttanite? 


Some rare weapons and pieces of armor cannot be upgraded 

via normal means, and you'll have to use pieces of rare Twinkling 
Titanite. Although weapons that require Twinkling Titanite can only 
be Reinforced to +5, generally speaking they see much bigger 
increases per level than normal weapons, and can end up gaining 
more power overall, even with having only gone up half as many 
levels 


SPECIAL REINFORCEMENT 


PETRIFIED DRAGON BONE 
Item Effect Reinforces special equipment 
A large petrified bona. Rainforces aquipmant mada from special souls. Commonly caled 


dragon bone, but the veracity of the name is questionable, In any casa, this patrified bone 
houses great power. 


Certain weapons in the game can only be acquired by trading Boss 
Souls to specific NPCs for them, and those weapons can only be 
Reinforced through the use of Petrified Dragon Bone. Much like 
things that are Reinforced with Twinkling Titanite, these weapons 
can also only go to +5, but the stat growth per level is often even 
more significant with these weapons, making them generally some 
of the strongest weapons in the game. 


STRENGTHENING THE f E 


FIRE SEED 


Item Effect Strengthens pyromancy flame 


A ny waning flame. Used to strengthen à pyromancy flame. A pyromancy flame serves 
as the catalyst for pyromandies, and scales the strangth of each spell according to its 
lavel. Fire is a common object of worship. It can never be grasped, and its mystery stokes 
the human imagination 


Pyromancy Flames cannot be reinforced through traditional means, 
so to strengthen them you will first need to find special items called 
Fire Seeds. Finding one of these rare seeds is only half the battle, 
however, because it takes years of dedication and training to be 
able to apply its powers to the Pyromancy Flame, and only a select 
few NPCs are capable of undertaking the task. You will either need 
to have the required Intelligence (8) to speak with Carhillion of the 
Fold, or have removed the petrification from Rosabeth of Melfia, 
as they are the only two that can perform this process. Pyromancy 
Flames can be strengthened to +10 if you manage to find enough 
Fire Seeds. 


INFUSION 


The only Blacksmith capable of Infus- 
ing weapons with additional proper- 
ties is Steady Hand McDuff, and he 
can be found in his workshop in The 
Lost Bastille. Before you can talk to 
him, however, you'll need to retrieve 
the Dull Ember from the Iron Keep, 
for without it his forge will not burn. 
Once you have the Ember, McDuff 
will happily do any Reinforcing or 
Infusing that you need. In order to 
Infuse an additional property onto a 
weapon, you will need the corre- 
sponding stone, but once you have 
them, most weapons can be Infused 
with any type. 


There are, of course, a few excep- 
tions to this. Staffs can only be 
Infused using either Faintstones 

or Darknight Stones to further 
increase their normal attack types, 
and similarly, Chimes can only be 
Infused with Boltstones or Darknight 
Stones. Similarly, you cannot Infuse 
Poison Stones or Bleed Stones onto 
Bows. If you pick up a weapon that 
is already Infused with a certain ele- 
ment (such as a Fire Longsword), or 
you want to change the attributes of 
a weapon you've previously Infused, 
you can do so at any time by simply 
selecting whatever new Infusion you 
want to use. 


For weapons such as the Heide 
Knight Sword that already deal ad- 
ditional elemental damage, but do 


not count as elemental weapons, you 


can still Infuse additional proper- 

ties onto them. So using the Heide 
Knight Sword again as an example, 
since it already has Lightning dam- 
age, you could choose to use a 
Boltstone to further increase its 
Lighting damage at the cost of nor- 
mal damage. You could also choose 
to Infuse it with a different elemental 
type, so that it deals both Lighting 
and Fire damage, for example. By In- 


fusing various weapons with different 


properties, you can greatly increase 
your tactical options in battle, and 
since they are so easy to change, 
there's no harm in experimenting. 
After Infusing a weapon, you'll also 
get a small icon on its picture to let 
you know what effect it currently has 
on it. 


A BLEED STONE 
BEEN ter Ertoct Adds Bleed Attack damage and increases Bleed Reduction on 


| PALESTONE 
d Item Effect Removes all other Infusions from weapons and shields 


FAINTSTONE 
Item Effect Adds Magic Attack damage and increases Magic Reduction on 
a weapon 


An altered state of litanie. Use to imbus weapons with magic, or to provide magic 
reduction to shields. Sorcerars at the Melfian Magic Academy once attempted to imbue 
ttanite with various elements, but ara said to have faded. Someone must have succeeded 
though; what else would explain this stona? 


BOLTSTONE 
Item Effect Adds Lightning Attack damage and increases Lightning 
Reduction on a weapon 


An altered stata of titanite. Use to imbua waapens with lightning, or to provide lightning 
reduction to shields. Sorcarars at the Melfian Magic Academy once attempted to imbue 
titanite with various elements, but are said to have failed. Someone must have succeeded 
though; what else would explain this stone? 


FIREDRAKE STONE 

Item Effect Adds Fire Attack damage and increases Fire Reduction on a 

weapon 

An altered stata of titanite. Use to imbus waapens with fira, or to provide fire reduction to 

Shields. Sorcarars at the Melfian Magic Acadermy once attempted to mbue titanite with 
though; 


various elements, but are said to have failed. Someone must have succeeded, 
what alsa would explain this stona? 


DARKNIGHT STONE 
Item Effect Adds Dark Attack damage and increases Dark Reduction on a 
weapon 


An altered stata of titanite. Use to imbus weapens with dark, or to provide dark reduction 
to shields. Sorcarars at the Malfian Magic Academy once attempted to imbue titanite with 
various elements, but are said to have failed. Someone must have succeeded, though: 
what alsa would axdain this stone? 


POISON STONE 


Item Effect Adds Poison Attack damage and increases Polson Reduction 
on a weapon 


An altorod stata of titan. Use to imbus weapons with poison, or to provide poison 
reduction to shields. Sorcerars at the Melfian Magic Academy once attempted to 
imbue tante with various elements, but ara said to have failed. Someone must have 
succeeded, though; what else would explain this stone? 


a weapon 


An altered stata of ttanite. Use to make weapons lacerating, or to provide bleeding 
reduction to shields, Sorcarars at the Melfian Magic Acadermy once attempted to 
imbue titanite with various alemnents, but ara said to have failed. Someone must have 
succeeded, though; what alse would explain this stone? 


RAW STONE 

Item Effect Lowers the Attribute Bonus, but significantly increases base 
damage on a weapon (not shields) 

An altered state of titanite Changes weapon class to Raw Cannot be used on shields. 
This unusually hard 


tanito raises a waapor's physical attack power, but lowers strength 
and dexterity bonuses. 


MAGIC STONE 


Item Effect Places a Magic Attribute Bonus onto a weapon (not shields) so 
that It gets increased damage based on Intelligence 
An altered stata of titane. Use on weapon to convert wielder's intelligence into attadk 

Cannot be used on shields. Sorcarars at the Molfian Magic Academy once attempted to 


imbue tante with various elements, but ara said to havo failed. Someone must have 
succeeded, though; what elso would explain this stone? 


OLD MUN DANE STONE 


Item Effect Cuts all attack values on the selected weapon in half 


An altred stata of tania. Use to imbus weapens with power of the mundane. Cannet 
be used on shields. Paopla do not ook favorabdy on tha kanal, but sometimes avan the 
most mundane af otjacts can cast things in à most pleasant ight 


An altered stata of titanite. Use on a weapon or shield to undo all mbued powers. This 
does not ravert reinforcament, but undoes imbuad powers such as magic, fra, poison, 
ate. 
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DAGGERS 


Daggers are small, fast, light, and are capable of both thrusting 

and slashing attacks, making them useful for many situations. Due 
to their fast speed, you can overwhelm enemies with a flurry of 
attacks, which can easily interrupt them out of their own attacks. It's 
also worth noting that buffing Daggers to do additional damage is 
normally recommended, since the fast attack speed of the Dagger 
will make great use of the flat damage caused from weapon buffs. 


Daggers also benefit from a high critical hit damage modifier; not 
only does this mean your critical hits will be dealing more dam- 

age, but you will also get more damage from landing a backstab or 
riposte. Very little stamina is used with each Dagger attack, meaning 
you can chain attacks in rapid succession before finally running out 
of steam. Due to the small size of the Dagger, however, caution 
should be taken when taking on multiple enemies. 


DAGGER 


A standard dagger. Has only 


modest attack and short reach, but Dagger 


can be Jabbed In rapid succession StastvThrust 

With a powerful critical attack, this 6715 4 
Is a potent weapon In the hands of 

the capable. 5 m 
o Ei 
o Ei 
o 2 
Acqulred from Things Betwixt (P) fi s 
Reinforcement Materlal Titanite ä 5 
Ropalr Cost 430 160 1 
1 1 
o 1 
o Ei 
05 


Unlike standard weapons, this 
dagger Is equipped on the left hand 
for parrying. Accomplishmenits 

are forever out of reach to those 
who constantly fear failure. A true 
warrlor hones his body and mind, 
and peers far beyond immediate 
hardship. 


Acqulred from The Lost Bastile (P) 
Reinforcement Material Titanite 
Repalr Cost 570 


A knife with a slightiy broad single 
edge. Its tip is shaped to leave 

a wound that won't easily close, 
Designed for unsavory work, and 
beloved by those of unsavory Ik 


Acqulred from Huntsmar’s Copse (P), 
Hollow Infantry (E) 


Reinforcement Materlal Titanite 
Repalr Cost 590 


2 n o 
D - 5 


0 
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General Attacks 


Attack |eseription 


Quick horizontal slash that can be used 
Weak Attack repestechy 
Strong Attack Slower thrust attack that can be followed 


with another thrust 
Roll +Weak Attack 
Backstep +Weak Attack 


Quick short range thrust 

Dashing horizontal slash 

Quick horizontal slash that can be used 
repeatedy 


Slower thrust attack that can be followed up 
with another thrust 


Two-Handed Weak Attack 


Two-Handed Strong Attack 


Two-Handed Roll + Weak Attack 
Two-Handed Backstop + Weak Attack 


SHADOW DAGGER 


Dagger used by those who lurk in 
the shadows. Formed by bending a 
sword Into the shape of à dagger. 
In Mirrah, the land of knights, there 
exists an order of shadow knights 


Quick long range thrust 
Dashing diagonal slash 


who carry out assassinations in the 10 
cover of darkness. Those who fled 30 
even the order of shadow knights 20 

had rejected al forms of honor, and 
resorted to unseemly mercenary work 20 
Acqulred from Suspicious Shadows (E) ING+) bd 
Reinforcement Materlal Titanite " 
1 
Repalr Cost 600 E 
20 
4 16 o o eo 
Bo -0-mm- 5 


THIEF DAGGER 


Dagger with a crooked tip. A 
common accessory of thieves, 
shoddily crafted and without much 
bite. 


0 30 
o 30 
o 20 
Acqulred from Rogue (Bow) (E) 5 
Rogue (Dual Daggers) (E) d E 
Reinforcement Materfal Titanite d te, 
no 15 
Repair Cost 580 \ 
kn 1 1 
0 15 
2 7 o 0 A Oo 30 
NE ne 
)KEN THIEF SWOR 
A broken straight sword. Handled 
as a dagger due to its length. This Dagger 
inexpensive sword is terribly worn, Slash/Thrust 
but nevertheless a favorite amongst 5715 45 
thieves. 
o 1o 
r 0 30 
0 30 
0 20 
Acqulred from Helde's Tower of Flame (P), Rogue (Bow) ä E 
(El, Rogue (Dual Daggers) (E) 
Reinforcement Materlal Titanite g Ee 
100 16 ì 
Repair Cost 590 \ 
16 16 
0 5 
9 5 o o o 60 
NE : 


MANIKIN KNIFE 


Knife of the manikins of Harvest 
Valley. The peculiar art of puppetry Dagger 
is a vestige of the two lost lands. SlashThrust 
The Queen, entranced by poison, ne p= 
used It to beckon unknowing souls (8% 
to the defiled valley. B ja 
o 30 
o 30 
Ho 20 
Acqulred from Manikin (Bow) (E), Manikin (Dagger) (€) Bf TE 
Reinforcement Materlal Titanite E Ee 


Repair Cost 1090 1eo 6 
o 
rd o 
o 


A dagger fashioned from rare 
gelsteel, boasting an unusually 


long blade. Geisteel was a precious Slash/Thrust 
alloy created In the eastern land of wast ä 
Mirrah, its composition long kept 
secret from foreign lands. That hd 10 
Is, until Chancellor Wellager was o 30 
ordered by King Vendrick to grant 6 ao 
the gifted blacksmith Llewellyn a 
lifetime contract, whatever the cost, In order to introduce 9 ze 
the rare alloy to Drangleic. o 15 
Acqulred from Chancellor Wellager (Q) o 15 
Reinforcement Materlal Twinkling Titanite 120 16 
Repair Cost 1090 1 16 
15 
60 


Dagger forged from the soul of 
Mytha, the Baneful Queen. Coated 
with a potent poison. Mytha was 
the fairest queen In the land, until 
something unhinged her. Was it 

the polson found deep within the 
earth, or the passion that consumed 
her heart? 


Acqulired from Straid of Olaphis (Soul Trade) (M) 


dj 072100 65 
Reinforcement Materlal Petrified Dragon Bone o 6 
Repalr Cost 1500 150 16 


A dagger affixed with a black 


erystal. Found deep inside the seed 
Gutter, in the Black Gulch. Heavler SlastThwust 
than a standard dagger, but with a 65110 6 
fine crystal that gives it a smoother 
slice. Some of the more determined o He 
souls exlled to the Gutter sought 0 ú 20 
to scale the walls of the forsaken o zo 
place and walk the earth once z 
again, but falled, and wasted away mired in misery and } ne 
resentment d 0 15 
Acqulred from Chancellor Wellager (M) o 1 
Reinforcement Materlal Titanite 130 16 
Repair Cost 590 z Ee 
0 15 
A Oo 50 
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STRAIGHT SWORDS 


Straight Swords have a range of different attack types, and since 
they are longer than most Daggers this makes them a good all- 
rounder weapon type. Though the Straight Sword does not tend 

to have high critical damage like the Dagger, they make up for that 
with higher base damage and longer reach, which helps when deal- 
ing with multiple enemies. Straight Swords also use less stamina 
than the heavier weapons and benefit from being light, meaning you 
can chain numerous attacks before running out of stamina. 


Another benefit of the lighter weight is the fact that you will be able 
to focus on heavier armor sets without sacrificing dodging speed, 
making them a great choice for those that prefer a more defensive 
character build while still having fast attack speed. Though Straight 
Swords can be used for many different situations and are faster 
than most weapons, they do have smaller range than a lot of other 
weapons, meaning you still need to be close to an enemy before 
you're able to deal damage. 


SHORT SWORD 


A small straight sword. Longer 


than a dagger, but still lightweight. Straight Sword 
Widely used, as it requires no SlashThust 
particular strength. A reasonable 100200 & 
choice that will suffice in many 
situations, but not the thing to take a hd 
along If you expect to face any o 2 
serlous challenge. 6 26 
0 25 
‘Acqulred from Forest of Fallen Glants (P), Dark Spirit fi = 
Heavy Crossbow (E) ING+) 
Reinforcement Matorlal Titanite D a 
Repalr Cost 695 ha ee 
epalr Co 
en 2 Ei} 
o 2 
o Ei 
z 


Standard straight sword. This 
stralght sword is sufficient in most 
respects, and effective in most 
situations if wielded properly. Those 
who aspire to master the sword are 
certain to wield this at some point 
during their journey. 


Acqulred from Forest of Fallen Glants (P), Dark Stalker 
(E), Goblin (Hammer) (E), Blacksmith Lenigrast (M) 


Reinforcement Materlal Titanite 
Repalr Cost 725 


N STRAI 


Straight sword with its blade broken 
6 near in half. Nearly useless In 

battle, but “nearly useless” trumps 

“empty-handed: 


Í 


Acquired from Forest of Fallen Glants (P), Captive 
Undead (Sword) (E), Surprising Undead (Sword) (E), 
Merchant Hag Melentia (M) 


Reinforcement Materlal Titanite 
Repalr Cost 275 


E:E: He He 
Ee NN 0- A-B- 
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General Attacks 


Attack |eseription 


Diagonal slash that can be followed up with 
Meek AREN. a rising diagonal slash 


Horizontal slash that can be used repeatedly 
Quick short range thrust 
Dashing horizontal slash 


Diagonal slash that can be followed up with 
a horizontal slash 


Strong Attack 
Roll + Weak Attack 
Backstep + Weak Attack 


Two-Handed Weak Attack 


Rising diagonal slash that can be followed 


Twe-Handed Strong Attack up with a horizontal slash 


Two-Handed Roll + Weak Attack 
Two-Handed Backstep + Weak Attack 


Quick long range thrust 
Dashing thrust 


BROADSWORD 


Standard straight sword. This 

ke straight sword Is sufficient In most 
respects, and effective In most 
situations if wielded properly. Those 


Straight Sword 
Slash/Thrust 


120240 so 
who aspire to master the sword are 
certain to wield this at some point 4 i 
during their journey. o 35 
0 35 
0 25 
Acqulred from Earthen Peak (P), Dark Stalker (E), Goblin ö pe 
(Hammer) (E), Blacksmith Lenigrast (M) 
Reinforcement Materfal Titanite id zi 
no 20 
Repair Cost 755 
2 20 
o 20 
" 6 o o o eo 
c -D-a-m- : 
OLDIER SWORD 
Inexpensive straight sword 
Standard issue for Drangleic foot ER 
soldiers. No masterpiece, this Slash/Thrust 
weapon won't be used to fend off en B 
any truly threatening foe 
0 5 
0 20 
o 2 
0 10 
Acqulred from Hollow Infantry 
(Sword & Small Shield) (E) Ĳ de 
Reinforcoment Materfal Titanite d ol 
no 1 
Repalr Cost 745 
25 20 
0 20 
7 6 0 0 0 20 
l-R-0-m-m- 2 
Straight sword wielded by 
Varanglans and engraved with a Straight Sword 
skull. A former king launched a Slash/Thrust 
campaign to capture these terrors 125 +250 50 
of the high seas, but rather than 
Imprison them, forced them into ĳ 4 
hard labor at No-man's Wharf. 0 5 
0 36 
o 25 
Acqulred from Varangian Sailor (Bow) (E), Varangian ä ä 
Sailor (Sword & Small Shield) (E) 
Reinforcement Materfal Titanite a 0 
no 20 
Repalr Cost 725 
20 20 
o 20 
E [7] B 7] o Fr 


u 6 o o 
Ec DO -A-B- 


BLUE FLAME 


Straight sword wielded by Leydia == m— 


/ apostles. Imbued with a special Straight Sword 
/ magic that makes the Blue Flame StastVThust 
both a sword and magic catalyst. 10 so 
De 


Execute a strong attack to emit 
magic. The Leydia apostles, adept at 107160 
magic, wielded unique weapons but o Kk 

were hunted down as traitors 


‘Acqulred from Leydia Pyromancer (E) 7 8 
Reinforcement Materlal Twinkling Titanite ä 
Repalr Cost 670 10 
Note Strong Attack will cast an equipped Sorcery 2 
o 

L o 


] 
-B-B- 


HEIDE KNIGHT SWORD 


Straight sword originating In ggn 
Helde. A speclal alloy makes it 
very durable. The composition of 
the alloy of these swords remalns 
a mystery, but In Drangleic the 
attempt to Imitate It resulted In the 
similar braden steel. 


Acqulred from Helde Knight (Sword) (E), Helde Knlght 
(E) ING+) 


Reinforcement Ma 
Repalr Cost 755 


al Titanite 


Straight sword of warrior Vengart ot w— 
Forossa. This sword is battie-worn Straight Sword 
and terribly rusted, but remains SlastyThust 


a deadly weapon owing to its 


136-+205 
Incredible weight. Legend has It 
that It was built to test the limits o 
‘of the strength of Forossa knights, o 
until Vengarl swung It about ke fi 
a wooden plaything, claiming 
ownership by demonstration. E 
Acqulred from Vengart of Forossa (M) 8 
Reinforcement Materfal Twinkling Titanite G 
100 
Repalr Cost 1255 
ee EE 
o 
0 


SUN SWORD 


A welktorged long sword. Of ‘mmm 
unknown origin, and exhibiting no Sunken Baard 
special power, but sturdily crafted. SlastvThrust 


Perhaps it does not Ive up to Its 
name, but nevertheless, merely 
wielding this sword seems to cause 
warmth to well up within one's 
bosom, 


87175 


Acqulred from Helrs to the Sun (C) 


Reinforcement Materlal Titanite 
Repalr Cost 725 


DRAKEKEEPER'S SWORD 


An extremely sturdy pitch-black gn 


straight sword. Colossal warriors Straight Sword 
staunchly watch over the shrine, Slash/Thrust 
ready to defend ts resident, or 1220245 so 
allow one worthy enough to be 
granted audience. g e 
o 36 
o 35 
o 25 
Acqulred from Drakekeeper (Greatsword_ Shield) (E) o 20 
Reinforcement Materlal Titanite ö 20 
Repalr Cost 755 00 20 
25 20 
o 30 
o Rd 70 
-n-B- : 


BLACK DRAGON SWORD 


In legend, this oddy-shaped straight 
sword Is sald to be forged from the 
black dragor’s tall. As {t Is told, the 
black dragon lost Its tall to a brave 


Straight Sword 
Slash/Thrust 


120 +300 50 
warrior In à magnificent battie, and 

the tail was later used to forge 10 

several legendary weapons. 35 

35 

26 

Acqulred from Dragon Knight (Sword) (E) 2 

Reinforcement Materlal Petrified Dragon Bone pe 

Repair Cost 1255 2 


Straight Sword 
Slash/Thrust 


quartz. This longsword was found 
In the Iron Keep. Breaks easily due 
to corrosion, but is light and stil 


110220 so 
Inficts very significant damage. In 
the Old Iron King's great iron keep 0 10 
was a vast collection of weapons, o 35 
erected as a display of strength to o 35 
the world. But they were lost when 
the king's concelt doomed the castle to sink Into à lake . Ee 
of fire o 20 
Acquired from Chancellor Wellager (M) o 20 
Reinforcement Material Titanite 120 20 


Repalr Cost 725 
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GREATSWORDS 


Longer and heavier than a Straight Sword, Greatswords sacrifice 
speed in order to dish out extra damage. Though it can be difficult 
to land an attack against speedier foes, the size of the weapon and 
arc of its swing makes it perfect for dealing with multiple enemies 
at the same time. Another benefit of using a Greatsword is that 
the hits are so powerful that quite often it will actually stagger the 
enemy, allowing you to deal additional hits. Though the Greatsword 
is surprisingly effective in experienced hands, the heavier weight 
does mean it will deplete your stamina quicker. Caution should be 
taken when using a Greatsword against more experienced players 
as they may be able to parry due to the slow swing speed of the 
Greatsword. However, those that can master the moveset can be 
a very scary sight, as a Greatsword can be used to interrupt spell 
casts and stagger opponents mid swing while inflicting heavy dam- 
age in the process. 


General Attacks 


‘Quick horizontal slash that can be used 
Weak Attack repeatochy 


Long range thrust that can be followed up 
with a horizontal slash 


‘Quick long range thrust. 
Dashing diagonal slash 


Quick diagonal slash that can be followed up 
_with a rising diagonal slash 


Horizontal slash that can be followed up 
with a rising vertical slash 


Quick vertical slash 
Dashing horizontal slash 


Strong Attack 


Roll +Weak Attack 
Backstep +Weak Attack 


Two-Handed Weak Attack 


Two-Handed Strong Attack 


Two-Handed Roll +Weak Attack 
Two-Handed Backstep +Weak Attack 


A standard greatsword. Heavy 
greatswords are designed to be 
wielded two-handed. Normally 


swung In large arcs and eftective oz ME vo 
against multiple foes, be wary that 

such attacks leave the wielder wide ok m 

open, o 40 

o 4 

o Ei} 

Acqulred from Forest of Fallen Glants (P), Hollow Soldier 5 = 

(Greatsword) (E), Steady Hand McOuff (M) 

Reinforcement Materlal Titanite ĳ ee 

Repair Cost 880 Gl Ee 

„ae 5 2 

o 4 

20 n o 0 o gl eo 

DN Dn m- IE 


FLAMBERGE 


A greatsword with an undulating 
blade. The unique shape Is designed 
to pare the flesh, and is highly 
effective at causing bleeding. 
Flamberge literally means “flame 
blade” but t also seems to bear a 
certain creature's likeness. 


8 


Acqulred from Chancellor Wellager (M) 
Reinforcement Material Titanite 
Repalr Cost 880 


888888 EBEBS 
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A very large greatsword. Very 
heavy, and designed for use with 
both hands, Allows for broad attacks 
that are effective against multiple 
foes. Requires great strength and 
experlence to handle effectively. 


Acqulred from Vengarl of Forossa (M) 
Reinforcement Materlal Titanite 
Repair Cost 930 


20 Kl o 
c € = 


o 
nl 
ROYAL GREATSWORD 


Greatsword of the royal 
swordsmen. Its undulating blade 
draws blood from Its foes. Despite 
the magnificence of this weapon, it 
was terribly inadequate In the war 
against the mighty Glants. 


Acqulred from Royal Swordsman (E) 
Reinforcement Material Titanite 


Repalr Cost 830 
20 16 0 0 
c o - -A-B- 


OLD KNIGHT GREATSWORD 


LD MIRRAH 


TSWORD 


‘An old undated greatsword. nm Greatsword Issued to the proud m— 
Wielded by a warrior from a time so knights of Mirrahí's official order. Gresteword 
ancient that there exists no record This greatsword demands advanced Slash/Thust 
of his endeavors. Has extremely eo skill In a rare and unique sword 125 +250 60 
low durability. Sometimes, just as a 7 technique. A tiny message is 
thing falls to pieces, it unleashes its wo Inseribed in the blade, a promise to 0 10 
last flash of great power.. 40 ’ someone special. o 40 
40 0 40 
2 o 20 
‘Acqulred from Old Knight (Greatsword & Shield) (E) 5 ‘Acqulred from Dark Spirit: Aslatiel of Mirrah (E) ä pe 
Reinforcement Matorlal Titanite ä Reinforcement Materlal Titanite ä 20 
Repalr Cost 975 » Repair Cost 930 120 20 
2 25 20 
4 o 40 
0 il Oo 60 
EE B » o-B 7 
| MASTODON GREATSWORD | TODON GREATSWORD | BLUEMOON GREATSWORD | GREATSWORD 
Greatsword of the Primal Knights The blade of this greatsword shines 
that defend Dranglelc castle. The like the brillant rays of the moon. In En 
brutish and mighty Primal Knights the oldest legends, rarely spoken of Slash/Thrust 
wield this sword like a feather-light eo today, It is said that the sword was 
twig, but to the ordinary warrlor bom of a great white being. Then, 
Itis a chore to even hold up, 1o what explains this lfeless weapon? 10 
owing to its great welght. Terrible 4 Perhaps there has been some 40 
experiments were sald to have 5 mistake, wo 
Eee vaer 5 > CR 
Dranglelc. The mastermind presiding over the deeds was 
t 
Koorn ak Land Ald 5 Acqulred from Benhart of Jugo (AE) 5 
‘Acqulred from Drangieie Castle (P) zo atorenmnant: Meh Nee, 2 
Reinforcement Materlal Titanite 2 edad 20 
Repalr Cost 975 = = 
40 40 
7 30 
wensen naeve B ® neren -B 5 
| DRANGLEIC SWORD | LEIC SWORI | MOONLIGHT GREATSWORD | IGHT GREATSWORD 
Greatsword of Drummond, The blade of this greatsword shines 
Royal Army Captain. An old and like the brilliant rays of the moon. In Graatsword 
unadorned sword, perhaps, but the oldest legends, rarely spoken of Slash/Thust 
the pride and joy of this venerable today, it is said that the sword was o 60 
captain. An heirloom passed from bom of à great white being. The 
grandfather to father, and then ed strong attack unleashes Its strength, 1629300 10 
from father to son. Drummond, and 40 launching a wave of moonlight. o 40 
those before him, used this sword pe ä w 
to repel those who would threaten 
their great land. 20 0 20 
5 Acqulred from Weaponsmith Ornifex (Soul Trade) (M), qì a 
Acquired from Forest of Fallen Glants (P) Weaponsmith Omifex (M) (NG+) 
0 
Reinforcement Materlal Twinkling Titanite el Reinforcement Materlal Petrified Dragon Bone 0 
20 120 20 
Ropalr Cost 1380 Repair Cost 1475 Note Strong Attack launches a wave 
20 of green moonlight In front of you hed hd 
4 B o 40 
„” 18 H 1e 7 1e 5) o id hed 
Ee 9 E] 
mm B-RN 0-u-m 
MIRRAH GREATSWORD BLACK KNIGHT GREATSWORD 
Greatsword Issued to the proud Greatsword wielded by knights 
knights of Mirrahvs official order. / who served a lord of light In a Groatsword 
This one was wielded by Lucatiel. long-forgotten age. Even after their Slash/Thrust 
3 This greatsword demands advanced 5 ml flesh was charred by flame, they ras 5 
j skill in a rare and unique sword g remained as strong as ever, and k 
technique. A tiny message Is Ld stood watch, challenging visitors to 0 7 10 
# Inseribed In the blade, a promise to ei] their land 500 f 40 
someone special 40 40 
2 20 
‘Acquired from Merchant Hag Melentia (M), Acquired from lron Keep (P) 
Lucatiel of Mirrah (Q) = En 
20 Reinforcement Material Twinkling Titanite 20 
Reinforcement Materlal Titanite 
Ee Ropalr Cost 975 vo 20 
Repalr Cost 930 
2 25 20 
40 40 
16 20 0 0 60 28 20 ij] 12 70 
c A = -B-E- 7 c e cE- = 12 
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A greatsword forged from the soul 
of the Looking Glass Knight. Strong 
attack unleashes ts latent power. 
Fearing something wicked, the King 
fed the castle and never retumed. 
But his warrior, forever true to his. 
command, stands ready to expunge 
those who would challenge him, 


Acqulred from Weaponsmith Ornitex (Soul Trade) (M) 
Reinforcement Material Petrified Dragon Bone 
Repalr Gost 1380 


Note Using strong attack will allow you to use à special 
attack, launching a spear of energy In front of you 


De 
2 PA ss o 14 
c c = -R:B- 


DEFEN DER GREATSWORD 


Greatsword wielded by the Throne 
Defender. Unleash its true power to 
enwreath in magic. The Defender 
has stood by the throne for ages. 
Wail his wait be worth the while? 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M) 
Reinforcement Material Petrified Dragon Bone 
Repalr Cost 1430 


Note Coats the weapon with electrical energy, replaces 
Two-Handed Parry 


Exed: Ee 
Ec N-0-B:B- 
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8 


JES BES 


3888888858 


Greatsword wielded by the Throne 
Watcher. Unleash its true power to 
enwreath in magic. The Watcher has 
stood by the throne for ages. Will 
his wait be worth the while? 


Acquired from Weaponsmith Ornifex (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repair Cost 1335 


Note Coats the weapon with magic energy, replaces 
Two-Handed Parry 


Greatsword of Vendrick, King of 
Drangleic. The strength of this. 
sword Is relative to the number of 
souls possessed by its wielder. The 
great king shut himself away, and 
was soon reduced to a mere shell 
Just what was It that he yeamed 
to protect? 


Acqulred from Weaponsrmith Ornifex (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repair Cost 1880 


Note The attack of this weapon increases along with the 
total number of Souls you hold 


16 

-H-B- 
BLACK DRAGON GREATSWORD 
In legend, this oddiy-shaped long 


sword Is said to be forged from the cmtnan 
black dragoris tail. As it Is told, the Slash/Thrust 
black dragon lost its tall to à brave 135040 eo 
warrior In à magnificent battle, and 
the tail was later used to forge ) 10 
several legendary weapons. o 0 
o 40 
0 20 
Acqulred from Dark Spirit: Dragonfang Villard (E), Dragon 
Remnants (C) W ED 
Reinforcement Materlal Petrified Dragon Bone 9 m 
100 20 
Repair Cost 1430 
3% 20 
40 
70 


HN: 
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Sword that opens the Embedded's 


door. Shaped like à weapon, but is ond 


In fact a key. Plunge the key into Slash/Thust 
the Embedded to bring a rhapsodic 1159230 pn 
end to his fate. The once-human 
Embedded, realizing that he could 0 10 
never resist the temptations of the 0 40 
flesh, bound himself eternally with o 40 
chains. Since then, he has awalted 
the day that somebody will find this key, and bury it 8 En 
within his bosom. 0 20 
Acqulred from Demon of Song (E) 0 20 
Reinforcement Materlal Titanite 160 20 
Repair Cost 835 ae e) 
0 40 
KN ZEN ZENE 60 
Eeen DO A-B- fi 


ULTRA GREATSWORDS 


Ultra Greatswords are the biggest and heaviest out of all the Sword 
types. Due to their massive size they tend to require a high amount 
of Strength to have any chance of wielding it, and because of the 
weight, each swing will be painfully slow and drain a lot of your 
stamina. Wielding the weapon in two hands can offset some of these 
drawbacks, and is the recommended way of using these weapons. 


However, due to the large size and weight of them, each successful 
attack will cause tremendous damage to enemies unlucky enough 
to be hit by one. Another benefit of having such a large weapon is 

it gives you excellent attack range, allowing you to slash multiple 
enemies at the same time, with a very high chance of staggering 
them as well. One of the downsides of having such a large weapon 
is missing an attack will leave you extremely vulnerable, due to how 
long it will take you to recover. This of course can be very costly 

in PvP as opponents will most likely be able to get around and 
backstab you. 


ZWEIHAN DER 


A straight sword with a very 

long blade. One of few ultra 
greatswords. As the name 
suggests, the Zwelhander is held 
with two hands, but its weight is 
such that even wielding It In this, 
manner requires strength worthy of 
the blade. 


Acqulred from Iron Keep (P) 
Reinforcement Materlal Titanite 
Repalr Cost 1110 


A straight sword with a very 

long blade. One of few ultra 
greatswords. No human was 
Intended to wield a sword of this 
welght or destructiveness. Only 

a few famed warrlors have ever 
wielded this great blade, for It 
challenges the very limits of human 
ability, 

Acqulred from No-man's Wharf (P), Dark Spirit 


Greatsword Phantom (E), Royal Guard (Ultra Greatsword) 
(E), Vengarl of Forossa (M) 


Reinforcement Material Titanite 
Repalr Gost 1335 


An undated ultra greatsword. 
Wielded by a warrior from à time so 
ancient that there exists no record 
of his endeavors. Has extremely 
low durability. Sometimes, just as a 
thing falls to pieces, it unleashes its 
last flash of great power. 


‘Acqulred from Old Knight (Ultra Greatsword) (E) 
Reinforcement Materlal Titanite 
Repair Cost 1185 


General Attacks 


Attack | Description 


Weak Attack 


Strong Attack 


Roll +Weak Attack 
Backstep +Woak Attack 
Two-Handed Weak Attack 


Two-Handed Strong Attack 


Two-Handed Roll + Weak Attack 
Two-Handed Backstep + Weak Attack 


Diagonal slash that can be followed up with 
a horizontal slash 


Overhead vertical slash that can be followed. 
up with a rising vertical slash 


Overhead vertical slash 
Dashing diagonal slash 
Diagonal slash that can be used repeatedly 


Long range thrust that can be followed up 
with a rising diagonal slash 


Rising diagonal slash 
Dashing diagonal slash from below 


An extremely sturdy pitch-black 
greatsword. Colossal warriors 
staunchly watch over the shrine, 
ready to defend its resident, or 
allow one worthy enough to be 
granted audience. 


Acqulred from Drakekeeper (Ultra Greatsword) (E) 
Reinforcement Materlal Titanite 
Repair Cost 1610 


kl 13 0 0 
HAAN? 


Ultra greatsword wielded by knights 
who served a lord of light in a 
long-torgotten age. Even after their 
flesh was charred by flame, they 


Ultra Greatsword 
Stash 


186 > 280 70 

remained as strong as ever, and 
stood watch, challenging visitors to _ je 
their land. 8010 50 
o so 
0 36 
‘Acqulred from Brightstone Cove Tseldora (P), Kobold (E) fj 5 
Reinforcement Materfal Twinkling Titanite ä E 
Repair Cost 1260 120 2 
50 25 
0 45 
El 1e o o o 7 
l-8-D-m-m- ° 
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ELTER SWORD 


An ultra greatsword forged from 

the soul of the Smelter Demon. Its 
blade bears the strength of terrible 
flames, a latent power unleashed by 
a strong attack. The earth spouted 
fre, and a beast arose from the 
flames. The short-sighted king was 
Incinerated by the creature in one 
swing, and his castle devoured in a 


sea of flames 

‘Acqulred from Straid of Olaphis (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Ropalr Cost 1760 


Note Strong Attack causes a fiery explosion In front 
of you 


A sword decorated with drake 
wings. Use strong attack to unleash 
Its latent power. The blade of this 
sword Is split into two, and is 

best swung In smashing motions 
rather than slices. Drakes are 

likely descendants of the ancient 
dragons, and although their 
strength pales in comparison to the 
what Is described in legend, to mere humans they are 
sul mighty beasts. 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repalr Cost 1535 


Note Two-Handed Strong Attack will launch a ball of 
energy in front of you 


EWING ULTRA GREATSWORI 


Ultra Greatsword 
Slash 
136 240 


OST SINNERS SWOR KING'S ULTRA GREATSWORD 


An ultra greatsword forged from the 
soul of the Lost Sinner. Its blade 
saps the life of Its wielder. The true 
nature of this sword Is unknown, 
even to the Lost Sinner herself 

74 Those who choose this sword 

/ will share the burden of the Lost 

/ Sinner's misdeeds. 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M) 


Reinforcement Materlal Petrified Dragon Bone 
Repalr Cost 2035 


Note This blade will sap the life of its wielder with every 
successful attack 


Ultra greatsword of the Pursuer. 
Known as the mightiest of the 
stralght swords, it demands great 
strength and dexterity of its wielder. 
The Pursuer hunts down those 


A branded by the curse, as If each 
Undead soul that he claims will 
atone one of his sins. 

Acqulred from Straid of Olaphis (Soul Trade) (M) 


Reinforcement Materlal Petrified Dragon Bone 
Repalr Cost 1685 


Ei 18 o o 
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Uttra Graatsword 
Slast/Thrust 
160»400 


Ultra Graatsword 
Stash 
156-300 fj 
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An ultra greatsword forged from the 
soul of King Vendrick. Inflicts heavy 
damage on enemy armor. Only the 
King knows whether the depiction 
of the Queen is a resentful 
mockery, or an affectionate 
exaltation, 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repair Cost 2415 


Ultra greatsword symbolizing 
guardianship over the Undead 
Crypt The sword has never seen 
the light of day, and Is steeped 
In dark 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M), 
Weaponsmith Ornifex (M) (NG+} 


Reinforcement Material Petrified Dragon Bone 
Repair Cost 1760 


EN ZKN KNK 
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Uitra Graatsword 


CURVED SWORDS 


Though similar in some ways to Straight Swords, Curved Swords 
tend to be a little smaller, and make up for it with faster attack 
speed. Though Curved Swords are useful when fighting enemies 
one at a time, as you can overwhelm an enemy with a flurry of 
attacks, they can be difficult to use when facing multiple enemies 
due to their small size. Their lower than average base damage 
does mean, however, that they tend to be less effective against 
opponents wearing heavy armor or with hard skin. Where Curved 
Swords truly shine is when you are dual wielding; when wielding a 
Curved Sword in the left hand it becomes one of the few weapon 
types that will actually allow you to parry while dual wielding, giving 
you access to a defensive option if needed, while still drawing on 
the strengths of dual wielding 


A standard curved sword. Each 

slash of a cured sword does less 
damage than a straight sword, but 
can deal a series of hits In flowing 


45 
succession. The sharp blade Is 
effective at causing bleeding, but is Ld 
soon dulled, Beware when facing » 
rock-solid foes, pe 
2 
‘Acqulred from The Lost Bastille (P), Armored Skeleton 5 
(Bow) (E), Armored Skeleton (Curved Sword & Shield) 
(E), Armored Skeleton (Dual Curved Swords) (E), Goblin 16 
(Hammer) (E), Skeleton (E), Blacksmith Lenigrast (M) ie 
Reinforcement Material Titanite DE 
Repalr Cost 706 Ki 


A uniquely-shaped curved sword. 
The name of its creator is unknown, 
but he was clearly a true craftsman. 
The curved blade is designed to 
reach around an opponent's shield 
to deal damage. Use the strong 
attack to utilize 


Acqulred from Black Gulch (P), Dark Spirit: Rhoy the 
Explorer (E) 


Reinforcement Material Titanite Repair Cost 660 ed 
Note Strong Attack will allow you to pierce through es 
Shields Ld 
Kij 

LJ 16 0 0 45 

E c 5 --B- 25 


General Attacks 


Quick diagonal slash that can be followed up 
ans Alta with a horizontal slash 


Rising diagonal slash that can be followed 
up with a horizontal slash 


Short range horizontal slash 
Spinning vertical slash 
Diagonal slash that can be used repeatedly 


Rising diagonal slash that can be followed 
up with a horizontal slash 


Strong Attack 


Roll +Weak Attack 
Backstep +Weak Attack 
Two-Handed Weak Attack 
Two-Handed Strong Attack 


Two-Handed Roll + Weak Attack 
Two-Handed Backstep + Weak Attack 


Spinning diagonal slash 
Rising diagonal slash 


SCIMITAR 


A small curved sword with a narrow 


blade. The rapid slashing of the Curved Baard 


Wahtwelght scimitar hardly allows Slash 
the victim to catch a breath. Has a az ë 
sharp blade, but is rather ineffective 
against armor and hard skin. 0 10 
o 30 
0 30 
o 20 
Acqulred from The Lost Bastille (P), Varangian Sallor ä a 
(Dual Curved Swords) (E) 
Reinforcement Materlal Titanite 9 - 
no 15 
Repair Cost 660 
an 20 1 
o 30 
7 16 o 40 
3 B - - 16 


MANIKIN SABRE 


Small curved sword of the manikins 


of Harvest Valley. The pecular art eros Bard 
of puppetry is a vestige of the two Slash 
lost lands. The Queen, entranced WTI & 
by polson, used It to beckon 
unknowing souls to the defiled 7 il 
valley. o 20 
o 30 
o 20 
Acquired from Manikin (Curved Sword) (E) fj = 
Reinforcement Materlal Titanite o 6 
Repalr Cost 660 no 1 
16 1 
Ki] 
45 
25 


Crafted at the Lindelt Monastery to 
replicate an ancient, sacred scimitar 
characterized by its uniquely shaped 


tp. When a true master wields. DN esin pn 
this scimitar, their graceful chained 
attacks are described as mystical 0 10 
dances, and their deadly slashes as o 20 
tingering nightmares. û 20 
A 0 20 
Acqulred from Dark Spirit: The Painting Protector (E) Pi o e 
(NG+) 
Ei Oo 1 
Reinforcement Matertal Titanite 
1 
Repalr Cost 660 me sd 
15 1 
0 30 
9 2 0 0 0 40 
H.N Dm em s 
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MELU SCIMITAR 


Scimitar of Laddersmith Gilligan. gn 


Nothing notable about this weapon, 
except perhaps the luxurious jewels 
embedded In the hit. If your alm is 
to appear dazzling on the battlefield, 
this might just do Just the trick. 


WARPED SWORD 


A curved sword forged from the 
soul of the Flexle Sentry. Once 
straight, but later twisted to reflect 
its warped owner. Long ago, the 
dungeons overflowed with the 
accursed, and the King commanded 


a contorted sentry to deliver those 
who had no cells to a faraway land, 
and to make certain they were 
never heard from again. 
‘Acqulred from Strald of Olaphis (Soul Trade) (M) 


Reinforcement Material Petrified Dragon Bone 


Aecqulred from Laddersmith Gilligan (O)(E) 
Reinforcement Materlal Titanite 


Repalr Cost 705 
Repalr Cost 1205 
1 9 0 o NZE o 
D = -B- 5 E A = E 


Curved sword of warrior Vengart of 
Forossa. This sword Is battle-worn 
and terrbly rusted, but remains 

a deadly weapon owing to its 
Incredible welght. Legend has It 
that It was built to test the limits 
of the strength of Forossa knights, 
until Vengarl swung it about like 

a wooden plaything, claiming 
ownership by demonstration. 

Acqulred from Vengarl of Forossa (M) 

Reinforcement Materlal Twinkling Titanite 


Repalr Gost 730 


Curved sword forged from the soul 
of the Duke's Dear Freja. Its blade is 
coated with a sticky silk that is cast 
with each strong attack, slowing 
enemy movement. Supposedly, 
the duke himself, an eccentric soul 
fascinated with spiders, went on 

to take à form that was far from, 
human 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repair Cost 1185 


Note Strong Attack will launch a ball of sticky slik at the 
enemy, slowing their movement 


1o 26 a 0 
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CURVED GREATSWORDS 


Heavier and longer than the standard Curved Sword, Curved 
Greatswords lose some of their smaller cousin's attack speed, but 
gain a significant increase to attack power. Curved Greatswords 
tend to have arced and overhead type attacks, making them ideal Weak Attack 
to deal with multiple enemies at a time due to their range. Attacks 
with a Curved Greatsword tend to use up a lot of stamina due to its 
weight, and because of the angle of the attacks they also tend to 
have slightly shorter range than a normal Greatsword. As with the 
Greatsword, caution should be taken when facing other players with Backstop +Weak Attack 
this weapon as a missed swing will leave you vulnerable to attack. ‘Two-Handed Weak Attack 


General Attacks 


Attack |eseription 


Quick diagonal slash that can be followed up 
with a horizontal slash 


Overhead vertical slash that can be used 
repeatedly 


Overhead vertical slash 


Strong Attack 


Roll + Weak Attack 
Dashing diagonal slash 


Quick diagonal slash that can be used 
repeatedly 


Overhead vertical slash that can be followed 
up with a horizontal slash 


Two-Handed Roll + Weak Attack Spinning diagonal slash 
Two-Handed Backstep + Weak Attack __Dashing horizontal slash 


MURAKUMO 


A curved greatsword sald to have 
been brought to this land by an 
foreign warrior. Hold with both 
hands to make parrying posslble. 


Two-Handed Strong Attack 


60 
The exquisitely crafted wide blade 
makes deadly use of both Its welght Ld 
and smooth slicing action. A tough 40 
training regimen Is required to pe 
master this sword. ae 
Aequlred from Weaponsmith Ornitex (M) 5 
Reinforcement Material Titanite = 
Repalr Cost 1185 Ei} 
2 
40 
20 20 70 
E B 1 
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ARCED SWORD 


A curved greatsword forged from 
the soul of the Flexlle Sentry. There 
Is something unsetting, and at 

the same time beautiful, about ts 


G 
long curved blade, Long ago, the 
dungeons overflowed with the 1 
accursed, and the King commanded wo 
a contorted sentry to deliver those pe 
who had no cells to a faraway land, 
and to make certain they were never heard from again. 20 
Acqulred from Straid of Olaphis (Soul Trade) (M) = 
Reinforcement Materlal Petrified Dragon Bone zl 
20 
Repalr Cost 1270 
Lam 2 
Ei] 
26 16 o o 7 
B Ön m- 8 


A curved greatsword forged from 
the soul of the Ancient Dragon. 

In the Age of Anclents, the world 
was unformed, shrouded by fog. A 
land of grey crags, archtrees, and 
everlasting dragons. 


Acqulred from Weaponsmith Ornitex (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repair Cost 1685 

Note Strong Attack will unleash a wave of energy In 
front of you, hitting everything In its path 


20 1e a 


KATANAS 


Katanas are great all-round weapons, and due to their wide variety 
of attacks, can be used in many different situations. Katanas are 
relatively light and have a good attack range, making it a great 
weapon whether you are facing one or multiple enemies. Even 
though Katanas have many things going for them they should still 
be wielded with caution, as their delicate constitution means they 
have relatively low durability compared to other weapons; be sure 
to keep Katanas constantly repaired so you don't end up breaking 
them in the middle of a fight. 


UCHIGATANA 


A katana of unknown orlgin. 
Crafted with a peculiar yet refined Katana 


technique. The finely-sharpened SlastvThvust 

blade of à katana slices with 00220 pn 
unmistakable smoothness, but 

should be wlelded with caution, as 7 = 
Íts delicate constitution means it's 0 30 
easily worn, = 5 
0 20 
Acqulred from Steady Hand McDuff (M) 5 5 
Reinforcement Materlal Tianite il 5 
Repalr Cost 800 1 « 
20 1 
o KJ 
1 16 Ei 


B : 


A katana of unknown origin. 
Crafted with a peculiar yet refined 


technique. The extremely long SlashyThrust 
blade allows for strikes from great 45 
distance, but its construction makes 
It extremely fragile. ee 
30 
0 
20 
‘Acquired from Dragon Shrine (P), The Pursuer (E) zE 
ING++) 
Reinforcement Materlal Titanite ne 
15 
Repair Cost 840 E 
30 
20 


1e 2 o o 
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General Attacks 


Attack Description 

Quick diagonal slash that can be followed up 
daelen with a rising diagonal slash, 
Strong Attack Long range thrust that can be followed up 


with a rising diagonal slash 
Rising diagonal slash 
Dashing thrust 


Quick dlagonal slash that can be followed up 
with a rising diagonal slash, 


Slow diagonal slash that can be followed up 
with an overhead vertical slash 


Quick horizontal slash 
Dashing thrust 


Roll + Weak Attack 
Backstep + Weak Attack 


Two-Handed Weak Attack 


Two-Handed Strong Attack 


Two-Handed Roll + Weak Attack 
Two-Handed Backstep + Weak Attack 


BLACKSTEEL KATANA 


Blacksteel katana wielded by 
Alonne Knights. One of the 
sturdiest types of katana, preferred 
by masters of the qulck-draw. In 
the heyday of his land, the Old 
Iron King fancied entertaining 
dubious and eccentric guests from 
faraway lands. Most of them were 
charlatans, but amongst the riff-raff 
were true masters of authentic and refined arts, 


Acqulred from Alonne Knight (E) 
Reinforcement Materlal Titanite 
Repair Cost 840 


u 25 o o 
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CHAOS BLADE 


A katana of unknown origin 


Damage to foes also damages its Katana 
owner. The peculiar pattern upon StastThvust 
the blade suggests the sinister 106265 45 
nature of this cursed blade. It is an 
alluring vortex, and à lonely soul je, zl 
Acquired from Weaponsmith et m 
Omlfex (Soul Trade) (M), o Ki 
Weaponsmith Ornifex (M) (NG+) ë 5 
Reinforcement Materlal Petrified Dragon Bone 5 5 
Repair Cost 1265 ä ä 
Note This blade will sap the life of its wielder with every 150 1 
successful attack 
15 
o Kij 
12 5 o o 0 
ONE : 


A katana with a terribly worn 


BERSERKER BLADE 


The katana of aberserker by ts 
name. The thick, shiny black blade Ketarn 
cuts exquisitely. Its origins and Stash/Tust 


owner are unknown, but at some 


160240 46 
point the blade became known by 
this name. 0 10 
0 30 
4 
0 30 
o 20 
Acqulred from Dark Spirit: Samurai Sorcerer (NG+) ä Ei 
Reinforcement Materlal Twinkling Titanite ü 
Repair Cost 1240 1eo 6 
20 15 
o 30 
18 1e o 0 Oo 40 


Katana of Grave Warden Agdayne. 


blade. Appears useless, but is In Kare Has a crystal-clear blade and a Katana 
fact coated with deadly polson. SlashVThust strong attack that slices through Stash/Thrust 
This sword has clalmed countless 1634230 & enemy shields. This katana was 115230 pr 
victims, and the bloodstains ypon originally wielded by the one who 
Its blade have turned to poison. 0 ke gave us the first death, and st 0 10 
o Ki) exists Imperfectly between planes. o 30 
0 ki 0 30 
0 20 0 20 
Acqulred from Shrine of Amana (P) BNG = Acqulred from Merchant Hag Melentia (M), Grave d 7 
Warden Agdayne (Q) 
Reinforcement Materlal Twinkling Titanite 0 pee ö De 
Repair Göet 600 Reinforcement Materlal Titanite Repalr Cost 1725 
150 15 130 156 
Note Strong Attack will allow you to plerce through 
2 15 shields 15 1 
0 koi 0 30 
DT er ermm 
" 18 o o o 4 12 28 o o o 20 
NE : RR B a m- 3 
Thrusting swords are light swords with fine tips that focus on pri- 
marily thrusting based attacks, making them very useful for piercing 
hard-skinned foes. Attack speed is also very good with these weap- A large thrusting sword with a vat Blond 
ons, and they can be used to chain a number of attacks in quick Bede ie berld ll ne 
jn 
succession; some Thrusting Swords will even allow you to parry ifor ct enernlas ant Leer = 
when dual wielding. They're also one of the few weapon types that attack can even Infict daags ROAS EN) 5 
can be used to attack even while holding up a shield, allowing you upon foes hiding behind shields. 0 da, 
to damage enemies while still protecting yourself. Although they Though primarily a thrusting sword, o 30 
have lower base damage than similar sized weapons, this is offset ne aen also be used to slash o 30 
somewhat by the fact that they generally have higher critical dam- innn o 20 
ich mak m ideal for players that lik Acqulred from Goblin (Hammer) (E), Hollow Soldier 
age rates, which makes them ideal for players that like to parry. Due frieotng Onerd & ariete (En Eler Lentorae o 15 
to having primarily thrusting based attacks, they are also effective o 16 
when fighting enemies in narrow spaces, since you'll never have to Reinforcement Matertel Tianke Ee E 
worry about accidentally striking a wall. Repair Cost 645 es 5 


General Attacks 


Attack Description 


Weak Attack Quick thrust that can be used repeatediy 
Strong Attack Slower thrust that can be used repeatediy 
Roll +Weak Attack Quick thrust 

Backstep +Weak Attack Dashing thrust 


Two-Handed Weak Attack 
Two-Handed Strong Attack 
Two-Handed Roll + Weak Attack 
Two-Handed Backstep +Weak Attack 


Quick thrust that can be used repeatedly 
Slower thrust that can be used repeatediy 
Quick thrust 

Dashing thrust 
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RAPIER | 


A standard thrusting sword. 
Thrusting swords are light swords 
with fine tips that can be used 
while holding up a shield, and are 
effective for parrying. Use quick 
thrusts to damage hard-skinned 
foes. Also effective when fighting in 
narrow spaces. 


Acqulred from Goblin (Hammer) (E), Blacksmith 
Lenigrast (M) 


Reinforcement Materlal Titanite 
Repalr Cost 630 


ESPADA ROPERA 


Thrusting sword of Chancellor 
Wellager. Forged with rare 
gelsteel. A masterpiece of the 
great blacksmith Liewellyn that he 


A slightly stubby thrusting sword. 
Has a sharp, sturdy blade designed 
for thrusting. The Mail Breaker 

has limited reach, but a powerful 


Thrusting Sword 
Thrust 


1152230 45 
erltical attack. Effective against brought along as a gift when he left 
foes donning thick armor or with Mirrah for Drangleic 19 
naturaly hard skin 30 
30 
20 
Acqulred from Forest of Fallen Glants (P), Armored Acqulred from Chancellor Wellager (Q) E 
Skeleton (Thrusting Sword & Shield) (E 
vid dsg Reinforcement Materfal Titanite zi 


Reinforcement Materlal Titanite Repalr Cost 555 Repair Cost. 1165 


Note Strong Attack will allow you to plerce through 


S RAPIER 


An exquisitely decorated rapier. 


Manscorplon Tark's thrusting sword. 


Sald to belong to a prince who The scorpion pincer guard contains Tiwasting Baord 
appears In an ancient tale. There Thrust polson, which is injected into foes Thrust 
are numerous varlations of the gote 4 pierced by the blade. Tark's past Is, tds Fr 
story of the prince who wandered ie à thing obscure. But then again, 
the lands and eventually became ) mn do any of us know who we are, let El 10 
Undead, The majority of these tales o Ki alone what we may have been? o 30 
end In tragedy, but there are some o 2 o zo 
exceptions. 
o 2 o 20 
‘Acqulred from Huntsmar’s Copse (P) Acquired from Doors of Pharros (P) 
8 Ie Manscorplon Tark (Q) non, el 
Reinforcement Matorlal Titanite ö ä 1 
Reinforcement Materlal Twinkling Titanite 
Repalr Cost 1090 10 1 voo 6 
Repair Cost 645 
wo 1 1 1 
2 o 20 
45 30 
EE 2 


CHAOS RAPIER SPIDER'S SILK 


Rapier of darkness and chaos. Thrusting sword forged from the 
Navlaan claims to have sealed soul of the Duke's Dear Freja. ts 

/ himself away to prevent tragedy, P 4 needle-like blade can easily pierce 
/ but could a sorcery truly possess the seams of the toughest armor. 


Thrusting Sword 
Thrust 


722180 46 


a will of its own? Truth can be Supposedly, the duke himself, 


elusive, and the tales surrounding an eccentric soul fascinated with o Ko 
him are questionable. Only, it is spiders, went on to take a form that 0 ú 30 
clear a strange power possesses was far from human. ö Bd 
this sword. 0 20 
Aecqulred from Enhanced Undead (E) Acquired from Weaponsmith Ornifex (Soul Trade) (M) o 15 
Reinforcement Material Twinkling Titanite Reinforcement Material Petrified Dragon Bone o 15 
Repalr Cost 630 Repair Cost 1130 100 15 
Note Strong Attack will allow you to plerce through 1 16 
shields 
0 10 
30 
06 
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AXES 


Axes generally are heavier and have shorter range than swords, 

but tend to make up for this by boasting higher damage. Attacks 
tend to be either horizontal or vertical, giving you the flexibility to 
use whatever is best in a given situation. Their wide horizontal arcs 
also make them ideal for dealing with multiple enemies, although 
caution should be taken due to the smaller reach. It can be tempting 
to swing an Axe with wild abandon, but effective use of an Axe de- 
mands caution and precise timing, due to the fact that each swing 
leaves its wielder vulnerable to attack. 


General Attacks 


Attack |eseription 

Quick diagonal slash that can be followed up 
Waak Altman with a horizontal slash 
aios ad Overhead vertical slash that can be followed 


up with a horizontal slash 
Overhead vertical slash 
Dashing diagonal slash 


Quick horizontal slash that can be used 
repeatediy 


Overhead vertical slash that can be followed 
up with a diagonal slash 


Overhead vertical slash 


Roll + Weak Attack 
Backstep + Weak Attack 


Two-Handed Weak Attack 


Two-Handed Strong Attack 


Two-Handed Roll + Weak Attack 


Two-Handed Backstep + Weak Attack __Dashing horizontal slash 


HAND AXE INFANTRY AXE 


A crude hand axe. More of à tool 
than a weapon. Its short range 
necessitates close-range, and 
therefore perllous, combat. Does 
a respectable amount of damage, 
however, considering its relatively 
light welght 


Acqulred from Forest of Fallen Glants (P), Merchant Hag 
Melentia (M) 


Reinforcement Ma’ 
Repalr Cost 520 


al Titanite 


LJ a o o 
D - = 


An axe crafted for battle. Axes 
generally deal more damage than 
swords, but each swing leaves 

Its wielder vuinerable. One is 
tempted to swing axes with wild 
abandon, but in fact their effective 
manipulation demands caution and 
precise timing. 


Acqulred from Goblin (Bare fists) (E), Blacksmith 
Lenigrast (M) 


Reinforcement Material Titanite 
Repalr Cost 805 


An oddly large butcher's knife. Not 
your standard weapon, but certainly 
deadly enough to be utilized as one. 
Absorbs the HP of foes. Who in 
their right mind would create such 
a thing? Perhaps it Is best not to 
dwell on how it was likely used in 
the past 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M) 
Relnforcement Material Petrified Dragon Bone 
Repalr Cost 1270 


Note Absorb the HP of foes with every successful 
attack 


25 a o 
E ei En 


o 
-R-B- 
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An axe wielded by Drangleic 
Infantry. A makeshift, crude weapon 
that deals an underwhelming 
amount of damage 


Acquired from Hollow Infantry (Axe) (E) 
Reinforcement Materlal Titanite 
Repalr Cost 580 


An axe of bandits of the Forossan 
outskirts. Very sturdity built for 

the armament of a bandit. When 
Forossa fell to war, its citizens 
were left landless, and entirely 

to their own devices. Many were 
reduced to thlevery, while Forossan 
knights scattered to other lands as 
seliswords. 


Acqulred from No-man's Wharf (P) 
Reinforcement Material Titanite 
Repalr Cost 845 


An axe used by the nomadic Gyrm. 
At first glance this axe appears 
erude, but with further examination 
one sees the fine craftsmanship 


56 
of Gyrm blacksmiths. Quite heavy 
for a human, but flung about with 10 
reckless abandon by the Gyrm. 30 
30 
30 
Acquired from Doors of Pharros (P) 5 
Reinforcement Material Titanite 5 
Repalr Cost 845 6 
20 1 
o 30 
28 a 0 L go 


The beloved black axe of the gallant 
Shieldless Lothian, formerly of 
Forossa. No warrior matched the 
ferocity of unbeatable Lothian, 

but he abruptiy retired from the 
battlefield and was never heard 
from again. Some say that he grew 
tired of the frailty of human foes, 
and set off to slay the legendary 


dragon, 
‘Acqulred from Shaded Woods (P), Shrine of Winter (P) 
Reinforcement Materfal Twinkling Titanite 

Ropalr Cost 805 


An axe with an unusual design. 
Found in the Undead Purgatory. 
The chains and spikes wrapped 
around the axe cause bleeding, 
but weaken the axe's effectiveness 
When slashing. Accessories that 
are added to a weapon for the sole 
purpose of tormenting foes can 
often detract from the weapon's 


natural effectiveness, 
Acqulred from Chancellor Wellager (M) 
Reinforcement Materlal Titanite 
Repair Cost 805 


GREATAXES 


Greataxes are designed to inflict heavy damage and require a high General Attacks 
amount of Strength to wield. Due to their heavy size Greataxes are 
used to mostly smash your opponents either from above or from 
the side, as each swing of the Greataxe requires the full force of the Weak Attack Diagonal slash that can be followed up with 
body. The Greataxe does have a few drawbacks, however; it has a tael 
small attack range, meaning you need to be very close to enemies Strong Attack Slow overhead vertical slash that can be 
in order to deal damage, and due to how heavy it is each swing will ord 
leave you wide open to attacks. Each swing with the Greataxe will Rol + Weak Attaok Spinning horizontal slash 
also use up a considerable amount of stamina. Backstop + Weak Attack Dashing vertical slash 
‘Two-Handed Weak Attack Diagonal slash that can be used repeatedly 


RP Dan Slow overhead vertical slash that can be 
CRESCENT AXE ro nne Bron Ae used repeatedhy 


A bronze greataxe with a crescent- 
shaped blade. Its long handie 
glves the weapon great reach. One 
senses that this axe was once 
Imbued with a sacred power, but 
only traces of It remain. Perhaps 
those who blessed this axe are no 
longer with us. 


Acqulred from Brightstone Cove Tseldora (P) 
Reinforcement Materlal Twinkling Titanite 
Repalr Cost 770 


A greataxe wielded with both 
hands. This greataxe, crafted 

with a gigantic, welghty blade, Is 
designed to Inflict heavy damage, 
and requires inhuman strength to 
handle. Each swing of the greataxe 
requires the full force of the body, 
leaving the wielder wide open. 
Mastering this weapon will require 
the most thorough training of both body and mind 


Acqulred from Dark Spirit: Melinda the Butcher (E), 
Steady Hand McDuff (M) 


al Titanite 


Reinforcement Ma’ 
Repalr Cost 1365 


En 1o 0 o 
c E = -B-B- 


Two-Handed Roll + Weak Attack Spinning horizontal slash 
Two-Handed Backstep + Weak Attack __Dashing vertical slash 


A greataxe of bandits of the 
Forossan outskirts. Very sturdy rm 
built for the armament of a bandit. Slash 


When Forossa fell to war, Its 


EA 120-200 55 

citzens were left landless, and Z 
entirely to their own devices. Many J Le 
were reduced to thievery, while do 30 
Forossan knights scattered toother Md 0 a0 

lands as sellswords, 

id 0 30 
Acquired from The Gutter (P) Re EE 
Reinforcement Material Titanite Ms ie 
Repair Cost 855 El 1 
45 15 
o 40 


mmm 
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DRAKEKEEPER'S GR 


An extremely sturdy pitch-black 
greataxe. Colossal warriors 
staunchiy watch over the shrine, 
ready to defend ts resident, or 
allow one worthy enough to be 
granted audience, 


‘Acqulred from Dragon Shrine (P) 
Reinforcement Materlal Titanite 
Repair Cost 1220 


Greataxe wielded by knights 

who served a lord of light in a 
long-forgotten age. Even after their 
flesh was charred by flame, they 


226440 
remained as strong as ever, and 
stood watch, challenging visitors to q 
their land. 805120 
o 
0 
Acqulred from Iron Keep (P) 5 
Reinforcement Materlal Twinkling Titanite 5 
Ropalr Cost 1150 no 
46 


Li 
cE-B- 


GIANT STONE AXE 


Greataxe forged from the 

Last Giant's soul. This weapon 
resemnbles a primitive stone tool, 
but is quite powerful owing to Its 


LION GREATAXI 


Greataxe wielded by Lion Clan 
warriors. The finely-crafted blade 
cuts smoothly, evidence that the 
lon clansmen are much more than 


Greate 
Slash 


169 »400 55 
vulgar beasts. # immense size, The Giants were 
Á eventually defeated by an unnamed 9 10 
hero, but alas, victory came all 0 20 
too late, o 20 
0 30 
Acqulred from Lion Clan Warrior (E) ‘Acqulred from Strald of Olaphis (Soul Trade) (M) d 5 
Reinforcement Materlal Titanite Reinforcement Matertal Petrified Dragon Bone á ië 
Ropalr Cost 1005 Repair Cost 1650 406 6 


A greataxe used by the nomadic 
Gyrm. At first glance this greataxe 
appears crude, but with further 


In legend, this oddly-shaped 
greataxe is sald to be forged from 
the black dragorís tall, As It Is told, Slash 


examination one sees the fine 


the black dragon lost Its tall to 


56 +300 56 
craftsmanship of Gyrm blacksmiths. a brave warrior In à magnificent 
Quite heavy for a human, but battle, and the tail was later used to 5) B 
swung about with reckless abandon forge several legendary weapons. 0 30 
by the Gyrm, o 30 
0 30 
‘Acqulred from Gyrm Warrior (Dual Greataxe) (E), Acqulred from Dragon Knight (Greataxe) (E) 5 Ee 
Lonesome Gavan (QNE 
kaa Reinforcement Materlal Petrified Dragon Bone o 6 
Reinforcement Matorlal Titanite 
Repalr Cost 1575 wo 1 
Repalr Cost 1150 
45 15 
0 40 
70 
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HAMMERS 


Hammers have the ability to break the guard of a shield, making 
them very useful against highly defensive opponents. Attacks with 
Hammers tend to be faster than that of Axes and they also recover 
quicker, although they do share a similar short attack range. Ham- 
mers allow for many horizontal and diagonal based attacks, making 
them not only useful for tackling multiple enemies, but also against 
single targets that constantly have their shield up; by carefully 
pounding away at their guard you will eventually be able to crack 
open their shell 


CLUB 


A wooden club. A primitive weapon, 
to be certain, but quite powerful, so 
much so that it can break the guard 
ot a shield. 


Acqulred from Goblin (Sling) (E), Rogue (Hammer) (E), 
Merchant Hag Melentia (M) 


Reinforcement Materlal Titanite 


Repalr Cost 660 
12 3 o o 
A - = -H-B- 


battle. The mace is the archetypal 
blunt weapon. It has à primitive 
appearance, but also many 
advantages, Including the ability to 
break the guard of à shield, Keep 
the proper distance from your foe, 
and this can be a very effective 
weapon. 


‘Acqulred from Huntsman's Copse (P), Goblin (Sling) (£), 
Blacksmith Lenigrast (M) 


Reinforcement Material Titanite 
Ropalr Cost 810 


MORNING STAR 


A club fitted with a spiked head. 
The spikes of this blunt weapon 
cause bleeding. Normally wielded Stra 
by clerlcs, but clearly intended to 


draw blood. a 
0 10 
0 30 
o x 
o 40 
Acqulred from Huntsmar's Copse (P), Majula (P), Blue à es 


Sentinel Targray (M) 
Reinforcement Materlal Titanite 
Repalr Cost 810 


ee 2 = 
5 d o o o gj 
NE IE 


General Attacks 
Attack 


| Description 


Rising diagonal slash that can be followed 
up with a diagonal slash from above 


Diagonal slash that can be followed up with 
a spinning diagonal slash 


Overhead vertical slash 
Rising diagonal slash 


Quick diagonal slash that can be followed up 
with a rising diagonal slash 


Diagonal slash that can be followed up with 
a horizontal slash 


Weak Attack 


Strong Attack 


Roll +Weak Attack 
Backstep +Woak Attack 


Two-Handed Weak Attack 


Two-Handed Strong Attack 


Two-Handed Roll + Weak Attack 
Two-Handed Backstep + Weak Attack 


Overhead vertical slash 
Dashing vertical slash 


REINFORCED CLUB 


A wooden club headed with nails. 
Designed as a deadller club, and 
certainly offers a stronger attack, 
but this club also seems quick to 


46 

fall apart, perhaps due to its shoddy 
craftsmanshi 10 
ao 
30 
40 
Acqulred from Laddersmith Gilligan (M) 5 
Reinforcement Materlal Titanite ië 
Ropalr Cost 845 6 
16 
20 
16 3 o o wo 
NE ‘ 


CRAFTSMAN'S HAMMER 


An old smithing hammer. Looks 
like à typical hammer, but Is In fact 

/ incredibly sturdy. Some say it was 
the hammer used long ago by a 
famed blacksmith of yore. 


Acqulred from The Lost Bastille (P) 
Reinforcement Materlal Twinkling Titanite 
Repalr Cost 810 


HAA: 
cl-N-0-m-wm- 
ALDIA HAMMER 


Hammer used by Aldian acolytes. 
Not used as a weapon, but as an 
Instrument to dissect the bodies of 
the victims of their experimentation, 
They say that Lord Aldia was the 
King's elder brother and helped 


found Drangleic, but he later lost 30 

Interest In the land's fortunes. 30 

40 

Acqulred from Dragon Acolyte (E) 15 
Reinforcement Materlal Titanite 6 
Repalr Cost 770 15 
20 15 

0 40 

18 Ld 0 0 60 
EBR On m- ze 
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HANDMAID'S LADLE 


An ordinary kitchen ladie. He who 
chooses this as a weapon either 
faces extenuating circumstances or 
has an odd sense of humor. If you 
care for your life, leave this one in 
the kitchen. 


Acqulred from Milibeth (Q) 


Reinforcement Matorlal Titanite 
Repalr Cost 405 


0 


-B-B- 
R 


BLACKSMITH'S HAMME 


An ordinary hammer used by a 
blacksmith. Can be used as a 

é { hammer, but not to any great effect, 
as It was made to shape weapons, 
not serve as one. 


Acqulred from Blacksmith Lenigrast (OE) 


Reinforcement Material Titanite 
Repalr Cost 620 


0 
ide Be 
THE INSOLENT 


The mace of formerly high-ranking 
elerlcs. It is combined with a sacred 
chime, and can cast miracles and 
hexes with strong attack. The clerics 
held venerated positions once, but 
now, their souls wander aimlessly In 
the depths of à murky darkness. 


Acqulred from Undead Crypt (P) 
Reinforcement Matorlal Titanite 
Repair Cost 1270 


Note This Mace Is combined with a Sacred Chime, 
allowing you to cast Miracles and Hexes by using Strong 
Attack 


PE en eeens 
KS wo 0 1o 
D c z -R: Be 


ARBED CLUB 


A club forged from the soul of the 
Flexie Sentry. The spikes covering 
Its length are as vle as the sentry 
Itself. Long ago, the dungeons 
overflowed with the accursed, and 
the King commanded a contorted 
sentry to deliver those who had 
no cells to a faraway land, and to 
make certain they were never heard 
from again. 


Acqulred from Straid of Olaphis (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repalr Cost 1310 


Er eer ermm) 
Bj 20 18 o o 
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In legend, this oddly-shaped war 
hammer is sald to be forged from 
the black dragori's tail. As it Is told, 
the black dragon lost ts tall to 

à brave warrior in à magnificent 
battie, and the tall was later used to 
forge several legendary weapons. 


Acquired from Dragon Knight (Warpick) (E) 
Reinforcement Materlal Petrified Dragon Bone 
Repalr Cost 1310 


0 
IE 
IOMUNCULUS MACE 


A pole with lumps attached to It 
Found In the manor in Alda. Heavler 
than a standard mace, but with 
more effective striking owing to 

Its hard lumps. In the far eastern 
outskirts of Drangleic lies an old 
manor that Is now long forgotten. 
As it should be, for the things that 
lurk there are better left unknown 


Acqulred from Chancellor Wellager (M) 
Reinforcement Materlal Titanite 
Repalr Cost 810 


GREAT HAMMERS 


Big and heavy, Great Hammers are designed to simply smash your 
foes and are extremely effective against common shields. Great 
Hammers have a long attack range and their attacks mostly consist 
of smashing your opponents either from above or from the side. 
Due to how large and heavy they are, however, any missed attacks 
will leave you extremely vulnerable so careful timing is required. 
However, anything hit by this gigantic weapon will take a tremen- 
dous amount of damage, and its moveset makes it perfect for 
taking on multiple enemies. Caution should be taken as the heavy 
weight will take its toll on your stamina bar, and wielding them in 
two-hands is recommended for the most effective usage. 


LARGE CLUB 


A large wooden club, Not an 
elegant weapon by any means, 
but a beastly thing with plenty of 
welght to easily break à shielded 
defense. 


Acqulred from The Lost Bastille (P) 
Reinforcement Material Titanite 
Repalr Gost 1340 


26 


GREAT CLUB 


A glant wooden club made from 
the branches of a towering tree 
Designed to smash foes. Simple 
but terribly effective against 
common shields. 


Graat Hammer 
Strka 
2102420 45 


] a 0 
a 20 
a 20 
a 40 
Acqulred from The Gutter (P) a 15 
Reinforcement Materlal Titanite 0 6 
Repalr Cost 2155 100 16 


A pickaxe used for mining. Not 
Intended as a weapon, but packs a 
B 4e powerful punch. This tool, designed 
to crush hard rock, can easily 
puncture weaker forms of armor. 


‘Acqulred from Brightstone Cove Tseldora (P)* 
Reinforcement Materlal Titanite 
Repalr Cost 845 


100 15 
50 15 
0 20 
z 8 0 o o eo 
c = = -B-B- 8 


General Attacks 


Weak Attack Overhead vertical slash that can be used repeatedly 


Spinning diagonal slash that can be followed up with 
an overhead vertical slash 


Rising diagonal slash 
Rising dlagonal slash 


Strong Attack 


Roll + Weak Attack 
Backstep +Weak Attack 


Spinning diagonal slash that can be followed up with 
a diagonal slash 


Overhead vertical slash that can be followed up with a 
spinning horizontal slash that hits twice 


Rising diagonal slash 
Dashing vertical slash 


Two-Handed Weak Attack 


Two-Handed Strong Attack 


2H Roll + Weak Attack 
2H Backstep +Weak Attack 


Ol 


NIGHT HAMMER 


An undated great hammer. Wielded 
by a warrlor from a time so ancient 
that there exdsts no record of his 
endeavors. Has extremely low 
durability. Sometimes, just as a 


Great Hammer 
Striko 
200400 46 


thing falls to pieces, it unleashes Its 0 10 
last flash of great power. o 30 
o 30 
0 40 
Acqulred from Drangleic Castie (P), Old Knight (Great 5 ri 
Hammer) (E) 
Reinforcoment Materlal Titanite sl sl 
100 15 
Repair Cost 1550 
0 1 


e 
8 


B o 
BNB nn s 
ARCHDRAKE MACE 


A mace normally issued to clerics 
of the Archdrake sect of Lindelt. 
The land of Lindelt is governed by 
stringent laws, and those who dare 


Great Hammer 
Stiko 


110220 46 
defy them are punished without 

mercy. Ù U 

o 30 

o 30 

o 40 

Acquired from Lindelt Cleric (E) o 6 

Reinforcement Materlal Titanite o 15 

Repalr Cost 1130 100 15 

60 16 

o 30 

o 60 


EN ZK ZENE 
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“There is a 1/1000 chance that a special piglet will spawn in Brightstone Cove Tseldora's 
Royal Army Campsite. If it doesn't appear, resting at the Bonfire or otherwise resetting the 
area wil give you another chance to find him. This plglet is not hostile and will follow you. 
If you can take him all the way to the mushrooms in the bottom of the Cove, he'll eat the 
mushrooms and you'll get the Pickaxe. The mushrooms are in the building following the 
erystal damage floors. 
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GIANT GIANT WARRIOR CLUB | CL 


Club of the Glants that besieged 


€ Drangleic. Nothing more than à | ETT Hammer 
boulder bound to a tree, but a very Strka 
\e s powerful, if primitive, weapon. A 230»460 


human would require great strength 


to wield this Glant-sized club, 0 

a 

o 

a 

Acqulred from Memory of Vammar (P) 0 

Reinforcement Materlal Titanite o 
Repalr Cost 1760 100 
eo 

a 

dd Oo 


MALFORMED SKULL 


The skull of some unidentified Evan 


creature. Swing as a great hammer 
to use as a weapon. Posslbly the 
skull of a dragon. A rare specimen, 


Stro 


245 +490 
likely too rare to be swung about 
wallen 8 
0 
0 
0 
Aequlred from Enhanced Undead (E) o 
Reinforcement Materfal Titanite o 


Repalr Cost 1445 


A great hammer used by the 


nomadic Gyrm. A makeshift weapon ET Hemmer 


created from a blacksmith’s anvl. As Sta 
heavy as It appears. Crafted rather 21540 46 
shoddlly, but each hit landed is 
certain to inflict serious damage. 0 Ld 
o » 
o Ei} 
o 4 
Acqulred from Gyrm Warrior (Great Hammer) (E) 5 = 
Reinforcement Materlal Titanite ú = 
Repair Cost 1550 100 1e 
eo 15 
o Ki 
Ei 
B ad 
EPER'S GREAT HAMMER 
An extremely sturdy pitch-black med 
great hammer. Colossal warriors Grant Hemmer 
staunchly watch over the shrine, Ste 
ready to defend its resident, or 2052410 45 
allow one worthy enough to be 
granted audience. 0 Led 
o Ki 
o Ki 
o 4 
‘Acqulred from Drakekeeper (Great Hammer) (E) á E 
Reinforcement Materlal Titanite a 6 
Repair Cost 1655 100 15 
B 15 
Kij 
L 70 
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An extremely sturdy pitch-black 
war hammer. Colossal warriors 

staunchly watch over the shrine, 
ready to defend ts resident, or 

allow one worthy enough to be 

granted audience. 


Acqulred from Drakekeeper (Hammer) (E) 
Reinforcement Materlal Titanite 
Repalr Cost 990 


Great hammer made of unknown 
materlals. Perhaps it Is stone, or 
even wood. The origins of its name 
are unclear. Its tremendous welght 
suggests that It was never intended 
for humans. Perhaps It was an 
offering to the demons that appear 
In legend. 


Acquired from Sparkling Sisters Dyna &Tillo (M) 
Reinforcement Material Twinkling Titanite 
Repalr Cost 1445 


A glant dragon tooth used as a 
great hammer. As solid as à boulder, 
this tooth Is sald to be taken from 

a dragon, but the truth of this claim 
Is unclear. What is certain Is that it 
bears some mystical power, and its 
wielder gains resistance to magic 
and fre. 


Acqulred from Dragon Aere (P) 
Reinforcement Materlal Twánkling Titanite 
Repair Cost 2155 

Note Increased resistance to magic and fire 


One of the malformed weapons 
developed in Aldia. Swung like a 
great hammer. Appears to be à 
fragment of à glant shell, but ts, 
precise origins are unknown. The 
peculiar figure known as Lord Aldia 
attempted to uncover the secrets of 
life itself, and viewed the Undead as 
a key to this mystery. 


Acqulred from Aldia's Keep (P) 
Reinforcement Material Twinkling Titanite 


Repalr Cost 1630 


Graat Hammer 
Sika 

200400 46 
o 1 
o 20 
o 30 
o 40 
o 1 
o 1 
100 1 
35 15 
o 30 
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Great Hammer 
Strike 
300 »450 


MW amattunne Hammer 
Striko 
1132470 


Great Hammer 
Striko 
2882430 


DRAKEKEEPER'S WARPICK 


DEMON'S GREAT HAMME 


MALFORMED SHELL 


CHIME HAMMER 


Great hammer of the Royal Acgis. == — 
The power of this hammer's. 
blessing has not faded completely, 
despite its being exposed to the 


45 

dark of the Undead Crypt. Unleash 
its latent power with a strong Ld 
attack. Sir Velstadt, know as the zo 
Royal Aegis, gave himself to the 2 
King In both fe and death a 
Aequlred from Weaponsmith Ornifex (Soul Trade) (M) 15 
Reinforcement Materlal Petrified Dragon Bone E 
Repalr Cost 1945 
Note Two-Handed Strong Attack launches three orbs of 1 

darkness 

KJ 
40 12 12 12 ze 
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Great hammer forged from the 
soul of the Old Iron King. The tip is 
formed of molten rock. The corpse 
of the Old Iron King became the 


Great Hammer 
Strike 


1125280 46 
vessel that bred ichorous Earth. The 

heavy rock tip is formed of cooled o 10 

magma, with a stilkmoldering 50120 20 

core. Strong attack releases its o 30 

Inner power. ä Al 

Acquired from Weaponsmith Ornifex (Soul Trade) (M) ï EE 

Reinforcement Materlal Petrified Dragon Bone ä ë 

Repair Cost 1840 voo 16 

Note Strong Attack causes a flery explosion In front eo 1 

t 

of you á ä 

so 8 o o ee 
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SPEARS 


Spears allow you to attack foes from a distance with mostly thrust- 
based attacks, and are one of the few weapon types that allow you 
to attack while holding up a shield. Though Spears are effective 
against opponents with a strong defense, they have a narrow point 
of contact and are largely ineffective against shielded opponents 
Spears can use thrusting attacks in quick succession to deal dam- 
age, but have relatively poor stagger capabilities. They are best 
used in narrow areas where enemies will have trouble avoiding the 
thrusting attacks. Spears also have the benefit of being relatively 
light for a weapon that has long range, meaning you can attack from 
relative safety. 


SPEAR 


A standard spear. Spears allow one 
to attack a foe from a distance, and 

/ while holding up a shield. Thrusting 
attacks are effective even against 
opponents with strong defense, but 


they have a narrow point of contact nf Ld 
and won't effectively break through o Ei 
a shielded defense 5 - 
o Ei 
‘Acquired from Goblin (Bare fists) (E), Blacksmith 5 e 
Lenigrast (M) 
Reinforcement Materlal Titanite e Le 
130 10 
Repalr Cost 800 
en 2 1 
o 25 
50 


9 12 0 a 
Eee N- 0-0 


WINGED SPEAR 


A spear with winged lugs. Longer 
than standard spears, allowing for 
attacks from further away. Thrusting 
attacks are effective even against 
opponents with high defense, but 
they have à narrow point of contact 
and won't effectively break through 
a shielded defense 


Acqulred from Iron Keep (P), Dark Spirit: orgel the 
Sinner (E), Hollow Soldier (Spear & Shield) (E), Steady 
Hand McDuff (M) 


Reinforcement Material Titanite 
Repalr Cost 835 


General Attacks 


Attack Description 


Weak Attack Quick thrust that can be used repeatedly 


Diagonal slash that can be followed up with 
a thrust 


Quick vertical slash 


Strong Attack 


Roll + Weak Attack 

Backstep + Weak Attack 
Two-Handed Weak Attack 
Two-Handed Strong Attack 
Two-Handed Roll +Weak Attack 
Two-Handed Backstep + Weak Attack 


PIKE 


A spear with an extended pole. 
Ofters a very long reach, even 

for a spear, allowing for attacks 
from safer distances. Traditionaly 

a weapon of regimental rather 

than single combat due to Its 
unwieldiness. However, If you can 
manage to effectively step around 
an opponent, they wil hardly have a 


Dashing thrust 

Quick thrust that can be used repeatedly 
Slow thrust that can be used repeatediy 
Rising diagonal slash 

Dashing thrust 


chance to hit back, 
Acqulred from Earthen Peak (P) 
Reinforcement Materlal Titanite 
Repair Cost 725 


PARTIZAN 


A spear with a broad blade. The 
blade is widened and given extra 

4 weight to allow for slashing. The 
broader attacks of the partizan, 
however, make it less effective In 
narrow spaces. 


Acqulred from Weaponsmith Ornifex (M) 
Reinforcement Materlal Titanite 
Repalr Cost 1300 
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STONE SOLDIER SPEAR 


Spear of the castle stone soldiers. 
Sir Velstadt could always be found 
at the King's side, and followed 
him upon his ext. The knights In 
his service walted patiently for his 
return, until they turned to stone. 


Acqulred from Stone Soldier (E) 
Reinforcement Materlal Titanite 
Repalr Cost 835 


ILVERBLACK SPEAR 


A silverblack spear Imbued with the 
power of dark. The grave wardens 
vowed to ensure the tranqullty of 
those who slumber In the Undead 
Crypt. If one dares disturb them, 
the grave wardens make no 
allowance for stature or riches, and 
will readily bury them along with 
the others. 


Acqulred from Grave Warden (E) 


Reinforcement Materlal Titanite 
Repalr Cost 800 


9 16 8 8 
MRE 


HEIDE SPEAR RAGONSLAYER SPEAR 


A ranseur forged from the soul 
of the Old Dragonslayer. The 
spear of the knight known as the 
/ Dragonslayer was imbued with the 
N power of lightning, and shattered 
the stone scales of dragons. Strong 
attack unleashes its latent power. 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M) 
Reinforcement Materlal_ Petrified Dragon Bone 
Repalr Cost 1300 

Note Strong Attack launches a lightning spear 


A spear originating in Helde. A 
special alloy makes it very durable. 
The composition of the alloy of 
these spears remains à mystery, 
but In Drangleic the attempt to 
Imitate It resulted In the similar 
bradden steel 


Acqulred from Helde Knight (Spear) (E) 
Reinforcement Materlal Titanite 
Repalr Cost 1335 


'S SPEAR 


A long spear wielded by Pate. This 
appears to be a very ordinary spear, 
but seems to have accumulated 
power over the course of countless 
battles. It Is not always advisable 
to stand out. Especially If you have 
something to hide. 


Acqulred from Mild-Mannered Pate (O)(E) 
Reintorcement Maf 
Repalr Cost 800 


al Twinkling Titanite 
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CHANNELER'S TRIDENT 


A trident wielded by an old 
sorcerer. The tip Is sharpened so 
smoothly that it suggests a degree 
of madness. Use strong attack to 
perform a powerchanneling dance, 
the madness of which boosts the 
morale of nearby allies. 


Acqulred from Sparkling Sisters Dyna &Tillo (M) 
Reinforcement Materlal Titanite Repalr Cost 1260 


Note Two-Handed Strong Attack will allow you to 
perform a powerchanneling dance, giving an attack boost 
to you and any nearby allies 


SPITFIRE SPITFIRE SPEAR | 


A spear said to have been forged 
In Aldia. Contains the power of a 
great flame, which Is unleashed 
In a strong attack. The mysterlous 
Lord Aldia secluded himself 
Inside a manor to conduct varlous 
experiments. Those invited to the 
manor disappeared, replaced over 


time with malformed beasts that 
roamed Its halls. 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repalr Cost 1300 

Note Strong Sttack launches a fireball 


nnn 
10 1e o o 
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B 
JARGOYLE BIDENT 


A two-pronged spear that Imitates 
a weapon mentioned in an ancient 
text. Gargoyles are said to guard 
castles and forts from ill fortune, 
and they have appeared in many 
forms in all the great lands 
throughout history. Some of them, 
are so meticulously crafted that 
they look as If they might come 


to life, 


Acqulred from Straid of Olaphis (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repalr Cost 835 


HALBERDS 


Halberds have a variety of different attacks ranging from thrusts to 
large sweeping swings, and they inherit a lot of functionality from 
the two weapons they are derived from: Spears and Axes. Due to 
how heavy Halberds are, however, each swing will cause you to 

be slightly off balance, leaving you vulnerable to attack. The heavy 
weight will also use up a considerable amount of stamina, particu- 
larly for the sweeping attacks. Halberds have a high damage output, 
and their long range makes them excel at taking out multiple en- 
emies from a distance. Halberds are one of the few weapon types 
that cannot parry when held with both hands. 


A halberd characterized by a 
sharp beaked spike. This weapon 

Is swung down upon foes like a 
plckaxe, utilizing its own welght in a 
powerful attack. Can break through 
a shielded guard and deal damage 


Acqulred from Chancellor Wellager (M) 
Reinforcement Materlal Titanite 

Repalr Cost 745 

Note Strong Attack will allow you to pierce through 


shields 
1e 1 0 0 
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A scythe fitted with a large custom 
blade. Has an extended slashing 
reach when swung broadly, but 
beware, these attacks make the 
wielder very vulnerable, 


Acqulred from Shaded Woods (P), 
Steady Hand McDuff (M) 


Reinforcement Mat 
Repalr Cost 895 


2 Mn 
o lo 


al Titanite 
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General Attacks 


Attack |eseription 

Overhead vertical slash that can followed up 
Week Altaak with a thrust 
Strong Attack Overhead vertical slash that can be followed 


up with a horizontal stash 
Rising vertical slash 
Dashing horizontal slash 


Overhead vertical slash that can be followed. 
up with a diagonal slash 


Spinning horizontal attack that hits twice 
Quick diagonal slash 
Spinning horizontal attack 


Roll +Weak Attack 
Backstep + Weak Attack 


Two-Handed Weak Attack 


Two-Handed Strong Attack 
Two-Handed Roll + Weak Attack 
Two-Handed Backstep + Weak Attack 


IALBERD 


1 Halberds are combinations of axes 
and spears with unique bladed tips. 
Can be used In spearike thrust 
attacks, or In axe-ike sweeping 
attacks. The halberd challenges a 
warrlor‘s skills, but can be a very 
effective weapon when its two 
functions are applied property. 


Acqulred from Forest of Fallen Glants (P), Hollow Soldier 
(Halberd) (£), Blue Sentinel Targray (M) 


Reinforcement Material Titanite 


Repair Cost 945 
20 LEN 
D C 


MASTODON HALBERD 


Halberd of the Primal Knights that 
defend Dranglelc castle. The brutish Halberd 
and mighty Primal Knights wield Sash 
this halberd like à featherlight twig, 205540 dû 
but to the ordinary warrlor It is a 
chore to even hold up, owing to Its 0 10 
great weight. Terrible experiments o Ki 
were said to have taken place in o aö 
a hidden manor In Drangleic. The 
mastermind presiding over the deeds was thought to be - zl 
Lord Aldia. o 1 
‘Acqulred from Primal Knight (Living) (E), Primal Knight o 1 
(Undead) (E) 120 0 
Reinforcement Materlal Titanite Repalr Cost 990 40 No 


A spear that was embedded In a 
stone statue. According to an old 
local legend, a great spear was Slash 
used to defeat Santier, the walking 


123200 40 

statue. Perhaps this Is that very 
spear.… But it will be difficult to zl en 
utilize such a thing in the manner o 30 
of a spear. Your only choice is to o 20 

swing It around, and smite foes 
about the head. - z 
Acqulred from Doors of Pharros (P) 8 eg 
Reinforcement Material Twinkling Titanite 0 
120 10 

Repalr Cost 545 

a ES 1 
a 40 
20 22 o o A Oc 500 
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RIDERS HALBER 


Halberd of the Dragonriders, King 
Vendrick's royal guard. A highly 
versatile weapon that can slash, 
sweep, and thrust when wielded 
nimbly, and Is also imbued with 
magic. Demands great skill of its 
wielder, and thus served to test the 
worthiness of those who aspired to 
Join the Dragonriders. 


Acqulred from Straid of Olaphis (Soul Trade) (M) 


Reinforcement Materlal Ptrified Dragon Bone 
Repalr Cost 900 


% 
o 
0 A Oo 
= a ), 3 
BLUE KNIGHT'S HALBERD 
Halberd of Targray, Knight of 
the Blue. A fitting weapon for a Haerd 
/ shepherd of lost souls. Those who Slash 
put faith In an absolute good also pennen 
/ belleve In the existence of true 
zen \ evil, But to others, the distinction o 
/ between the two can be quite o 
unclear, o 
o 
Acqulred from Blus Sentinel Targray (E) ë 
Reinforcement Materlal Twinkling Titanite o 


Repalr Cost 945 120 
% 

o 

L o 

|| = 
IT HALBERD 


An undated halberd. Wielded by 
a warrior from a time so ancient 
that there exists no record of his 
endeavors. Has extremely low 


Slash 


1702340 
durability. Sometimes, just as a 
thing falls to pleces, It unleashes Its 0 
last flash of great power. o 
0 
0 
Acqulred from Helde's Tower of Flame (P) 5 
Reinforcement Material Titanite ö 
Repalr Cost 990 120 
% 
0 
OLD KNIGHT PIKE 
An undated pike. Wielded by a 
warrior from a time so ancient neen 
that there exists no record of his Slash 
endeavors. Has extremely low as 
durability. Sometimes, just as a 
thing falls to pieces, it unleashes its Ld 
last flash of great power. o 
o 
0 
Acqulred from Harvest Valley (P) di 
Reinforcement Materlal Titanite ü 
Repair Cost 945 120 
kJ 
0 


20 16 0 0 
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AN'S HALBERD 


Replica of the halberd of the loyal 
knight Syan. A meticulously-crafted, 


distinguished weapon. Sir Syan was 
K widely known as the kingdom’s 
Pa most loyal knight, and when the 


/ Giants invaded, he volunteered to 
lead the advance party, but was 
slaughtered most dishonorably. 
The King commissloned replicas of 

Syan's accoutrements and bestowed them to promising 
knights, but not long after they donned the armor did. 
they go thoroughly mad. 


Acqulred from Royal Guard (Halberd) (E) 
Reinforcement Materlal Titanite 


Repalr Cost 1445 


0 


-H-B- 
BLACK KNIGHT HALBERD 


Halberd wielded by knights who 


served a lord of light In a long- 
forgotten age. Even after their 


E Halbard 


Slash 
flesh was charred by flame, they d 213220 40 
remained as strong as ever, and 
stood watch, challenging visitors to 0 10 
their land 002120 30 

o 30 
o 35 

Acqulred from Shaded Woods (P) ï a 

Reinforcement Materlal Twánkling Titanite 0 10 

Repalr Cost 895 120 wo 

35 1o 
40 
7 


o 
cH-B- 
HALBERD 


Halberd forged from the soul of a 
Skeleton Lord. Imbued with the 
power of dark. The unsettiing skull 
carved into this halberd recalls the 
final moments of the Skeleton Lord 
from whom It was created. 


1 


‘Acqulred from Strald of Olaphis (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repair Cost 845 


16 id 12 12 
EE 


HELIX HALBERD 


A habberd with a helbeshaped 
handle, headed with a double blade. 
A complex design, some would 
say excessively so, that hides a 
spear within its handle. Although 
Its precise origins are unclear, Its 
construction appears to utilize 
techniques from the lost land of 
Olaphis. 


Acquired from Shrine of Amana (P) 
Reinforcement Materfal Twinkling Titanite 
Repalr Cost 1395 


REAPERS 


Reaper type weapons mostly consist of Scythes and Sickles, and 
they have good range, with mostly overhead and diagonal based 
slashes. Most Reaper type weapons are relatively light given their 
size, and are great for slicing foes from a distance. Reaper attacks 
can be chained together relatively quickly, although that will use 

up your stamina in a hurry. Both Sickles and Scythes are unable to 
parry attacks when held with both hands. Caution should be taken 
when using strong attacks with Reaper type weapons as you will 
be extremely vulnerable to attack if opponents are familiar with their 
movesets and your attack whiffs; both Scythes and Sickles also 
have a general weakness against enemies that move to your right 
side, since they do not cover well in that direction. Sickles do have a 
light attack that hits that side when two-handing them, however. 


A great scythe used to harvest 
grain. Normally used as à farm tool, 
not a weapon. It feels almost as If Stash 
there were power In Its glant blade, 


GREAT SCYTHE 
Pál Reaper 


ii 


1252250 4 
perhaps drawn from the fears of 

those hunted by this fearsome El Ee 

thing. o Ei] 

o 2 

o 4 

Acqulred from Titchy Gren (M) = 5 

Reinforcement Materlal Titanite o x 

Repalr Cost 690 wo 2 

1 2 

o 2 

0 60 

5 


A silver-black sickle Imbued with the 
power of dark. The large arced blade 
reaches around shields and inficts 
damage. The grave wardens vowed 


75150 55 

to ensure the tranquility of those 
who slumber In the Undead Crypt ĳ es 
If one dares disturb them, the grave 0 ko 
wardens make no allowance for 5 a 

stature or riches, and wil readily 
bury them along with the others. 0105 had 
‘Acqulred from Grave Warden (E) - Le 
o 1 
Reinforcement Materlal Titanite Repair Cost 770 ig 5 

Note Strong Attack vdll allow you to plerce through 

Shields ad ad 
o zo 
15 1o e 8 o eo 
ch -0-B-B- : 


HETE 


Created by strapping à large blade 
to a hilt. A crude makeshift weapon 

d with low durability. Primitive 
weapons can be more effective at 
evoking fear than more advanced 
efforts. Perhaps this is why the 
wielder chose this fearsome 
creation. 


Acqulred from Undead Jaller (E) 
Reinforcement Material Titanite 
Repalr Cost 885 


16 
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General Attacks 


Attack |escription 


Overhead vertical slash that can followed up 
Waak Allaah with a diagonal slash 


Slow diagonal slash that can be followed up 
with a faster diagonal slash 


Rising vertical slash 
Dashing horizontal slash 


Horizontal slash that can be followed up 
with a diagonal slash 


Horizontal slash that can be followed up 
with an overhead vertical slash 


Strong Attack 


Roll + Weak Attack 
Backstop + Weak Attack 


Two-Handed Weak Attack 


Two-Handed Strong Attack 


Two-Handed Roll + Weak Attack 
Two-Handed Backstep + Weak Attack 


Quick diagonal slash 
Running diagonal slash 


FULL MOON SICKLE 


A large sickle with a round blade, 
The thin blade, fortified with 


bradden steel, slices with a fine Slash 
smoothness, Hooks Into flesh, then RE mi 
% rips it apart to cause bleeding 4 dû 
o 20 
o 20 
o 4 
Acqulred from Artificial Undead (E), Dark Spirt: Crescent 
Sickle Phantom (E) ü ee 
Reinforcement Materlal Titanite ee 0 
no 20 
Repair Cost 925 
15 20 
enen q 2 
20 18 0 0 60 
B -D-m-m- ° 


CRESCENT SICKLE 


A sickle with a crescent-shaped 


blade. This sickle, enchanted by Eon 
magic, Is not intended as a weapon, Bf slash 
but rather a ceremonial instrument. 90180 40 
60110 20 
o 20 
0 20 
0 46 
Acqulred from Chancellor Wellager (MI, Brotherhood of ps 
Blood (C), Chancellor Wellager (M) (NG++) dl 
Reinforcement Materfal Titanite ke = 
no 20 
Repalr Cost 755 
15 20 
o 20 
12 1 2 o o Ei 
Be mm : 
(THE OF NAHR ALMA 
The scythe used by Titchy Gren, 
en and by bellevers In Nahr Alma, 
ìy god of blood. Normally used only 
In ceremonies. Imbued with the pi 
power of dark. This is no place for 
talk of such things, however. Li 
20 
20 
eo 
Acqulred from Merchant Hag Melentia (M), 
Titchy Gren (a) 20 
Reinforcement Materfal Twnkling Titanite a 
20 
Repalr Cost 800 
20 
20 
La 12 2 12 50 
TE s 
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BONE SCYTHE 


Scythe forged from the soul of 
the Covetous Demon. The curved 
spine of the Covetous Demon is 
as hard as rock, and rather than 


CYTHE OF WANT 


A scythe bom from the soul of 
Nashandra. The old one of the 
Abyss was reborn in death, split 
Into miniscule fragments, and 


4 
slicing through flesh, this weapon spread across the land. The pleces 
seems to grind it apart. That thing Ld began to coalesce once again, 
that ended up as a monstrous flend, 2 becoming human in shape. 
what was it to begin with, and x 
why did It never leave the queen? is 
perhaps It vann sntranced Dy aorne Pervermion DI OMG, 20 Acquired from Weaponsmith Ornifex (Soul Trade) (M) 
Acqulred from Straid of Olaphis (Soul Trade) (M) 5 Feanssorossnint Matoitet Pacisaa Draco ons 
Reinforcement Materlal Petrified Dragon Bone se Repair Cost 1425 
Repalr Cost 1340 
En} 
2 
20 2 o o Ei u 20 1e 18 
B = = -B-B- 1 c E = z = c 
Lances are quite similar to Spears, but they are heavier, more General Attacks 


durable and require both Strength and Dexterity in order to wield 
They are also generally slower than Spears, but to compensate 

for this they tend to deal a lot more damage. Most of the attacks 
with a Lance are thrusts, and some attacks even cause you to run 
with your Lance extended, hitting everything in your path. Critical 
hit damage is also usually above average with Lances, so they can 
be a very good post riposte weapon. Due to their heavy weight, 
Lances use up a considerable amount of stamina, and most attacks 
leave you extremely vulnerable to attack if you miss, especially the 
running thrusts. Lances are best used in confined spaces where you 
don't have to worry about enemies getting around your attacks and 
punishing you. 


HEIDE LANCE 


A lance orlginating in Helde. A 
special alloy makes It very durable 
/ The composition of the alloy of 
these lances remains a mystery, but 
In Drangleic the attempt to imitate 
/ It resulted in the similar braden 
/ steel. Lances are normally wielded 
by mounted knights, and it takes 
considerable training to handle one 
on the ground. 


Acqulred from Helde Knight (Sword) (E) 
Reinforcement Materlal Twinkling Titanite 
Repalr Cost 885 


1e 12 o a 
c € = -RB:B- 
HEIDE GREATLANCE 


A lance originating in Helde. A 
special alloy makes it very durable. 
The úp of the lance has been 
extended. The composition of the 
alloy of these lances remains à 
mystery, but in Drangleic the attempt 
to imitate it resulted in the similar 
bradden steel. Lances are normally 
wielded by mounted knights, and it 
takes considerable training to handle one on the ground. 


Acqulred from Helde Knight (E) (NG+) 
Reinforcement Materfal Titanite 
Repalr Cost 835 


20 16 o o 
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Attack |eseription 


Weak Attack Quick thrust that can be used repeatedy 

Strong Attack Running thrust that can be followed up with 
a rising diagonal slash 

Roll + Weak Attack Quick thrust 

Backstep + Weak Attack Running thrust 


Two-Handed Weak Attack Quick thrust that can be used repeatedly 


Running thrust that can be followed up with 


Two-Handed Strong Attack a normal thrust 


Two-Handed Roll + Weak Attack 
Two-Handed Backstep + Weak Attack 


GRAND LANCI 


A lance fashioned from rare 
gelsteel. Designed for high- 
ranking Drangleic knights, hence 
the decorative design. Gelsteel 
equlpment is of the finest make, 


Quick thrust 
Running thrust 


but gelsteel is so rare that very few 0 10 

of these weapons were actually o 30 

used In combat. o 30 

0 30 

Acquired from Memory of Orro (P) ä ü 
Reinforcement Materlal Titanite 5 id 
Repair Cost 1385 1eo 1o 
2 1 

o 1 


mz 
2 1e o o o 
c c 5 -H-E- 12 
CHARIOT LANCE 


Lance forged from the soul of the 
Executioner's Charlot. Its cross- 
shaped blade causes bleeding. 
The perverse design of this spear 


Lance 
Thrust 


124 310 40 
mirrors the charlot from which It 
came, a merclless creation that sl zl 
endlessly tortured the Undead. 0 


Acqulred from Strald of Olaphis (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repalr Cost 1430 1e0 


je 
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TWINBLADES 


Twinblades are unlike any other weapon — they are completely 
unique both in the way they look and in their moveset. When 
wielded with one hand, Twinblades are quite similar to Swords and 
consist of mostly diagonal slashes. However, this weapon truly 
shines when wielded with two hands. When held with two hands, 
Twinblades allow you to overwhelm your opponent with a flurry of 
spinning attacks that hardly allows a foe the opportunity to retaliate. 
Though the base damage may seem low, each attack strikes your 
opponent multiple times in quick succession for high damage out- 
put. Sadly, Twinblades are one of the few weapon types that cannot 
parry when held with both hands. 


A twinblade fashioned from rare 
geisteel. Designed for high- 
ranking Drangleic knights, hence 
the decorative design. Geisteel 


Ei 
equipment Is of the finest make, 
but gelsteel Is so rare that very few nn 
of these weapons were actually 4 
used In combat. 4 
30 
‘Acqulred from The Lost Bastille (P), Weaponsmith al 
Omnifex (M) 
Reinforcement Materlal Titanite =d 
2 
Ropalr Cost 835 
baan 20 
30 
1 26 o 0 50 
NE 5 
ADE 
A twinblade Imported from a 
forelgn land. The razorsharp 
blades cause bleeding, but as a 
result, are easily worn and dulled. 3 
When wielded by a master, this. 
duaktipped blade Is an unparalleled - 
weapon that hardly allows a foe the 4 
opportunity to retaliate. mn 
0 
Acqulred from Chancellor Wellager (M), Brotherhood of en 
Blood (C), Chancellor Wellager (M) ING+-+) 
Reinforcement Materfal Twinkling Titanite zj 
20 
Repalr Cost 1295 
Ee 20 
Ei 
16 2 o o Ei 
DR nm m- » 


General Attacks 


Attack jescription 


Rising diagonal slash that can be used 
Weak Attack repeskedhy 


Slow diagonal slash that can be used 
repeatedly 


Quick diagonal flurry 


Strong Attack 


Roll + Weak Attack 
Backstep + Weak Attack Dashing diagonal slash 


Quick diagonal flurry that can be followed up 
with a horizontal flurry 


Horizontal flurry that can be followed up 
with a vertical flurry 


Two-Handed Weak Attack 


Two-Handed Strong Attack 


Two-Handed Roll + Weak Attack 
Two-Handed Backstep + Weak Attack 


Horizontal spin 
Dashing vertical slash 


STONE TWINBLADE 


Twinblade of the castie stone 
soldiers. Sir Velstadt could always 
be found at the King's side, and 
followed him when he fled. The 


60 
knights In his service walted 
patiently for his return, but turned to 10 
stone before he did. 40 
40 
30 
Acqulred from Stone Knight (E), 
Dark Spirit: Twinblade (NG+) 20 
Reinforcement Materfal Titanite zi 
20 
Repair Cost 835 
we 20 
30 
1e z 60 
e o 1 


A twinblade with heavy blades on 
each end. More suited to smashing 
foes than slashing them. Requires 
a great deal of muscle to wield 
artfuily. The twinblade closely 
Imitates the design of a foreign- 
made weapon that has blades 
affixed to both ends of its hit 


Acqulred from Shrine of Amana (P) 
Reinforcement Materlal Titanite 
Repalr Cost 1420 


Twinblade of the Dragonriders, King 
Vendrick's royal guard. Twinblades 
are wielded with an unusual 
technique. This one strikes hard, but 
Is very heavy. Demands great skill 
of its wielder, and thus served to 
test the worthiness of those who 
aspired to join the Dragonriders. 


‘Acqulred from Straid of Olaphis (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repair Cost 875 
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WHIPS 


Against enemies that do not have tough exterior scales, or are General Attacks 

wearing armor, Whips can be a reasonably effective weapon. Their 
long reach means that you'll often be able to out range most other en 

weapon types, letting you attack enemies from a relatively safe Weak Attack Forward swing that can be used repeatediy 
distance. The slow speed of their attacks, coupled with extremely Strong Attack Slow forward swing that can be used 
linearity for most attacks does, however, mean that they are not so repeatedhy 

effective against quick moving targets, or enemies that are familiar Roll + Weak Attack Quick forward swing 

the Whip's moveset and know how to evade accordingly. Similarly, if Backstep +Weak Attack ‘Spinning horizontal swing 

ner is Kerli led or ep hal arr Been kalle ben Two Handed Weak Attack Diagonal awing that cen be wss cepeatsdiy 
suffer a severe drop in damage output due to lack of a striking edge 

or cutting blade, Which Mans that They will nearly always be out je Two-Handed Strong Attack ke Ana fertendee nieten 


damaged by other weapon types. 


Two-Handed Roll + Weak Attack Quick forward swing 
Two-Handed Backstep + Weak Attack Dashing forward swing 


BLOODIED WHIP 
A blood-stained whip. A tool made 
for a purpose forbidden by the end 
gods. Its effect is augmented by its st 


pointed tip, but stil only marginalty 


30 

eftective against protective covering 
such as hard armor ze 
20 
20 
30 
Acqulred from Torturer (Whip) (E) 1 
Reinforcement Materlal Titanite vo 
Repair Cost 660 1 
10 


Ee so PA 5 B o 60 
Ko E = -H-EB- ] 
SPOTTED WHIP 


A whip born from the soul of 

the Demon of Song. Covered 

with strange spots that betray Its 
polsonous effects. The Demon's 
sonorous volce, In stark contrast to 
Its hideous form, Is surely intended 
to lure people close so that it may 
devour them. 


WHIP 


A leather whip. Not normally used 
on the battlefield. Very effective 
against bare flesh, but not against 
enemies with armor or like 
protection 


Acqulred from Laddersmith Gilligan (M) Acqulred from Straid of Olaphis (Soul Trade) (M) 


10 
Reinforcement Material Titanite 8 ms Reinforcement Materlal Petrified Dragon Bone 
Repalr Cost 495 soo 10 Repalr Cost 1145 

15 10 


o 
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NOTCHED WHIP JLD WHIP 


A whip covered In spikes, Shreds A leather whip that has seen plenty 
skin and causes bleeding. Very of use. It appears no different than 
effective against bare flesh, but not an ordinary whip, but Is charmed 
against enemies with armor or like by an ancient blessing that boosts 
protection damage inflicted on Hollows. The 
blessing Is likely the work of a 
cleric, but whether the spell Is good 
or evil Is unclear. 


Acqulred from Huntsmanis Copse (P) 
Reinforcement Materlal Titanite 
Repalr Cost 625 


Acqulred from Sparkling Sisters Dyna &Tillo (M) 
Reinforcement Materlal Twánkling Titanite 
Repair Cost 645 

Note Attack boost against hollows 
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CLAWS 


Claws are very light and have faster than average attack speed. They General Attacks 
suffer from having low damage output and very short range, how- 


ever Claw type weapons consist of primarily horizontal and diagonal Kalse pon 
slashes, making them useful for dealing with multiple enemies in Weak Attack sch slaan Biet oan be wedt 
front of you. All Claw weapons require Strength and Dexterity in het 
order to wield them, and they all scale from these stats to cause Strong Attack rde oen be folowed up with 
more damage, with the exception of the Work Hook. 

Roll + Weak Attack Rising vertical slash 

Backstep + Weak Attack Dashing diagonal slash 

Rising diagonal slash that can be used 
Two-Handed Weak Attack pieken, 


Overhead vertical slash that can be followed 
up with a spinning diagonal slash 


‘Two-Handed Roll + Weak Attack Spinning diagonal slash 
Two-Handed Backstop + Weak Attack Dashing horizontal slash 


A weapon that attaches to the Claws used by the manikins of 
hands. The wearer attacks In a Harvest Valley. The peculiar art of 
scratching motion with these three- puppetry is a vestige of the two 
pronged claws. Claws Inflict deep lost lands. The Queen, entranced 


Two-Handed Strong Attack 


p wounds and cause bleeding. ie by polson, used It to beckon 
Pd o hed unknowing souls to the defiled 
7 o zo valley. 


Aecqulred from Laddersmith Gilligan (M) 
Reinforcement Material Titanite 
Repalr Cost 600 


Acqulred from Manikin (Dual-wielding Claws) (E) 
Reinforcement Materlal Titanite 
Repalr Cost 615 


9 10 o 


o 
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One of the malformed weapons 
developed in Aldia. Appears to 

be a crustacean pincer, but ts. 
precise origins are unclear. Use 
strong attack to Inflict damage even 
upon foes with raised shields. The 
peculiar figure known as Lord Aldia 
attempted to uncover the secrets of 
life itself, and vlewed the Undead as 


A hook that covers the hand. Clearly 
not intended as à weapon, but 
certainly sharp enough to shred an 
enemy's skin. 


a key to this mystery. 

‘Acqulred from Suspicious Shadows (E) ING+) 
Reinforcement Material Titanite 

Repalr Cost 630 

Note Strong Attack will allow you to pierce through Ë 


Acqulred from Earthen Peak (P), Mimic (E) 
Reinforcement Materlal Titanite 
Repair Cost 585 


shields 


FISTS 


There is only one fist weapon in the game, and it also has by the 
shortest range of all weapon types, but that does not mean it is 
without merit. Although you'll need to be aggressive in the pursuit 
of your opponents, constantly running right up next to them, once 
you're inside, the true potential of the Fist can be unleashed. With 
just a single fist weapon on one hand, your attack options are quite 
limited and the single hits are not especially fast to compensate for 
this. Dual wield with them, however, and it's a very different story. 
When dual wielding normally you'll be able to access new moves 
by alternating attacks with each hand, and if you then enter the dual 
wield Power Stance, you gain even more different attacks, including 
one that covers quite some distance. It's the versatility of the Fists 
that makes up for their lack of raw damage, and makes them a fun 
choice of weapon. 


General Attacks 


Quick diagonal hook that can be followed up 
hei ann with a horizontal hook 


Overhead diagonal hook that can be fol- 


aon Amer lowed up with an uppercut 


Roll + Weak Attack Quick uppercut 

Backstop + Weak Attack Dashing diagonal hook 

mo rtandad Weak Ástaoke Rising diagonal double knuckle that can be 
used repeatedly 


Overhead double knuckle that can be fol- 
lowed up with à spinning diagonal double 
knuckle 


Spinning diagonal double knuckle 
Dashing horizontal hook 


Two-Handed Strong Attack 


Two-Handed Roll +Weak Attack 
Two-Handed Backstep + Weak Attack 


TS nn used to strike with one's 
fists. The thick leather covering 
bears iron studs, and protects 

the hands while augmenting their 
Striking power. Attacks with the 
fists are solely dependent on one's 
strength. With this weapon, any 
encounter becomes a brawl. 


Acqulred from Goblin (Bare fists) (E), Merchant Hag 
Melentia (M) 


Reinforcement Materlal Titanite 
Repalr Cost 540 


PYROMANCY FLAMES 


Through the use of a Pyromancy flame, any build of character, 
regardless of their stats, can make use of the various Pyromancy 
spells, as long as they have the Attunement Slots for them. This 
sets it apart from Staffs and Chimes, and is one of the biggest 
draws of Pyromancy, since it ensures that you will always have a 
non-melee option to help tackle tough opponents. Fire Seeds can 


PYROMANCY FLAME 


A flame catalyst used by 
pyromancers. Pyromancers rouse 
this flame to produce various fire arts. 
Equlp pyromancy flame to produce 
pyromancy. Attune pyromancies at a 
bonfire. The strength of à pyromancy 
depends on the strength of one's 
pyromancy flame, which can be 
Improved through reinforcement. 


Acqulred from No-man's Wharf (P) 
Reinforcement Materfal Titanite 
Repalr Cost 555 


mm 
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also be found in various places throughout the game, and with 
these you can Reinforce the Pyromancy Flame to even greater 
strengths by taking it to one of the appropriate NPCs. Once you 
venture out of its Pyromancy casting abilities, however, the only 
other attack with it is a very weak short range punch, and it gains no 
benefits if you dual wield them. 


FLAME 


A flame catalyst used by 


pyromancers. Pyromancers rouse 
this flame to produce various fire SpalStriko 
arts. The flame rewards those ü E 
with a thirst for power. The more 
Hollowed one Is, the stronger Its Q 5 
eftect. 150 +300 30 
o 2 
o 20 
Acqulred from The Gutter (P), Imprisoned Milfanito (Q) E É 
Reinforcement Materlal Titanite 5 E 
Repalr Cost 1055 voo 5 
Note Pyromancy power Increases the more Hollow 6 5 
you are 
o o 
o 100 60 
s 0 


STAFFS 


Staffs are primarily designed for casting either Sorceries or some 
Hexes, since in most cases they have both Magic and Dark damage 
values. Between the different Staffs the balance of those two dam- 
age types will usually fluctuate towards one or the other, allowing 
you to pick the one that is most appropriate for the types of spells 
you're using. The length of the Staff is also something that should 


SORCERER'S STAFF 


The first staff of most sorcerers, 
A catalyst for sorcerles and hexes. 
To use sorcerles, attune a sorcery 
at à bonfire and equip a staff. 


2 
The strength of most sorceries Is 
affected by the caster’s Intelligence. 0 
20 
En] 
2 
Acqulred from Forest of Fallen Glants (P), Carhillon of E 
the Fold (M) 
Reinforcement Material Titanite 5 
5 
Repalr Cost 4965 É 
1 
ki 


Staff held by a priestess of Amana. 
A ritual staff that was not intended 
for use In battle, but nevertheless 
It functions as a catalyst for 
sorcerles and hexes. The Demon 
was contained within the shrine 
by sacred rituals, but over time the 
tradition was lost, and the Demon 
set free, It galned knowledge, and 
learned to lure humans into Its lair using song 


Acqulred from Amana Shrine Maiden (Staff) (E) 


e 


Reinforcement Maf 
Repalr Cost 1130 


Note While you are Human you will recieve a small 
boost In danage to Sorceries 


al Titanite 


aaaan3SS 8 


Branch of a forest-wandering 
witchtree. A catalyst for sorcerles 
and hexes. Now Itis used as a 
weapon, but this was originally a 


25 

part of a witchtree. a 

20 

20 

20 

Aequlred from The Pit (P) 5 
Reinforcement Material Titanite 5 
Repalr Cost 665 5 
56 

15 

0 


always be considered; because the spell is fired from the tip, if an 
enemy gets inside of that range your spell will miss, and the longer 
the Staff the more you have to account for this. Also Staffs do, how- 
ever, have a melee attack that you can use in a pinch if an enemy 
gets too close, but the damage done by this attack is usually quite 


low so it's not something to be relied upon. 
Staff 
SpelStrike 


LIZARIL 


STAFF 


Staff used by hollowed Drangleic 
sorcerers. A catalyst for sorcerles 
and hexes. The lizard affixed to its 
tip is a simple charm, and has no 


0 25 

bearing on the staff's powers. FO 5 

o 20 

o 20 

40200 20 

Acqulred from Dark Wizard (E) 8 5 
Reinforcement Materlal Titanite o 5 
Repalr Cost 645 100 5 
KI 5 

o 15 

30 


o o 1e o ä 120 
5 5 A -A-B: 
ARCHDRAKE STAFF 


Staff of members of the Archdrake 
sect of Lindelt. A catalyst for 
sorcerles and hexes. In Lindelt, 
known for Its clerics and their 


statt 
Spel/Strike 


o 25 
miracles, sorcery Is believed to 
be a profane practice. But as with ie = 
anything, such beliefs are part faith o 20 
and part front, and this staff was 5 B 
born of that hypocrisy. 
70 230 20 
Acqulred from Felkin the Outcast (M) o 6 
Reinforcement Materfal Titanite ü E 
Repalr Cost 630 400 6 


Staff used by hollowed Drangleic 
sorcerers. A catalyst for sorcerles 
and hexes. The bat affixed to its tip 
Is a simple charm. It has no bearing 


Staff 
SpelStrike 


o 2 
on the staffs powers, but the 

germs on the cadaver polson foes hed had 

upon contact in strike attacks. 0 20 

0 20 

kà 102 +206 20 

Acqulred from Hollow Mage (Male) (E) en 5 

Reinforcement Materfal Titanite d à 

Repair Cost 665 100 5 

10 5 

0 15 

125 30 
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Staff crafted with animal bones. A 
catalyst for sorcerles and hexes. 
Property trained sorcerers receive 
their first staff from thelr master 
after reaching a certain level of 
accomplishment. Those without 
proper training must devise 
something of their own making. 


‘Acqulred from The Lost Bastille (P) 


Reinforcement Material Titanite 


Repalr Cost 665 


Staff of the lost land of Olaphis. 
Sorcery-dedicated catalyst. Cannot 
be used to cast hexes. The crystal 
at the tip of the staff greatly 
augments spell strength. Already a 
finely-crafted staff, made even more 
effective by its crystal, the brilliance 
of which has been polished over 
time with powerful magic 


Acqulred from Dragon Shrine (P) 


Reinforcement Material Twinkling Titanite 


Repalr Cost 1145 


roamed its halls 


A staff said to have been forged 
In Aldia. A catalyst for sorcerles 
and hexes. Particularty powerful 
for casting hexes. The mysterious 
Lord Aldia secluded himself 
Inside a manor to conduct various 
experiments. Those invited to the 
manor disappeared, replaced over 
time with malformed beasts that 


Acqulred from Aldia's Keep (P), 
Felkin the Outcast (OE) 


Reinforcement Materlal Twinkling Titanite 


Repair Cost 1145 


statt 
Spawsuike 


OLENFORD'S STAFF 


Staff of Olenford the sorcerer. A 
catalyst for sorceries and hexes. 
Olenford, revered as the father 

of sorcery In Melfia, sought 
knowledge that supassed 
mankind's ken, and so ventured into 
the Undead Crypt, and did away 
with his humanity. 


Acqulred from Undead Crypt (P) 


Reinforcement Materlal Twinkling Titanite 
Repair Cost 1145 


B: 


Staff used by Leydia witches. 
Imbued with a special magic, 
making it a catalyst for sorceries, 
miracles, and hexes. Leydia 
aposties are adept at magic, and 
wielded unique weapons, but 
were deemed blasphemous and 
slaughtered. 


Acqulred from Dark Spirit: Peculiar Kindular (E) 


Leydia Witch (E) 


Reinforcement Materlal Titanite Repalr Cost 1645 


Note This staff can be used to cast spells from the 
Sorcery, Mircale and Hex schools 


A staff enwreathed In a matte 
blackness. Found in the heart of 
the Dark Chasm. A catalyst for 
sorceries and hexes. No one knows 
what lies beyond the dark passages 
found across Drangleic, but perhaps 
they are better left undisturbed. 


Acqulred from Chancellor Wellager (M) 
Reinforcement Materlal Titanite 


Repalr Cost 645 
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Staff 
SpelStrike 
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BLACK WITCH'S STAFF 


16 
50 


SACRED CHIMES 


Equipping and using a Sacred Chime is much the same as a Staff, 
except rather than relying on Intelligence, Chime's work through 
Faith. Their primary purpose is to cast Miracles, or some Hexes that 
require them, and nearly all of them will have their damage values 
split between Lightning and Dark. Also like Staffs, different Chimes 
will lean more towards one damage type or the other, allowing 

you to choose one focused on Miracles, or go for one that's better 
suited to Hexes if you wish. The short range of most Chimes means 
that enemies getting inside of the casting point is not as much of 
an issue, but they still give you access to a weak melee attack just 
in case. 


CLERIC'S SACRED CHIME DRAGON CHIME 


Most clerics recelve this as their 
first sacred chime. A catalyst 

for miracles and hexes. To use 
miracles, equip a sacred chime 
and attune a miracle at a bonfire. 


A sacred chime shaped as a dragon. 
A catalyst for miracles and hexes. 
This chime sat long In the Dark 
Chasm, but stll one senses a 
Sublime purity. Only those with the 


Sacred Chima 
SpelStrike 


The strength of most miracles is = deepest faith can wield this chime, 
affected by the caster’s faith 20 but they wil be rewarded with 
30 greatly amplified spells, 
20 
Acqulred from Majula (P), Licia of Lindelt (M) 5 Acqulred from Darkdiver Grandah! (NE) 
Reinforcement Maf Titanite 5 Reinforcement Material Twinkling Titanite 
Repair Cost 415 5 Repair Cost 610 
5 
5 
30 EN ZEN 7 KEN ES 
E88 O-m:m: 


ARCHDRAKE CHIME 


Sacred chime used by members 

of the Archdrake Sect of Lindelt. 

A catalyst for miracles and hexes. 
The land of Lindelt is governed by 
stringent laws, and those who dare 
defy them are punished without 
mercy. 


Witchtree bellvine that sprouts 
amongst old growth. A catalyst 

tor miracles and hexes. Clerics 
who were ostracized devised 

this as an alternative catalyst for 
casting miracles. Most clerics who 
are stripped of their status are 
goodtfornothings, but among them 
are powerful spell casters who 
represented real threats to the establishment. Although 
not a proper catalyst, the bellvine is quite powerful. 


Acqulred from The Pít (P) 


Acqulred from Felkin the Outcast (M) 
Reinforcement Materlal Titanite 


Reinforcement Material Titanite Repalr Cost 575 


Repalr Gost 1085 
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Sacred chime granted to high- 
ranking clerics. A catalyst for 
miracles and hexes. Drangleic was 


Sacred chime of Licia of Lindelt. A 
catalyst for miracles and hexes. In 
any towm there will be a few folk 


the home of many clerics, but King 25 with unusual urges. They either 25 

Vendrick held a lukewarm opinion endeavor to resist these urges, 
of their powers, and kept them only el or act upon them out of the vlew En 
as attendants to ceremony In this 2 of others. The world is not so 20 
sense, Dranglelc was not the place » welcoming they may bare thelr aû 

for a cleric with any ambition. 20 souls true. 

20 
Acqulred from The Lost Bastille (P),Titchy Gren (M) Ë Acqulred from. Licia of Lindelt (ONE) 5 
Reinforcement Materlal Titanite É Reinforcement Materlal Twinkling Titanite Ë 
Ropalr Cost 525 5 Ropalr Cost 1095 5 
5 5 
5 5 
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CAITHA'S CHIME 


Sacred chime blessed by Caltha, 
goddess of tears. Hexdedicated 
/ catalyst. Cannot be used to cast 
miracles. Caltha, the goddess of 


2 
tears, is known as a compassionate 

being that Is with us In times of 20 

« tragedy, but some believe that 2 

she is a demoness that guides us 0 

toward misfortune. 30 

Acqulred from Dranglelc Castle (P) E 

Reinforcement Materlal Titanite 5 

Repalr Cost 610 6 

5 

5 

o o 1e 2 Ki) 
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PROTECTIVE CHIME 


Sacred chime commonhy usedtby gm 
clerlcs of Lindelt. A catalyst for 
miracles and hexes. A sacred chime 
serves to conduct the power of 
miracles, but In the past, something 
entirely different served the same 
purpose, 


Acqulred from Iron Keep (P) 
Reinforcement Material Titanite 
Repalr Cost 620 


DISC CHIME 


A rare sacred chime of unknovn 
origin. Can be used as a shield. Sacred Crime 
This chime, likely brought here by Spel/Strike 


a visiting saint, slightiy augments o 
the effects of miracles. Use strong 


attack to emit miracles and hexes. B 
0 

90180 

90=180 
Acqulred from Grave of Saints (P) d 
Reinforcement Materlal Titanite Repalr Cost 1085 0 
Note Can be used as a Shield by holding the weak zo 

attack button, while strong attack will cast equipped 

Miracles/Hexes id 
o 
0 0 o 18 B voo 


CHIME OF WANT 


Sacred chime created from the soul 
of Nashandra. Greatly amplifies 
spells. The old one of the Abyss 


Sacred Chima 
Spel/Strike 


was reborn in death, spit Into ö 2 
miniscule fragments, and spread 
across the land. The tiniest of these el an 
pieces, precisely due to Its size, o 20 
was the first to restore its form 100210 30 
100 +250 20 
Acquired from Weaponsmith Ornifex (Soul Trade) (M) ü E 
Reinforcement Materlal Petrified Dragon Bone ä 5 
Repair Cost 1685 voo 6 
6 
5 
o o 1 40 130 30 
5 > > -A:B: 05 


BOWS AND GREATBOWS 


Outside of the different forms of spells, Bows are the primary 
ranged attack weapons in the game, and they come with the added 
benefit of being able to manually adjust the aim, which allows you 
to be extremely accurate. After equipping a Bow, you'll need to 
press either the corresponding hand's attack button, or the Stance 
Change button to use the Bow with both Hands, and at that point 
you can start firing normally. If, however, you press the attack button 


SHORT BOW 


The type of small bow used by 
hunters In training. Equip arrows 

to use. Equip up to two types of 
arrows to give yourself Immediate 
options in battle. Use arrows to hit 
enemies from afar to galn the upper 
hand by drawing first blood 


Acqulred from Majula (P), Hollow Infantry (Bow) (E), 
Rogue (Bow) (E) 


Reinforcement Materlal Titanite 
Repalr Cost 455 
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7 12 o o o gj eo 
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of the hand that the Bow is not equipped in, you will bring up a 
targeting reticule that you can use to precisely fire arrows exactly 
where you want them. This allows you to arc arrows over long 
distances to ensure they hit their target, or hit exposed areas of 
an enemy with greater ease, and you still have the ability to strafe 
around to avoid getting hit if needed 


LONG BOW 


A standard bow used by hunters, 
Eauip arrows to use. Equip up to 
two types of arrows to give yourself 
Immediate options in battie. Use 
arrows to hit enemies from afar 

to gain the upper hand by drawing 
first blood 


Bow 
Projactia/Stike 


Acqulred from Armored Skeleton (Bow) (E), Steady 
Hand McDuff (M) 


Reinforcement Materlal Titanite 
Repair Cost 605 


mz 
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COMPOSITE | COMPOSITE BOW | 


A bow crafted from varlous 
materials. Inflicts more damage 
than ordinary bows, but has a, 
shorter range, making it unfit for 
sniping. 


Acqulred from Weaponsmith Ornifex (M) 


Reinforcement Materlal Titanite 
Repalr Cost 1105 


A bow built for sea-faring marine 
ERR arriors. Has an extended range for 
hunting down sea monsters from 
/ afar. A great sea lies to the north 
of Drangleic, and beyond that is an 
unexplored continent that is home 
to things inhuman 


Acqulred from Varangian Sailor (Bow) (E) 
Reinforcement Ma 
Repalr Cost 620 


al Titanite 


16 
c 
| BELL KEEPER BOW | | BELL KEEPER BOW | KEEPER BOW 


Wooden bow used by bell keepers. 
Very light, and requiring hardly 

any strength. The bells symbolize 
forbidden love, the bell keepers, 
their faithful guardians, everready 
to annihilate trespassers. They 

wall stand watch, for ever and 

ever, these determined, If l-fated, 
marlonettes. 


Acqulred from Enhanced Undead (E) 


Reinforcement Material Titanite 
Repair Cost 590 


HUNTER'S BLACKBOW 


A black bow designed for long 
distances. Difficult to hande at 
first, and requiring some amount 
of practice to master. The hunting 
goddess Evlana was no goddess 
at all, but rather a brave and highly 
skilled bow huntress. Long after 
her demise, the passing of lore 
transformed her into a delty. 


Acqulred from Drangleic Castle (P) 
Reinforcement Material Titanite 
Repalr Cost 1090 
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Bow 
Projactila/Strike 


Ca | 


RIDER B 


Bow wielded by the Dragonriders, 
King Vendrick's royal guard. Merely 
drawáng this bow requires inhuman 
strength, but each shot has deadly 
potential. Demands great skill of its 
wielder, and thus served to test the 
worthiness of those who aspired to 
join the Dragonriders. 


Acqulred from Straid of Olaphis (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repalr Cost 1130 
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Bow 
Projectie/Stike 


BOW OF WANT 


A bow created from the soul of 
Nashandra. The old one of the 


Abyss was reborn In death, split into 


miniscule fragments, and spread 
across the land. The smallest of the 
pleces, sensing its own fragiity, 
yearned for what It lacked. 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M) 
Reinforcement Materlal Petrified Dragon Bone 
Repair Cost 1090 


REATBOV 


Unique bow equipped by Alonne 
Knights. This very powerful bow 
uses greatarrows, but each draw 

of the string requires à great 

deal of time, leaving the shooter 
vulnerable. In the heyday of his 
land, the Old Iron King fancied 
entertaining dublous and eccentric 
guests from faraway lands. Most of 
them were charlatans, but amongst the riff-raff were true 
masters of authentic and refined arts 


Acqulred from Alonne Knight Captain (Bow) (E) 
Reinforcement Materlal Titanite 


Repalr Cost 1505 


ER GREATBOW 


A greatbow said to be used to 
down ancient dragons flying high 
above the clouds. Extremely 

large for a mere bow, and more 
destructive than any ranged weapon 
Imaginable. Shooting this bow 

first requires the grounding of its 
Stabilizing anchor, which takes time 
and leaves the shooter vulnerable, 
Also requires greatarrows. 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M), 
Weaponsmith Ornifex (M) (NG+} 


Reinforcement Material Petrified Dragon Bone 
Repalr Cost 2005 
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Bow 
Projactie/Stike 


Graatbow 
Projactila/ Strike 
130 +260 


Groatbow 
Projactia/Stika 
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CROSSBOWS 


In many ways Crossbows are similar to Bows, but the main differ- 
ences are they generally do more damage, but cannot fire as far. 
You also have the ability for fire them one-handed, which means 
you can be a lot more versatile with your equipment choices while 
still using one. You can switch to using Crossbows two-handed, 
however, and at that time if you press the attack button of the hand 


LI 


HT CROSSBOW 


A standard crossbow. Equlp bolts to 


use. Unlike bows, a crossbow can Groom 
be held In one hand. Equlp up to Proiectia/Strike 
two types of bolts to give yourself ienie ö 
Immediate options In battle à ö 
0 0 
o o 
o o 
Acqulred from Forest of Fallen Glants (P), Steady Hand 5 î 
McDuff (M) 
Reinforcement Materlal Titanite e Ld 
100 o 
Ropalr Cost 660 
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HEAVY CROSSBOW 


A large crossbow that deals heavy 
damage. Equip bolts to use. Unlike 
bows, a crossbow can be held in 
one hand. Equlp up to two types 
of bolts to give yourself Immediate 
options in battie. 


Acqulred from Dark Spirit: Rhoy the Explorer (E), Royal 
Swordsman (Crossbow) (El, Weaponsmith Ornifex (M), 
Dark Spirit: Heavy Crossbow (E) (NG-+} 


Reintorcement Materlal Titanite 
Repalr Cost 845 


20 6 o o 


not holding the weapon you'll also bring up an aiming reticule, just 
like with a Bow. Because of the reduced shot range, however, they 
are nowhere near as good for sniping as Bows, and are much better 
suited to mid or close-range combat where you'll be able to pair the 
power of the Crossbow with a good Shield or alternate weapon 


AVELYN 
An extremely rare rapid-firing 
Crossbow 
Projactia/Stiko 


crossbow. Fire three successive 
bofts. Inflict heavy damage by 
making all three shots count. 


6170 
Florenza, the richest merchant in 
all of Volgen, recreated this lost 0 
weapon after reading of it in an o 
old book. ö 
o 
Acqulred from Undead Crypt (P) d 
Reinforcement Materfal Titanite 5 
Repair Cost 1730 10 
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SHIELD CROSSBOW 


Crossbow created from the soul of 


the Executioner's Chariot. Iron plate Ze 


serves as a shield wille fiing. The Projacuda/Stnhe 
merclless charlot Inflicted agony ï 
upon others with utter Impunity, 
and the crossbow created from Its 5 
soul strives to protect from possible 55 
retribution. 55 
46 
Acqulred from  Strald of Olaphis (Soul Trade) (M) me 
Reinforcement Materlal_ Petrified Dragon Bone EE 
Repair Cost 770 ps 
Note While the attack button Is held down, you can use 45 
the Shield to block, and then upon release à Crossbow E 
bolt wil fre 
eo 
19 Ld 0 0 8 


SMALL SHIELDS 


As their name implies, Small Shields are the smallest class of Shield, 
and along with their small stature, they usually offer less in the way 
protection than the other Shield types. More stamina loss will also 
usually be incurred when blocking with these Shield types, and since 
they’re usually constructed out of wood or leather, they can seldom 
be relied upon to deflect attacks. Because they are so light, however, 
and have generally low usage requirements, they can be used by al- 
most any character, so they are usually one of the first Shields you'll 
be able to use, depending on your class. Many Small Shields also 
come with the added benefits of having much large parry windows 
than their bigger cousins, so if you prefer light, fast characters that 
favor parrying over blocking, they are the perfect fit. 
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A traditional small metal shield. HE srarsnea 
Small shields are very light and easy Smal Shield 
to use, but have low stablity when PamyiStiko 


attacked. The center of a buckler Is 602120 
convex, designed to brush attacks 


aslde, making parrying easier. D zi 

o es 

o 50 

0 50 

Acqulred from Forest of Fallen Glants (P) d ee 
Reinforcement Materlal Titanite ö Pa 
Repalr Cost 395 100 EJ 
B » wo 

0 30 

7 1 El Oc 50 

Do 16 


MALL LEATHER SHIELD F SOLDIER SHIELD 


‘Small, leathercovered shield. A gn 


A small shield used by Drangleic 


particularly traditional type of small foot soldiers. A clearly makeshift Smal Stek 
shield. Small shields are very light Shield that does not offer significant Pary/Stike 
and easy to use, but not very stable defense. The only advantage of pen Bi 
when attacked. this shield is that It makes parrying 
had easier. 0 55 
50 0 20 
60 0 36 
4 o 20 
Acqulred from Forest of Fallen Glants (P) a Acqulred from Armored Skeleton (Bow) (E), Armored Ei = 
Skeleton (Curved Sword & Shield) (E), Armored Skeleton 
Reinforcement Material Ttanite 40 (Thrusting Sword & Shield) (E), Hollow Infantry (Sword & o 25 
Repalr Cost 560 ù Smalt Shield) (E) ze E 
5 Reinforcement Materlal Titanite Ee = 
pe Repair Cost 370 o 20 
7 
05 


‘Small metal shield with protrusions. 


‘Small shields are very light and Harvest Valley. The peculiar art of Small Shield 
easy to use, but are not very stable Pamy/Strika puppetry is a vestige of the two Parry/Strike 
when attacked. The protruslons aio 5 lost lands. The Queen, entranced Er B 
on the center of the shield are by polson, used It to beckon 
designed to brush attacks aside and 0 20 unknowing souls to the defiled 0 kad 
make parrying easier o es valley. o 36 
o Ei o 35 
0 46 0 3% 
Acqulred from The Lost Bastille (P) 5 5 Acqulred from Manikin (Bow) (E), Manikin (Curved ä z 
Sword) (E), Manikin (Dagger) (6 
Reinforcement Matorfal Titanite bebasdand had 
o 4 o 65 
Reinforcement Materlal Titanite 
Ropalr Cost 410 100 pr voo es 
Repair Cost 620 
wo Ei] Li es 
0 % 0 40 
12 50 0 0 40 
el tl Je NE g 
CRIMSON PARMA ALCON SHIELD 
A standard wooden parma. The ‘Small shield used by Volgen Falcon- 
fancy name and nifty paint are ers. Appears like a glistening gold Smal Shield 
sure a merchant's efforts to make falcon from afar. Domestic Volgen PamyStriko. 
this very ordinary shield more Fn soldiers are Infamously mid, so It 140 aa 
attractive, Is no wonder that this fierce band 
Le of mercenary falconers was hired 0 65 
2 to compensate. The falconers are o 65 
4 tumored to be untrusting of others, ö 5 
pe and demanding of prompt, full pay- 5 ee 
H “5 Te st Fr P, ment But no wonder, they deliver much more than they 
Acqulred from Heide's Tower of Flame (P), Malula (P) = Er bai rd ant wa iis of ä 5 
Panordeman: Malti TSAS, 25 Acqulred from Shaded Woods (P), Shrine of Winter (P) o 2 
Ogen eed 25 Reinforcement Materfal Titanite 100 20 
25 Repair Cost 635 Ld 2 
% 0 36 
‚BE: : CHAR B: 
: ‚S-8-a- ep : 


A shield used by the manikins of 


IRON PARMA BENHART'S PARMA 


A small shield made of ron. The 
unusual design suggests a foreign 
origin. Lightwelght despite its ron 
construction, and sturdy despite 
Its small size, but not sufficient to 
protect one from real danger. 


Acqulred from Maughlin the Armorer (M) 
Reinforcement Materlal Titanite 
Repalr Cost 620 


1 o o o 
Eel-N-0-A-B 


SsS88ERRESR 


8 & 


Small shield of Benhart of Jugo. This 
parma, emblazoned with a family 
crest of some sort, has clearly been 
around for several generations, but 
has no special value, 


Acqulred from Merchant Hag Melentia (M), 
Benhart of Jugo (Q) 


Reinforcement Material Titanite 
Repair Cost 470 


7 o o o 
Ee: R-0-A-B 


Smal Shield 
ParyiStrike 
2105 
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LLEWELLYN SHIELD 


A small shield fashioned from rare 
gelsteel. A masterpiece of the 
great blacksmith Llewellyn that he 
brought along as a gift when he left 
Mirrah for Drangleic. 


Acqulred from Stone Soldier (E) 
Relnforcement Materlal Twinkling Titanite 
Repalr Cost 1135 


A parma used by clerics on 


pligrimage. Enchanted with a Simmel Shield 
somewhat fragile blessing that Spall pary/Strke 
allows spells to be deflected by 50 
parrying. Unfortunately, the shield 
provides very ttle physical defense, had 
and is more of à lucky charm than a 75 
proper shield. 5 
65 
Acqulredfrom Dark Priestess (E), Dark Spit: Peculiar 
Kindular (E) = 
Reinforcement Materlal Titanite el 
Ki 
Repair Cost 590 
0 
20 
o o Ei 
-D-n-m ' 


HIELD 


A small shield used by clerics 
on pllgrimage. Enchanted with a 
somewhat fragile blessing that 
allows spells to be deflected by 
parrying. Speclaly-crafted to provide 
extra durability and some level of 
physical defense. 


Acquired from Brightstone Cove Tseldora (P) 
Reinforcement Materlal Titanite 
Repalr Cost 500 


8858BBERSE 4 


12 0 o o & 
MeN-0-H:0- a 
MAGIC SHIELD 


‘Small shield used by Leydia 
apostles. Imbued with a special 
magic that allows spells to be 
deflected by parrying. The Leydia 
apostles were inhabitants of the 
Undead Crypt, but failed to treat 
death with the proper respect. As 
punishment, they were denied 
peaceful deaths. 


& 


Acqulred from Leydia Pyromancer (E) 
Reinforcement Material Titanite 
Repalr Cost 1105 
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CURSED NE SHIELD 


Small shield used by Aldlan 
warlocks. Reinforced by à covert 
ritual that granted the shield the 
power of flame. Can deflect spells 


| CT Shield 
Spell parry/Strika 


23 es 
by paying. The pecular figure 
known as Lord Aldia kept Glants z ze) 
In his manor, and attempted to 7240 os 
recreate a dragon, but after some o 20 
time, was not heard from again. 5 pe 
Acqulred from Dark Spirit: Merciless Roenna (E) o 30 
Reinforcement Materfal Twinkling Titanite ì 5 
Repair Cost 500 pe pe 


Small Varangian shield engraved 


with a strange pattern. A former Small Shield 


king launched a campaign to Pary/Strike 
capture these terrors of the high ere 2 
seas, but rather than imprison 
them, forced them into hard labor at 0 ee 
No-marís Wharf o wo 
0 40 
o 20 
Acqulred from Varanglan Sallor (Bow) (E), Varanglan d 5 
Sallor (Sword & Small Shield) (E) a 
Reinforcement Materfal Titanite NL e 
100 eo 
Repalr Cost 620 
10 60 
40 
n o o 7 
‚SD ae : 


WATCHERS SHIELD 


‘Small shield used by the Throne 


Watcher. Made from an old sacred mal hiet. 

chime. The Watcher has stood by Pamy/Striko 
the throne for ages. Will his wishes 400 oe 

be fulfilled? 

0 65 
0 66 
o oo 
o eo 
Acqulred from Weaponsmith Ornifex (Soul Trade) (M) à à 
Reinforcement Materlal Petrified Dragon Bone 5 Fl 
Repair Cost 1105 100 so 
1 50 
0 40 
8 Lj 70 
Ec:R- O-A-B d 


HOENIX PARMA 


A small shield decorated with a 


phoenix. The sea of flame that 7 EE zen 


swallowed the Iron Keep took Pary/Stike 
this shield as well, but when It 2246 zo 
was retrieved It was mysterlously 
unscathed, save a degree of 0 40 
discoloration. 2450 90 
40 
40 
Acqulred from Iron Keep (P) 46 
Reinforcement Materlal Titanite pe 
Repalr Cost 635 voo 4 
10 45 
o 40 
nd 50 
25 


SUNLIGHT PARMA 


A small shield depicting a hero 

of yore. Perhaps these famed 
champions are no more, or perhaps 
they have no desire appear In public 


E 
view. But their very absence has 

made tales of their brave deeds all hel 

the more alluring, and this shield » 

memorializes one of their brethren. 45 

40 

Acqulredfrom Heirs to the Sun (C) ” 

Reinforcement Materlal Titanite 5 

Repalr Cost 620 ” 

” 

35 

7 n 0 0 5 
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A shield enwreathed In a matte mend 
blackness. Found in the heart of Smel Shek 
the Dark Chasm. No one knows Parry/Stike 


what lies beyond the dark passages 
found across Drangleic, but perhaps 
they are better left undisturbed. 0 


2650 


Acquired from Chancellor Wellager (M) en 
Reinforcement Materlal Titanite ü 
Repair Cost 635 voo 
10 
o 
7 o a o id Oo 


SHIELDS 


Normal Shields are the most versatile group of Shields, offering 
Shields that excel either in blocking Physical damage, or reducing 
damage done by various elements, while still giving you the ability 
to parry. Similarly, stat requirements and weight fall between Small 
Shields and Greatshields, so many of them can be used by most 
classes without having a significant impact on equip burden, and 
without a heavy investment in Strength and Dexterity. 


LARGE LEATHER SHIELD 


A leather-covered shield. Preferred 
by hunters. Inferlor to metal shields 
In terms of stability and physical 
danage reduction, but easy to use 
and welghing so little that it hardly 
requires any strength to bear. 


Acqulred from Forest of Fallen Glants (P) 


Reinforcement Materfal Titanite - 
Ropalr Cost 690 u 
so 

40 

7 0 0 0 6 

D À n -H-B- 15 


BLUE WOODEN SHIELD 


Wooden shield used from ancient 
times. Inferlor to metal shields 

In terms of stability and physical 
damage reduction, but easy to use 
and welghing so little that it hardly 
requires any strength to bear. 


Acqulred from Forest of Fallen Giants (P) 
Reinforcement Material Titanite 
Repalr Cost 575 


ee 0 
AARE o 
D = - -H-B- 


The increased Stability from these Shields will also allow you to 
block incoming attacks much more effectively than with a Small 
Shield, which in turn will allow you to adopt a slightly more defen- 
sive posture instead of relying upon parries. Most Shields in this 
type are also much better at deflecting enemy attacks, so by being 
defensive, you'll actually open up many more attacking opportuni- 
ties. The increased size also makes the jumping attack with these 
Shields extremely effective for knocking foes down. 


SILVER EAGLE KITE SHIELD 


Medlum-sized metal shield, A 


commonly-used, standard shield. Shield 


Has a pointed top designed for ease ParryiStike 
of use while on horseback En Ki 
o EN 
o eo 
o so 
0 30 
Acqulred from Maughlin the Armorer (MI ij ë 
Reinforcement Materlal Titanite ä 5 
Repalr Cost 800 wo ps 
15 45 
0 50 
10 0 0 0 0 80 
Do Do 2 -H-B- E] 


JLD KNIGHT'S SHIELD 


An undated ancient shield. Wielded 
by a warrior from a time so ancient 
that there exists no record of his 
endeavors. Has extremely low 
durability. Sometimes, just as a 


Shield 
ParryiStrike 
752150 100 


thing falls to pleces, it unleashes its 0 70 
last flash of great power, o 70 
o 70 
o 40 
Acqulred from Old Knight (Greatsword & Shield) (E), 
Dark Spirit: Twinblade (NG+) d e, 
Reinforcement Materlal Titanite q © 
no 60 
Repair Cost 800 
15 60 
o 60 
o 20 


Er oer eere 
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LION CLAN SHIELD 


Shield used by the Lion Clan 
warriors. Made of wood, but 
reinforced with metal. Light yet 
© sturdy. The design on the shield 
appears to have some religious 
significance, but we will never know 
what sort of gods these warriors 
answer to. 


Acqulred from Lion Clan Warrior (Greataxe & Shield) (E) 
Reinforcement Materlal Titanite 
Repalr Cost 765 


o 
-B-B- 
RAKE SHIELD 


Shield of the Archdrake sect of 
Lindelt. The dragon was engraved 
for ritual purposes, but the 

shield itself is highly functional. 

The secrets of Lindelt ritals are 
protected by the Archdrake sect, 
and only a select few are given 
access to their canon of knowledge, 
Which includes the truthful origins 
of the Archdrake sect Itself 


Acqulred from The Lost Bastille (P) 
Reinforcement Material Titanite 
Repalr Cost 800 


MIRRAH SHIELD 


Shield Issued to the proud knights 
of Mirrats official order. In Mirrah, 
a land perennially beset by unrest. 
this shield was a symbol of 

the great knights’ strength and 
willingness to give their Ives for 
their country. 


Acqulred from Earthen Peak (P) 
Reinforcement Material Titanite 
Repair Cost 765 


12 0 0 0 
EN-0 m-m- 


DRANGLEIC SHIELD 


Captain Drummond's shield. 

Even with its embossing terribly 
worn, this shield exudes pride and 
authority. An heirloom passed from 
grandfather to father, and then 
from father to son. Drummond, and 
those before him, held this shield 
when facing those who would 
threaten their great land, 


Acqulred from Forest of Fallen Giants (P) 


Reinforcement Materlal Twinkling Titanite 
Repalr Cost 1300 
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45 
Shield 
Pamy/Stika 
86 120 100 
a so 
] 556 
a 56 
a 3% 
a 25 
a 25 
no 26 
16 25 
a 56 
70 
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KING'S SHIELD 


Shield of Vendrick, King of Even 
Drangleic. The great king shut Shiald 
himself away, and was soon ParryfStrika 
reduced to a mere shell. Just what 2870 100 
was it that he yearned to protect? 
o 60 
60-90 86 
65 
45 
Acqulred from Weaponsmith Ornifex (Soul Trade) (M) eo 
Reinforcement Materlal Petrified Dragon Bone me 
Repair Cost 1340 vo eo 
15 60 
o E 
o nd 20 
ca B- : 


SPIRIT TREE SHIELD 


A shield with a blue relief of à spirit 
tree. A rather weltbulit shlelds 
decorated by the spirit tree that 
appears In the allegory of Quella, 
god of dream. Has a faint residue 
of magic, and can deflect spells by 
parmying. 


Acqulred from Chancellor Wellager (M), Blue Sentinels 
(C), Chancellor Wellager (M) (NG++) 


Reinforcement Materlal Titanite 
Repair Cost 765 


am mmmnmmwmmmmmmgmmmmmmmmmmmm 
KE o o o 

ONE 

ILDEN WIN HIELD 
A blue shield with a gold relief 
of wings. Likely a symbol of 
guardlanship used by Knights of the 
Blue, Contains materlals enchanted 


by magic, allowing spells to be 
deflected by parrying. 


Shiald 
Spell parry/Strika 


Acqulred from The Lost Bastille (P) 
Reinforcement Material Titanite 
Repalr Cost 1340 


12 0 
EE SO nm 


MOON BUTTERFLY SHIELD 


Shield depicting the moon butterfly. 
A decorative shield not intended 

for battle, but effective at poisoning 
foes, Little Is known about the 
moon butterfly, which only appears 
on full-moon nights in winter. Some 
say the butterfly Is a magical being, 
and its larvae have never once been 
spotted. 


Acqulred from Chest inside Maughlin's shop (P) (NG++} 
Reinforcement Materlal Titanite 


Repalr Cost 690 


SHIELD OF THE INSOLENT 


The shield of formerty high-ranking Shield of the Archdrake sect of mmm 
clerics. The effects of a blessing are Undelt. Represents a slumbering zn 
stil with it, and the shield recovers dragon, and is intended for use in Pary/Stike 
one's stamina, The clerics held covert rituals. Recovers stamina. 45 
venerated positions once, but now, The secrets of Lindelt rituals are 
their souls wander almlessiy in the protected by the Archdrake sect, 5 
depths of a murky darkness. and only a select few are given 60 
aocess to their canon of knowledge, 65 
which Includes the truthful origins eo 
Acqulred from Grave Warden Agdayne (M) onse Aachen vec tn ë 
Reinforcement Materfal Tianite Aaen roan Roek CMN IE 5 
Reinforcement Materlal Titanite 
Repalr Cost 800 es 
Note Increased Stamina regeneration while the Shield Fapakr Gost 286 65 
ls equipped Note Increased Stamina regeneration while the Shield E 
Is equipped 
o af ee 
5 | | z5 Lo} ae u 45 
RR - O-A:B- 
SILVERBLACK SHIELD CHAOS SHIELD 
A silverblack shield imbued with Shield of darkness and chaos. 
the power of dark. The equipment Sed Navlaan claims to have sealed Shield 
of the wardens of the Undead Crypt Pamy/Suiko himself away to prevent tragedy, Pary/Stike 
are soaked In its darkness, and 36270 eo but could a sorcery truly possess 60500 46 
permeated by its power. The grave a will of its own? Truth can be 
wardens are sald to know the name Ll ed elusive, and the tales surrounding 9 ed 
of every guest who rests In the o 7” him are questionable. Only, It is 40=60 eo 
erypt, no matter how long they have o Fn clear a strange power possesses o eo 
been with them. this shield. 
60-00 es o 85 
Acqulred from Grave Warden (E) E 7 Acqulred from Enhanced Undead (E) 5 a 
Reinforcement Matorlal Titanite ë ä Reinforcement Materlal Twánkling Titanite ä de 
Repalr Cost 800 vo ps Repair Cost 800 vo es 
16 40 15 65 
o 45 45 
7 60 
55 45 


STONE PARMA 


Shield of the castle stone soldiers. 


SLUMBERING DRAGON SHIELD 


A long wooden shield, Its face 


Sir Velstadt could always be found features a lion. Its wooden zE 
at the King's side, and followed construction makes it lightweight ParyiStriko 
him when he fled. The knights In and easy to use, but as a shield Is 604120 pe 
his service waited patiently for his Inferior to its metal counterparts, 
return, but turned to stone before el a 
he did. o 30 
o 65 
0 40 
Acqulred from Stone Knight (E) Acqulred from Laddersmith Gilligan (M) 5 DE 
Reinforcement Materlal Titanite Reinforcement Materlal Titanite o 2 
Repalr Cost 765 Repalr Cost 615 wo 36 
15 36 
0 40 
0 L 60 
-E-B- ö 


GRAND SPIRIT TREE SHIELD 


Shield of the blue spirit tree that 
and is sad to possess divine 


Shield of hollowed royal soldiers. 
The thing is in tatters, and only 


powers. Appears in the allegory serves as a shield in a most minimal Parry/Strike 
of Quella, god of dream, and can a respect. The accoutrements of royal Eri an 
defect spells by parrying. Once soldiers feature a depiction of à 
there was a boy who was easily 66 brave knight from an old parable 0 16 
‘lghtened, until the talking tree of o eo o 15 
dreamworid transtormed Itself into en ei o 15 
a shield to protect him. 
o 7 B Oo 5 
‘Acqulred from Iron Keep (P) i pa Acqulred from _ Hollow Soldier (Spear & Shield) (E) M rn 
Reinforcement Materlal Twinkling Titanite 5 2 Hatow Schier Tuusting word & niek 1E} ä ee 
Reinforcement Materfal Titanite 
Repalr Cost 800 no 45 no 20 
Repair Cost 575 
15 45 15 20 
o 4 o 35 
7” o 1 
ss n-e- : 
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ROYAL KITE SHIELD 


A metal shield issued to knights. 
Nothing special about this shield, 
Which is precisely why it is so easy 
to use, and the likely reason for Its 
popularity. People rarely agree over 
what constitutes quality, but the 
broad popularity of these shields 
proves that there are exceptions. 


Acqulredfrom Steady Hand McDuft (M) 
Reinforcement Material Titanite 
Repalr Cost 800 


BONE SHIELD 


Shield used by Aldian acolytes. 
Crafted from the skull of some 
creature that outilved its usefulness 
for experimentation. The peculiar 
figure known as Lord Alda kept 
Glants In his manor, and attempted 
to recreate a dragon, but after some 
time, was not heard from again. 


Acqulred from Dragon Acolyte (E) 
Reinforcement Materlal Titanite 
Repalr Cost 800 


One 0 
B: Ú: H: H: | o 

ANNE 
)RAKEKEEPER'S SHIELL EFENDER'S SHIELD 


An extremely sturdy pitch-black 
shield. Colossal warriors staunchly 
watch over the shrine, ready to 
defend its resident, or allow one 
worthy enough to be granted 
audience. 


Acqulred from Drakekeeper (Greatsword_Shield) (E) 
Reinforcement Material Titanite 
Repalr Cost 840 


7 a 0 a 
c-.N- 0-0 
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HIELD 


A wooden parma issued to bell 
keepers. Very light, and requiring 
hardly any strength. The bells 
‘symbolize forbidden love, the bell 
keepers, their faithful guardlans, 
everready to annihilate trespassers 
They will stand watch, for ever and 
ever, these determined, If lHated, 
marlonettes. 


Acqulred from Enhanced Undead (E) 
Reinforcement Materlal Titanite 
Repalr Cost 725 


Shield of warrior Vengarl of Forossa. 
The chisels on the face were carved 
by Vengarl, to count the heads he 
claimed. The shield is terribly rusted 
and worn, but incredibly powerful, 
as If the deeds of Its previous 
owner have rubbed off on It. 


Acqulred from Vengart of Forossa (M) 
Reinforcement Materlal Twánkling Titanite 
Repalr Cost 800 


Shield of the Throne Defender. 
Permeated by powerful magic. The 
Defender has stood by the throne 
for ages. Will his wait be worth the 
while? 


Acqulred from Weaponsmith Ornifex (Soul Trade) (M) 
Reinforcement Material Petrified Dragon Bone 
Repalr Cost 1340 


16 0 0 
Eee: -H-B 
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Shield 


ParryiStrike 


26-50 
60+00 


Shield 


ParryStike 


1062160 


Shield 

ParryiStiko 
36+00 
He 0 


ORCINE SHIELD LACK DRAGON SHIELD 


A strangely porcine shield. The pig. 
head looks eerily authentic, but is 
an Imitation. Though the shleld's 
defensive capacity is ordinary, it 
may spook an unsuspecting foe. 


‘Acquired from Iron Keep (P) 
Reinforcement Matorlal Titanite 
Repalr Cost 800 
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A shield that appears in ancient 
legends. Strangely shaped, and said 
to be crafted from the talons of the 
black dragon. The legend of the pale 
dragon Is told In varlous locales, 

but each account is fragmenitary. 
Very rarely Is the black dragon 
mentioned, and some say that It is 
merely an embellishment adopted 
In later retelings of the story 


Acquired from Dark Spirit: Dragonfang Villard (E), 
Dragon Knight (Sword) (E), Dragon Knight (Warpick) (E) 


Reinforcement Materlal Petrified Dragon Bone 
Repair Cost 1340 


Cn 


ParryiStrike 


80200 


WATCHDRAGON PARMA YELLOW QUARTZ SHIELD 


A small shield affixed with a yellow 
quartz. This shield was found in ij sed 

the Iron Keep. Breaks easily due to Wij Paryssuiko 

corroslon, but is light and still very MÁ o5+100 


dragons. The black and white 
contrast depicts the ebb and flow of 
the fate of all things ving, and the 


Ee] 80 
serpentine dragons that watch over stable, In the Old Iron King's great 
the march of time. The bearer of - lron keep was à vast collection of ) ee 
this shield will be blessed by great 75 weapons, erected as a display of o 40 
fortune In battie eo strength to the world. But they o w 
eo were lost when the king's conceit o 25 
homie bean omoen Meins 1 = doomed the castle to sink into a lake of fire. 5 5 
Reinforcement Material Titanite E Aan 100 (CONGODE RON OA ri B 
Reinforcement Materlal Titanite 
Repair Cost 1300 os vo 20 
Repair Cost 575 
es 15 20 
Ei o E 
eo o 60 
-e- 2 
BOUND WOODEN SHIELD 
A rare shield depicting a blossoming A shield with an unusual design. 
flower, that soothes the weary Found In the Undead Purgatory. The Shield 
heart of Its bearer. What makes chains and spikes wrapped around Parry/Thrust 
flowers beautiful, and why are we 7% the shield cause bleeding, but 90180 90 
comforted when we gaze upon weaken the shield's effectiveness. 
them? Sady, the flower depicted on ° ed Accessories that are added to a 9 20 
this shield went extinct long ago. o e5 weapon for the sole purpose of tor- o 30 
ô u menting foes can often detract from 5 a 
5 : the weapon’s natural effectiveness. a 
Acqulred from Mernory of Vammar (P) K 5 Acqulred from Chancellor Wellager (M) ei ie 
Reinforcement Material Titanite 6 e Reinforcement Materlal Titanite Hse 5 
Repalr Cost 765 vo es Repair Cost 650 vo u 
Note Increased Stamina regeneration while the Shield 1 65 1 45 
Is equipped 45 wo 


8 


o 
0 B " o K o el o o 60 
SAE : EN Dm wm : 
BLACK FLAMESTONE PARMA HOMUNCULUS WOODEN SHIELD 


A small shield affixed with a black A shield with lumps attached to 
erystal. Found deep inside the It Found in the manor in Alda. 
Gutter, In the Black Guich. Heavler Heavler than a standard shield, 
than a standard small shield but but more stable owing to the hard 


es as 
the hard crystal boosts Its defense lumps. In the far eastern outskirts 
against slashing. Some of the more oe of Dranglelc lies an old manor that es 
determined souls exled to the 2 Is now long forgotten. As it should 2 
Gutter sought to scale the walls 7 be, for the things that lurk there are à 
of the forsaken place and walk the ee better left unknown. ii 
earth once again, but failed, and wasted away mired in vince ina oi 
misery and resentment. Ei renndpa scetersghd 35 
Acqulred from Chancellor Wellager (M) 2 eemnes enke) as 
Reinforcement Ma: 65 Fpak Cost 000 35 


Repair Cost 875 


GREATSHIELDS 


Greatshields are the largest type of Shield in the game, and thanks 
to their extremely high Stability, they offer by far the best means 
of blocking enemy attacks. Damage reduction in general is also a 
step above the other Shield types, and their large size means less 
of you is exposed while blocking. They do, however, have much 
higher stat requirements than the other types of Shield, so serious 
investment is required before you'll be able to use them. Weight is 
also an issue with these Shields, and increasing your equip load is 
almost essential when using them. The weight also brings with it 
another downside in that you're unable to parry with these Shields, 
but luckily the high stamina will usually mean that you can weather 
most attack strings. Not all is lost with the parry, however, because 
with these Shields you'll gain the ability to do a powerful overhead 
shield bash attack instead 


TWIN DRAGON GREATSHIELD 


A wooden greatshield featuring 
twin dragons. Quite Wight for 

this size of shield. One requires 
strength to handle à greatshield, but 


95 
they are very stable. In battle, one 

fights using shield bash instead of had 

parrying 45 

es 

40 

Acqulred from Maughlin the Armorer (M) ä 

Reinforcement Materlal Titanite ä 

Repalr Cost 865 pe 

4 

65 

G 

7 


A metal greatshield. Very heavy, and 
requiring great strength to handle, 
but provides excellent defense, 

One requires strength to handle 


100 
a greatshield, but they are very 
stable. In battle, one fights using mt, 
shield bash Instead of parrying. 7 
eo 
« 
Acqulred from Cathedral of Blue (P) ä 
Reinforcement Material Tianite zt 
Ropalr Cost 1325 z 
as 
LJ 
90 


A greatshield used by the nomadic 
Gyrm. Appears to be a stone 
monument that was converted 
Into à makeshift shield. Naturally, 
It is quite heavy, and haphazardiy 
crafted, but very few attacks will 
make It past this monster. 


Acqulred from Gyrm Warrior (Great Hammer) (E) 
Reinforcement Material Titanite 
Repalr Cost 1430 
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OLD KNIGHT GREATSHIELD | D KNIGHT GREATSHIELD 


An undated ancient greatshield. 
Wielded by à warrior from a time so 
ancient that there exists no record 
of his endeavors. Has extremely 
low durability. Sometimes, Just as à 
thing falts to pieces, It unleashes Its 
last flash of great power. 


Acqulred from Harvest Valley (P) 
Reinforcement Material Titanite 
Repalr Cost 1635 


AAR 
ED ae 


GREATSHIELD Of | GREATSHIELD OF GLORY | 


Y 


Greatshield of the King's loyal knight 
Syan. The King commisstoned this 
greatshield specifically for his loyal 
knight, but Syan met his demise 
before its completion 


Acqulred from Drakekeeper (Hammer) (E) 
Reinforcement Materlal Titanite 
Repalr Cost 1930 


An extremely sturdy pitch-black 
greatshield. Colossal warriors 
staunchly watch over the shrine, 
ready to defend its resident, or 
allow one worthy enough to be 
granted audience, 


Acqulred from Dragon Shrine (P) 
Reinforcement Materfal Titanite 
Repalr Cost 1325 


‘Greatshield 
Striko 


EA 150-200 


Striko 
95100 


‘Groatshield 


165 


ATE'S SHIELD RMA'S GREATSHIEL 


Pate's favorite greatshield. Appears 
rather humdrum, but in fact was 
forged by layering thin sheets 

of iron, a process that creates a 
shield with excellent defense for its 
welght. It is not always advisable 
to stand out. Especially if you have 
something to hide. 


Shield of the knights who long ago 
attempted to conquer the Undead 
Crypt They bore no weapons, 

only a shield split into left and 

right halves, which they used to 
playfully crush their foes until their 
corpses were kneaded beyond 
recognition. The engraving depicts 


two messengers from the hereafter 


65 
who welcome the recently dead by reviewing the merits 
Acqulred from Merchant Hag Melentia (M), Mild- 
Mannered Pate (Q) of thelr deeds In fe. 60 
Acqulred from Dark Spirit: Greatsword Bell Keeper (E), 60 
Henlein nd Dark Spirit: Greatsword Phantom (E), Imperious Knight (E) 120 20 
ene Reint. Materlal Twinkling Titanite Repair Cost 2030 35 55 


Shield of the Primal Knights that. Shield of the knights who long ago 


defend Dranglelc castle. Very heavy, attempted to conquer the Undead Graatardekd 
and has the power of lightning. The Crypt They bore no weapons, Strike 
brutish and mighty Primal Knights only a shield split Into left and 200+300 100 
wield this shield as If it were made right halves, which they used to 
of paper, but to the ordinary warrior playfully crush their foes until their zl a 
Itis a chore to even hold up, owing corpses were kneaded beyond o 55 
to its great welght. Whatever was recognition. The engraving depicts. o 55 
created by Lord Aldla was lost with two messengers from the hereafter 
his disappearance, but the King attempted to revive who welcome the recently dead by reviewing the merits. 0 hed 
these things, even If only fragments remained. of their deeds In life. 0 60 
Acqulred from Primal Knight (Living) (E), Primal Knight Acqulred from Imperlous Knloht (E) o eo 
fndeed 1E) Reinforcement Materlal Twinking Titanite 120 80 
1 
Reinforcement Materlal Titanite Repair Cost 1635 apar oost iasó 25 ss 
o 


Ke) 
HIELD 


A shield formed by chiseling a giant 
boulder. As solid as rock, this shield 
offers incredible defense, but Is 
also terribly heavy. So heavy, In fact, 
that he who takes it into battle is 
not allowed to flee, until he or his 
opponent has fallen. 


Greatshield of the Dragonriders, 


King Vendrick's royal guard. The 7 

rank of Dragonrider was reserved Sika 

for honorable warriors who 1245210 100 
helped found Drangleic. Together 

with the King, they crushed its 

former inhabitants and erected a 


magnificent kingdom upon their 
graves. 


Acqulred from Straid of Olaphis (Soul Trade) (M) 
Reinforcement Material Petrified Dragon Bone 
Repalr Cost 1220 


Acqulred from The Gutter (P) 
Reinforcement Material Twinkling Titanite 
Repalr Cost 2530 


135 
o …E RE B m-B- 
URSUER REAT SHI 
Greatshield of the Pursuer. For A greatshield created from the soul sm— 
those who can handle the weight of the Looking Glass Knight. Can 
of this shield, it offers resistance deflect spells. The Looking Glass 
to curses. The Pursuer hunts down doo at the castle Is sald to have been a 112200 oe 
those branded by the curse, as If passage to another world. 4 « 
each Undead soul that he claims = z el 
will atone one of his sins. w of 7 
40 0 70 
60 A 0 70 
‘Acqulred from Straid of Olaphis (Soul Trade) (M) 5 Acqulred from Weaponsmith Ornifex (Soul Trade) (M) ï se 
Reinforcement Materlal Petrified Dragon Bone ms Reinforcement Materlal Petrified Dragon Bone ú pe 
Repalr Cost 1325 es Repalr Cost 1430 120 36 
66 36 5 
ui} o es 
eo Ed 20 
16 us 
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REBELS GREATSHIELD 


Shield of the rebel Ralme. Ralme 
and Velstadt were known as the 
left- and right-arms of the King, until 
their wills clashed, and Ralme was 
deemed a traítor. The black raven is 
despised as an augur of death, but 
It was Ralme’s favorite bird. 


Aecqulred from Forest of Fallen Glants (P) 
Reinforcement Materlal Titanite 
Repalr Cost 1325 


8REEEERBEES 


5 


WICKED EYE GREATSHIE 


A greatshield with an unsetting 
design. Covered In the prints of 
countless hands. The true origin of 
this shield is unknown. No amount 
of polishing can clear its face of the 
mysterious hand prints 


‘Acqulred from The Gutter (P) 

Reinforcement Materlal Titanite 

Repair Cost 1620 

Note Absorbs a small amount of HP upon landing a hit 


1 0 a 
o E = 


0 
-H-B- 


ARROWS & BOLTS 


Bows and Crossbows are only as good as the Arrows and Bolts 
fired from them, and thankfully you have numerous options to 
choose from for both. Through the various elemental or status 
inflicting Arrows and Bolts, you'll be able to systematically target 
different enemies weaknesses from long range, changing up the 
ammo type when, and where needed. You can equip two different 
types of arrows, and two different types of Bolts at the same time, 


Thrust 50 = = - 5 = = 
Deserlption Arrow made from wood 


Inexpenslve wooden arrows. Easily acquired, but not very threatening 
Bows are excellent tools for attacking foes from a safe distance, but require 
the equlpping of some type of arrow. 


Thrust 85 - - = = sl = 
Deserlption Arrow made from iron 


Standard arrows made of iron. Sturdy arrows that plerce effectively. Iron 
arrows are powerful, but not cheap. Be certain not to overuse them. 


Thrust 160 
Description Arrow that Inficts magie damage 


Arrows imbued with magic. Tipped with a Aromatic Ooze. Weapons 
fortitied with magic are particularly effective against heavily armored foes 
or creatures with thick scales. Useful In the short term for those who have 
learned no magic, or whose magic Is exhausted. 


Thrust 50 - - 140 - - - 
Deserlption Arrow that Inflicts lightning damage 


Arrows imbued with lightning. Tipped with Gold Pine Resin. Weapons 
fortified with lightning are effective against foes resistant to magic and fire. 
Useful In the short term for those who have learned no magic, or whose 
magic Is exhausted, 


Thrust 50 - 160 - - - = 
Deserlption Arrow that inflicts fire damage 


Arrows Imbued with fire. Tipped with Charcoal Pine Resin. Weapons 
fortified with fire are effective against against foes vuinerable to magic and 
fire, such as Undead or beasts. Useful In the short term for those who have 
learned no magic, or whose magic is exhausted. 
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and you don't even have to switch between them to use them both 
When you want to fire the weapon, simply use the Normal attack to 
fire the first equipped Arrow/Bolt, and the Strong attack to fire the 
second. The power of having access both of the same time cannot 
be underestimated, especially when it comes to applying status 
effects as you no longer have to break fire to start applying a second 


Thrust 50 hd - - 160 - - 
Description Arrow that inflicts dark damage 


Arrows imbued with dark flame. Tipped with Dark Pine Resin. Weapons 
fortified with dark are effective against those who fear the dark, such as 
clerics and magical creatures. Useful In the short term for those who have 
learned no magic, or whose magic Is exhausted. 


Description Arrow that inficts poison damage 


Arrows Imbued with poison. Tipped with Rotten Pine Resin. Polsoned foes 
slowly lose HP over time. 


Thrust 50 - - - - - 300 
Description Arrow that inflicts bleeding damage 


Arrows that cause bleeding. Tipped with finely sharpened arrow heads. 
Bleeding foes’ max HP is lowered. 


in Thrust Bf 200 Bid - z 5 = x 5 
RADE oescrioion ron oveatarow 


Standard greatarrows made of \ron. More effective than regular arrows, but 
considerably heavier. 


Thrust 100 250 
Deseription Greatarrow inflicting lightning damage 


Greatarrows imbued with lightning. Tipped with Gold Pine Resin. Weapons 
fortified with lightning are effective against foes resistant to magic and fire. 
If you require magic but have learned none yourself, these will serve you 
well. 


NE 


Description Greatarrow Inflicting fire damage 


Greatarrows Imbued with fire. Tipped with Charcoal Pine Resin. Weapons 
fortified with fire are effective against against foes vuinerable to fire, such 
as Undead or beasts. If you require magic but have learned none yourself, 
these will serve you well 


LR 


Description Greatarrow inflicting break damage 


Greatarrows with intricately crafted tips. Designed to destroy equipment 
with impact. Bravery does not necessarily entall going head-on with a foe, 
especially if they have better armor than you. Use these arrows, and grind 
them down from afar. 


nn E 


Description Crossbow bolt made from wood 


Inexpensive wooden bolts. Not very Intimidating, but highly portable and 
easy to use. Use of a crossbow requires the equipping of bolts, which are 
shorter than arrows. 


Thrust 100 = = = = > 5 
Description Crossbow bolt made from iron 


Standard crossbow bolts made of Iron. Effective at plercing enemies. Very 
effective In ranged attacks, though somewhat expensive to use willy-nlly. 


Thrust 70 Bid 1eo - = B 5 E 
Description Crossbow bolt inflicting magie damage 

Bolt imbued with magic. Tipped with Aromatic Ooze, Weapons fortified with 
magic are particularly effective against heavily armored foes or creatures 


with thick scales. Crossbows and specialized bolts allow warriors with low 
dexterity to inflict elemental darnage. 


Thrust 70 - - 160 = 5 5 
Deseription Crossbow bolt inflicting lightning damage 


Jip 


Bolt imbued with lightning. Tipped with Gold Pine Resin. Weapons fortified 
with lightning are effective against foes that are resistant to magic and fire. 
Crossbows and specialized bolts allow warriors with low dexterity to Inflict 
elemental damage. 


ark Thrust 70 - 160 = = = = 
- Deserlption Crossbow bolt Inflicting fire damage 


Bolt imbued with fire. Tipped with Charcoal Pine Resin. Weapons fortified 
with fire are effective against foes vulnerable to fire, such as Undead or 
beasts. Crossbows and specialized bolts allow warriors with low dexterity to 
Inflict elemental damage. 


Thrust 70 - - - 1e0 = z 
Description Crossbow bolt Inflicting dark damage 


Bolt imbued with dark flame. Tipped with Dark Pine Resin. Weapons fortified 
with dark are effective against those who fear the dark, such as clerics and 
magical creatures. Crossbows and speclalized bolts allow warriors with low 
dexterity to inflict elernental damage. 


ARMOR 


Your choice of armor is arguably just as important as your choice 

of weapon when it comes to surviving your trip through Drangleic, 
because it is the armor that's responsible for keeping you alive most 
of the time. Selecting what armor to wear, however, is no easy 

task given the vast amount of choices you have available; careful 
planning into the different benefits and downsides that each piece 
of armor brings with it is the only way to find one that suits your 
playstyle. 


Each piece of armor has different protection levels against both the 
different types of normal damage, and the different elemental and 
status effect damages, so finding one set that suits all situations 

is highly unlikely. Having a range of armor ready to go that you 

can switch between as needed is often the best course of action, 
specifically when switching between sets that offer high normal 


defense, and those with high elemental resistance for example. 
Outside of their protection levels, the overall weight of an armor 
piece should also be a big consideration, since it will have a direct 
impact on your equip burden, and thus movement ability. 


In some instances you may want to opt for a lightweight armor that 
allows you to move quickly and be evasive, and in others you might 
want a heavy armor that offers you greater protection. For some 
character builds, vitality can be increased to offset the impact on 
your equip load somewhat, but that will result in sacrifices in other 
areas. Many builds, however, will not want to invest heavily in Vital- 
ity, and in those instances there are still Rings that can be equipped 
to help ease the burden. There is no benefit to wearing a complete 
set of a single armor, however, so often the best end result will be 
to mix and match pieces of different sets together to get an overall 
balance that's right for you. 


IMPORTED SET 


Traveler's armor. Wort provide much 
In the way of protection. Hemp hood 
fully covers the face and provides 
protection from the elements, and 
lite more. The cursed souls who 
wander the lands have a strange way 
of ending up here, as if drawn from 
afar by some force 


Acqulred from 
Dark Spit: Heavy Crossbow (E) 
(NG+) 


Reinforcement Materlal Titanite 


Imported Hood 


Repair Cost 215 Repair Cost 56 Repalr Cost 104 


| 13226 o Pr] 26262 | 


16229 520 
13225 510 


Imported Imported 
mean AE 


1225 oo 
00 
ed 
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HARD LEATHER SET 
Armor made of sturdy leather. A gm 
commonplace plece of armor. No Boots 


embellishments. Very solid. 


Repalr Cost 303 


68 >135 o 4080 

Ttdt 14528 423 

862132 1326 2079 

672133 00 30273 

nee B oo 1326 

ij 14-20 5 8216 

ij 2e 72 16231 28 16231 

Acqulred from 22u ge 1326 Ei D 13226 


Maughlin the Armorer (M) 


Seil We = 
EE: 


Black Leather &” [Black Leather 
Armor p Gloves 


Repair Cost 550 Repalr Cost 143 


Reinforcement Materlal Titanite 


THIEF SET 


‘Armor dyed black. Allows the wearer 
to blend In with the dark. Often used 
by those with Intent. Meticulously 
crafted, and provides fair defense. 
The Thief Mask Is a full face mask 
Called a thief mask since most 
people wearing them are up to no 
good. Not terrlbly effective as armor. 


Black Leather 
Boots 


Acqulred from 
Laddersmith Gilligan (M) 


Reinforcement Materlal Titanite 


ERER SET 


An armor for the roving type. Light, 
sturdy leather made for long journeys. 


en 
Cost 154 


Repalr Cost 590 Repair Cost 284 


soon Ml o B so WM o 


67 13426 


25E a 
2267 13226 


ad 36270 5270 2142 2670 2142 
2447 00 50118 00 71 00 Kal 00 
815 0=0 19238 00 12223 00 12223 00 
Ô 5 50 15230 B so 16230 50 
35 
7 e G 


21 


Acqulred from 
Undead Citizen (E) 


Reinforcement Materlal Titanite 


HUNTER'S SET 


Armor made from soft leather. A 


Reinforcement Materlal Titanite - 


EN 
IN fn | | 
Traditionally used by bow hunters ; 
The hunting pocdees Evtana was no == 123 Repair Cost123 SBM Repair cost 226 
goddess at all, but rather a brave and en ä Ë 5 
highly skilled bow huntress. Long 
after her demise, the passing of lore 19235 J te-n 16221 
transformed her into a delty. Few 5 
embellishments. Lightwelght and laas id hd 
easy to use. 16232 Bd o-o  o=o 
612 gh o-o El oo 
4-8 gd oo gj oo 
B ee |< EE |< EE 
Acqulred from EES E) 5 
Forest of Fallen Glants (P) - - - 
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KNIGHT SET 


Repair Cost 322 


Metal armor worn by knights. 
Standard issue for new Drangleic 
knights. Knights have long 
trusted this armor for its excellent 
functionality. 


Acqulred from 
Helde's Tower of Flame (P) 


Reinforcement Materlal Titanite 


Armor made of bradden steel 
Provides sturdy defense, making It 

an old-time favorite of elite knights. 
Braden steel is used widely in 
Drangleic. This fine alloy is made from 
ores mined In the southern kingdom 


Elte Knight 
Leggings 


Repair Cost 341 


Acqulred from 
Maughlin the Armorer (M) 


Reinforcement Materlal Titanite 


Armor favored by pyromancers. It 
appears tattered but In fact its fabric 
Is reinforced with pyromancy. Magic 
Is no show, It is an art that allows 
mere mortals to glimpse into the very 


Tattered Cloth 
Manchettes 


Repalr Cost 112 


Repalr Cost 430 Repair Cost 207 


fabric of what Is and may be. o Ed a 
«7 Pej 1=02 26451 
16230 20257 018 
0-0 29267 00 
1010 Hf 16231 Ben 
55 Ml 20 En 
27 If 1420 16 


Acqulred from 
The Gutter (P), Dark Stalker (E) 


Reinforcement Materlal Titanite 


BRIGAND SET 


‘Armor donned by looting brigands. jm Brigand 
Mountains surround Drangleic on Brigand Anmor SS | fi | Brigand Trousers 
three sides. Most travelers who try $ | 
to croes them end up hapless prey Repalr Cost 590 Repalr Cost 154 B Repair cost 284 
to the countless brigands lurking si 
there. This armor may appear shoddy, Ë EE 2368 o 
but Is In fact a very functional plece 22246 Kaj 72 6272 
of work, ts materlals meticulously 
crafted together. Ee sd nes 
00 21261 21261 
00 1622 1632 
60 13226 19526 
El - 12225 B ves 
Acqulred from 5 ass 
No-man's Wharf (P), Dark Spirit 
Crescent Sickle Phantom (E) 5 5 
Reinforcement Materlal Titanite B - = 
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TRAVELING MERCHANT SE 


Armor won by merchants from 
Lanafir, where blue represents 
knowledge. The eagle Is normally à 
symbol of strength, but in Lanafir 

It symbolizes wealth. Lanafir Is the 
farthest land to the south and follows 
a strict edict of Isolationism. The 

rare visitor from Lanafir is always a 
\itle odd. 


Traveling 
Merchant Gloves 


Repalr Cost 154 


Traveling 
Merchant Boots 


Repalr Cost 284 


Acqulred from 
Merchant Hag Melentia (M) 


Reinforcement Materlal Titanite 
Effect Hat raises item discovery 


A boldly-colored jester's armor. A nice 
bit of fun to try on. Jesters are more 
than festival fixtures, some have a 
second face, hidden from public view. 


Jester's Tights 


Repalr Cost 188 


o o 
5 4080 1622 
3060 ie 12e 
20277 Gl ven 
Acqulred from N 5 tan 
Magerold of Lanafir (M) ne es 
Reinforcement Materlal Titanite hl a 
hs 57 23 
Effect Cap raises item discovery. e 
Robe nullies foes’ critical hits. ge D 
Gloves increase number of Souls Le Ti dl 
acquired. Tights reduce falling 
damage, E = 


ASTROLOGIST'S SET 


Armor worn by astrologists in Melia, 
Astrologists belleve that magical 
powers can be obtained at moments 
of special heaven alignment. Even 


Astrologist Astrologist's Astrologist's 
Robe Gauntiets Bottoms 


Repalr Cost 430 Repalr Cost 112 Repair Cost 207 


the collective wisdom of the Melfian 
Magic Academy cannot pull magic oer H o B 2s-n 0 600 0 
out of the sky, buttheldeasofthe Zg 63 +126 1030 Pij 26-52 816 870 14520 
astrologists led to the creation of new 
da erv ati oai aandoen 582117 10237 Utd B15 42487 14528 
50117 0=0 zdf 00 27 00 
7 M= 0=0 WM 19-36 00 KJ 00 
30260 50 12225 50 2adt EN 
zi + - 
Acqulred trom 20-60 51 EN 22at 29 
Royal Sorcerer Navlaan (M) aan e e 20-65 E 


Effect Hat raises Intelligence by +2 


ed 
F 


Reinforcement MaterlalTitanite Ë 


Armor worn by the Forossa Lion 
Knights. The mighty Lion Knights, 
worshippers of the war god Faraam, 
wore heavy armor and were 

feared for their nimble two-handed 
swordplay. But their legacy was cut 
short with the fall of Forossa. 


124 „240 
ng =235 
1332265 
128 2253 


Acqulred from 
Dranglelc Castle (P) 


Reinforcement Materlal Titanite 
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BLACK DRAGON SET 


Eerily-shaped armor spoken of in 
legend, crafted with scales of the 
Black Dragon. The Black Dragon was 
long considered a mere legend, but 
this proves Its exdstence. 


Black Dragon 
Leggings 


Repalr Cost 605 


48 >120 
a 4717 
40 =123 
48 >120 


ES zer 


& 


Acqulred from 
Equlp Dragon Head Stone/Torso 
Stone (Dragon Remnants (C)) 


Reinforcement Materlal Petrified 
Dragon Bone 


‘Armor of kings of the desert land of 
Jugo. First worn by Aurous, the land's 
herolc founder. According to legend, 
the armor of Aurous ls composed of _& 
a mysterlous substance that cannot 
be seen by cowards. What do your 
eyes tell you? 


© [Leggings ot 
Aurous 

20243 o 

48 grz 


2741 
2842 


net7 


Acqulred from 
Dark Spirit: Rhoy the Explorer (E), 
Maughlin the Armorer (Q) 


Reinforcement Materlal Twinkling 
Titanite 


Effect Ralses equipment load 


oe14 
1218 


1015 


w 
-_ B - 
SET OF AUROUS 
En 
Aurous 


Armor of kings of the desert land of 
Jugo. First worn by Aurous, the land's 
herolc founder. According to legend, 


the armor of Aurous Is composed of Repair Cost 1340 Repalr Cost 644 
nnen Beene mc» Mc 
eyes tell you? 118177 4551 ets 68 +102 2029 
128102 wt 1421 Hero 25437 
123 184 00 00 71106 00 
43265 00 00 2537 00 
42263 80 80 246 80 
30245 101 22 1726 58 
Acqulred trom 46-60 A c 26240 c 


Dark Spirit: Twinblade (NG+) 


Reinforcement Materlal Twinkling 
Titanite 


Armor made from wings of the 
rare moon butterfly. Lite is known 
about the moon butterfly, which only 


ss | Moon Butterfly Moon Butterfly 
ed cufts Skart 


appears on fui-moon nights In winter. Repair Cost 700 Repair Cost 182 Repalr Cost 336 
Some say the butterfly is a magical pre á re ä Kit ä 
being, and its larvae have never once 

been spotted. 52270 dec Mej 20-45 26230 Mej 46-67 


uet7 2068 


16222 2068 
16224 2132 
ed 421 


Acqulred from 
Maughlin the Armorer (M) 


Reinforcement Materlal Twinkling 
Titanite 


Effect Poisons nearby foes. Hat 
raises Intelligence by +1. Pinions and 
skirt increase length of jump and 
reduce falling damage 
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ALVA SET 
1 En Repair Cost 341 


Repalr Cost 185 


Armor worn by Alva the Wayfarer. 
Light but offers very high defense. 
Alva crossed many a land in search 
of a cure for Saint Serreta's sickness, 
but failed and relinquished his 
knighthood. 


£3>106 
86-+170 6 53 50101 
02185 2560 65100 
88» 176 00 52104 
25249 00 16220 
2754 go 16222 
19237 a8 n=22 
2653 A 16231 


Acqulred from 
Maughlin the Armorer (M) 


Reinforcement Materlal Titanite 


BLACK WITCH SE 


Armor womn by Zullie the Witch, 

seducer of Alva the Wayfarer. Boasts 
excellent magic defense. When Zullie 
the Witch learned of Alva's dedication 


” [Black Witch LE | 


Repair Cost 700 Repalr Cost 182 Repair Cost el 


to Saint Serreta, she used all manner 5 
of tricks and decelt to ruin him, but in en J NEE 
the end she would spend her life with Zäg 3756 ue 3768 
him, supporting his endeavors. 2250 20 «60 
B=50 38450 
zei 3240 
2538 2538 
Acqulred from 
Velt: Bell Keeper Mage (E), Others: 045 30 »45 
Dark Spirit: Nameless Usurper (E) » = 
Royal Sorcerer Navlaan (M) des E ale 
Reinforcement Materlal Twinkling E 5, Ee 
Titanite 7 Z = E 


BLACK WITCH HAT 


Hat worn by Zulle the Witch, seducer 
of Alva the Wayfarer. Allows the Led 
atunement of an extra spell. When 

Zullie the Witch learned of Alva's Repalr Cost 273 
dedication to Saint Serreta, she used 

atmanner of cks ana ecerttorun Ml v-2 WM © 
him, but In the end she would spend 22434 710 
her fe with him, supporting his 


andere 19,28 en12 
1928 218 
anas er if een 
Dark Spirit: Nameless Usurper (E), Jen GE 5 
Royal Sorcerer Navlaan (M) ass Pl ora 
Reinforcement Materlal Twinkling Er E 


Titanite 


Effect Allows attunement of 
additional spelis 


BLAC 


Domino mask worn by Zullie the 
Witch, seducer of Alva the Wayfarer 
Strengthens magic attacks but 
reduces max HP When Zullie the 
Witch learned of Alva's dedication to 
Saint Serreta, she used all manner of 
tricks and decelt to ruin him, but in 
the end she would spend her life with 
him, supporting his endeavors. 


Acqulred from 
Dark Spirit: Dual Avelyn Bell Keeper 
(E), Dark Spirit: Nameless Usurper (E) 


Reinforcement Materlal Twinkling 
Titanite 


Effect Strengthens magic attacks but 
reduces max HP 
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HOLLOW SOLDIER SET 


Armor worn by Hollowed royal 
soldiers. Appears to be crafted 
with quality materials, but is highly 
degraded and close to falling apart. 
Wearing this will be of lite use. 


BR Acauired trom 
Hollow Soldier (E) 


Reinforcement Materlal Titanite 


“ [Hollow Soldler 
Armor 


Repalr Cost 472 


Hollow Soldier 
Gauntiets 


: Repalr Cost 123 
2651 4 
440 Ted 
2754 816 
26252 0=0 

ES ere oo 

Oo Dd 35 
der" hl 22 


MN ee 


Hollow Soldier 
Leggings 


Repalr Cost 227 


Royal Drangleic soldier armor. 
Equlpment crafted by the royal 
blacksmith. Finely polished and ready 
for battle 


Acqulred from 
Maughlin the Armorer (M) 


Reinforcement Materlal Titanite 


Repalr Cost 175 


Royal Soldler 
Gauntiets 


Royal Soldier 
Leggings 


HOLLOW INFANTRY SET 
Ë 


Armor worn by Hollowed Infantry. A 
piece of basic, minimal equlpment 
Worse yet, t's worn and nearly falling 
apart Not recommended unless your 
options are spent. 


Acqulred from 
Hollow Infantry (E) 


Reinforcement Materlal Titanite 


Repalr Cost 115 


21262 
2264 
2061 
20261 
7213 
CP 


B Repalr Cost 440 

o 46 01 o 
7 4704 10,20 
eta 450 10520 
00 45200 0-0 
00 10220 0-0 

40 sto MU vo 

4 if 12 59 

D Wo B e 


Hollow Infantry 
Gloves 


Repair Cost 115 
2243 
2245 
2142 
2142 


Hollow Infantry 
Boots 


Repair Cost 212 


2570 a 
6272 716 
24 „3 716 
243 00 
816 00 
613 40 
919 45 
815 D 


INFANTRY SET 


id =l 
Repalr Cost 143 


‘Armor worn by Drangleic infantry. A 
piece of basic, minimal equipment. At 
least It's lght and easy-to-use. 


Acqulred from 
Helm: Forest of Fallen Giants (P), 
Others: Maughlin the Armorer (M) 


Reinforcement Materlal Titanite 


2277 
4080 
2075 
2275 
1019 
91e 

12225 
1019 


0 


Infantry Armor 


B Repair Cost 550 
57113 0 
50118 15-20 
55111 15220 
som Wi ceo 
14228 00 
1226 el 55 
es B so 
14228 5) 8 
B 


o 
7e 
7e 


26253 0-0 
714 0=0 
61 B 55 


ide Cost 143 


Repair Cost 264 
4206 o 
45200 122 
25 11222 
425 Wijf 0-0 
ne22 00 
10=20 Bf 5 
420 45 
11222 Do 
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WHITE PRIEST SET 


Traditional Robe worn by Drangleic 
clerics. The clerics of Drangleic 
were not viewed with particular 
reverence, and their positions were 
only preserved as a nod to tradition 
It Is customary for clerics to wear Là 
different garb depending on their sex, bag 
but the reason for this practice is 
unknown. This is a men's armor set. 


Acqulred from 
Cromwell the Pardoner (M) 


Reinforcement Materlal Titanite 
Effect Headplece raises Faith by +1 


Armor womn by Drangleic clerics. The 
clerlcs of Drangleic have retained 
their nominal status throughout. 

the ages, but were always at arms 
length from the royal family, as If 
ther existence was little more than 
a formality. Itis customary for clerlcs 
to wear different garb depending 

on their sex, but the reason for 

this practice Is unknown. This is a 
women’s armor set. 

Acqulred from 

Dark Priestess (E), Dark Spirit 
Merciless Roenna (E) (not 
Headplece), Dark Spirit: Pecullar 
Kindular (E) (only Gloves & Skirt) 


Reinforcement Materlal Titanite 
Effect Headplece raises Falth by +1 


ROGUE SET 


Armor donned by Hollowed thieves. 
Despite its crude appearance, this 
armor is surprisingly sturdy. The hood 


Is primarily intended to hide the face & 
of the wearer, and Is of no practical 
value as defenslve gear. 


Rogue (E) 
Reinforcement Materlal Titanite 


Acqulred from E: 


White Priest 
Robs 


Repalr Cost 430 
55111 o 
58 +116 22245 


Repalr Cost Ee 


Priestess Gloves 


Repair Cost 12 
53106 174 0 
5510 18235 ä Tes 
52104 ven Hi 
52104 ie] 

2365 12 
Ki 2265 10221 
46 +01 16229 
7273 1224 


Repalr Cost 590 


Rogue Gauntlets Hi Rogue Leggings 


Repalr Cost 154 Repair Cost 284 


o 29267 o 40279 o 
2142 20255 122 20277 15230 
20240 2058 1021 40e 14520 
0-0 2058 00 408 00 
0-0 018 0-0 19225 00 

55 1122 U ss 16230 56 

25 doen Fe 18 14220 26 

e zu Bj e vas E 


BANDIT SET 
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Armor of bandits of the Forossan 
outskirts. The territory of Forossa 
became lawless after the kingdom 
fell to war. Citizens became bandits, 
and scattered to other lands, 


Acqulred from 
Magerold of Lanafir (M) 


Reinforcement Materlal Titanite 
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enn + EE mn mots Er 


Repair Cost 630 Repalr Cost 164 Repair Cost 303 
67 +122 30 +60 25 
65 »122 72 200 712 
602137 1019 21 =C2 1019 
Gl 120 Bd o-0 2058 00 
20=40 ‚{ 0=0 918 00 
21241 24 919 60 
72 ze A ves 28 
20=40 D 


[| 
D 
Ei 


VARANGIAN SET 


Armor worn by Varanglans that 
terrorized nearby seas. The coastline 
stretches far In northern Drangleic. 
Beyond this northern sea is an 
unexplored continent, said to be the 
home of things inhuman. 


Acqulred from 
Varanglan Sallor (E) 


Reinforcement Materlal Titanite 


Armor womn by Hollowed Drangleic 
mages. Drangleic mages wore 
different garb depending on their 
sex. What function this served, 
however, Is unknown, as with many 


Black Hollow 
Mage Robe 


Repair Cost 430 


10 
old practices. This Is à womens EN 
armor set. 5817 
54100 
54109 
ae 
23267 
Acqulred from men 
Dark Wizard (E) 2070 


Reinforcement Materlal Titanite 
Effect Ralses Intelligence by +1 


LLOW MAGE SET 


Armor worn by Hollowed Dranglelc White Hollow 
mages. Dranglelc mages wore Mage Robe 
different garb depending on their sex 
What function this served, however, L Repair Cost 430 
Is unknown, as with many old 5 5 
practices. This amersarmorset. Mr WM e a 
F7 | ei 21441 
19230 
30 »60 
30 »60 
u 
- 
Acqulrod from El 
Hollow Mage (Male) (E) [7 e 


Reinforcement Materlal Titanite 
Effect Ralses Intelligence by +1 


- 
A 
Ö 
Z 
ZS 
> 
OQ 
ri 
(2) 


Armor worn by Lion Clan mages. 
The Lion Clan are an offshoot race 
that appear In historical records quite 
abruptly, as If one day they climbed 
up out of the depths of the very 


Da 
E 
| 

ú 


Repair Cost 390 


earth itself. ä an 

u 

6272 

Mi -r 

kl dedl 

20260 

Acqulred from B ve 

Shaded Woods (P) wan 
Reinforcement MaterlalTitanite 8 = 


Effect Improves casting speed 
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HADOW SET 
nl En 


Repair Cost 590 RepairCost154 Repair Cost 284 


4207 o 2060 
565100 077 U 67 
4307 2060 2753 
43287 2640 27253 


ze | oo BT veer 


2950 go 18226 

d = 

acquired trom 19237 18 7 Kia 26 17233 
Suspicious Shadow (E) (NG+} 2448 E ij 25-70 L] 


= [s - - El ve - 
= A - = sl = 
MANIKIN SET 


F 
‘Armor of the manikins of Harvest 

Valley. The peculiar art of puppetry 

Is a vestige of the two lost lands. A 

queen breathed life into these dolls RepairCost154 _N RepairCost590  & Repair Cost 154 


Used to hide In the cover of 

night. Those who are especially 
adept assassins are often hired 

as bodyguards. In an attempt to 
stave off the curse, King Vendrick 
hired shadowmen to put down the 
Hollows, but before long they were 
Hollowed themselves. 


Reinforcement Materlal Titanite 


Effect Gauntiets have bleeding attack 


with the very miasma that afflicted mi re 
her polson- drenched bosom, so that an 8 tn 5 
she would have slaves to serve her a 10-07 2754 2551 


temperamental will. She tore off their 


faces. How else could she forgive Dan, 
those who dared gaze upon her? 2346 
1224 
ne23 
14520 
Acqulred from EEE 


Mask: Earthen Peak (P), Others: 
Manikin (E) 


Reinforcement Materlal Titanite 


PRISONER'S SET 


Rags worn by imprisoned Hollows. 
Judging by its looks and apparent 

virtues, this really is no more than a 
tattered scrap of cloth. It stil carries Repair Cost 46 


the stench of a Hollow. DIE E te A 
40 50 | 12426 11226 

48 47 10221 10219 59 40 

48 0-0 ne23 00 510 00 


Acqulred from 428 25 1223 25 B Sn U 25 
Captive Undead (E), Surprising aa 


7 [Prisoners 
”_[Walsteloth 


B] Repair Cost 84 


EE ic O7 Ps 
Undead (E), Undead Laborer (E) Er al EE dn, d 


Reinforcement Materlal Titanite 


Effect Rags worn on the head and 
body raise item discovery 


Rags worn by Imprisoned Hollows. 
Judging by its looks and apparent 
virtues, this really is no more than a 


tattered scrap of cloth. It stilcarries _& Repair Cost 46 
the stench of a Holow. EE ä 
59 
428 
48 
428 
428 
Carte Uno (E), Surprising B er 
Undead (E), Undead Laborer (E) 5-2 
Reinforcement Materlal Titanite | - 


Effect Raises item discovery 
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ARCHDRAKE SET 


Armor of the Archdrake sect of 
Lindelt. Littie is known about the 
Archdrake sect and its ancient rituals, 
but it is said that their well-honed 


joots 


Archdrake Ro Archdral 
Ed 185 4 


Repair Cost 710 Repair Cost 341 


miracles and unwavering faith in the 

face of death made them worthy Den Le de Le 

rivals to Dranglelc's forces in their 00»17e 24548 E 16 10565 1123 

der. e0=170 20240 73 405 1019 
80178 0=0 oo ua5 00 
zeeer (| 0-0 00 1427 00 
275 eo go 19526 ao 

Acqulred from 

Lindeit Cleric (E), Robes: The Lost Sen sl ga a Ge 

Bastille (P) 27-63 A c 13225 c 


Reinforcement Materlal Titanite 


Effect Ralses Intelligence by +1 


‘Armor of the nomadic Gyrm. 
Excellent polse but heavy. The stocky 
Gyrm are kind-natured, but humans 
deemed ther impure, and drove 
them underground. 


k El Cost 175 


Repair Cost 670 RE Cost 322 


50117 
uzi el 50117 


26 1a 


6273 1733 
2066 612123 19225 
10,39 56112 goeie 
1939 gen oe18 
g16 70 
Teld 56 
Acqulred from Á geld 5 
Gyrm (€) = - - 


Reinforcement Materlal Titanite 


3YRM WARRIOR SET 


Warrlor armor of the nomadic Gyrm. 

Excellent polse and defense, but ( 

very heavy. Most Gyrm descendants L 
refuse contact with outsiders, and & Repair Cost670 Repair Cost 175 


live with a sense of deep contempt 
for those who exled them 26 e B o-r 1 
na 17233 
gets 19525 
gen 019 
oen 019 
7 7 
28 56 
A c B oen c 


Acqulred from 
Gyrm Warrior (E) 


Reinforcement Materlal Titanite 


RM WARRIOR GREATHELM 


Greathelm worn by the nomadic 
Gyrm. Excellent polse and defense, 
but very heavy. Most Gyrm 
descendants refuse contact with 
outsiders, and live with a sense of 
deep contempt for those who exlled 
them. 


Acqulred from 
Gyrm Warrior (E) 


Reinforcement Materlal Titanite 
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WARLOCK MASK 


Strange mask worn by Aldia 
warlocks. Grants dark defense, and 
Increased soul acquisition. Warlocks 


In Aldia gave rise to wicked things, Repair Cost 245 
and even cast forbidden rituals mn E 
upon themselves. No one knows If 
they were bor mad, or If their own 3059 
misdeeds drove them over the edge. 

2448 

24-48 

ES zer 

73 
Acqulred from nn 
Dark Spirit: Merciless Roenna (E) 
Reinforcement Materlal Titanite on 
Effect Increases number of Souls — 
acquired and raises Intelligence by +1 u 


TSELDORA SET 


Armor worn by settlers of Tseldora. ora 
REE FA ee mn 


and unfit for battle, its design recalls 


Tseldora's glory days, the peak of the Repair Cost 90 Repair Cost 344 Repair Cost 90 
brightstone boom, 021 22e o 15229 o 
23 2448 1020 el 1622 ä Jes 
10220 2142 eri 1428 Ee O7 
1020 2142 00 1aeze WJ o=o 
529 10220 00 Ter MR o=o 
Acqulred from 510 neat 40 7e 40 
Und (@ Maughin te armer en WE Ser Ee 2 
420 919 B 


Reinforcement Materlal Titanite 


Effect Increases number of Souls 
acquired 


ae 
018 2 
613 E 


PEASANT SET 


Clothes commonly worn by peasants. 
Normal workwear, more fit for 
blocking sunlight and farming than, 
fighting. 


Repair Cost 150 


o 17234 a 
18236 1038 12925 
15+20 16233 1020 
0=0 16233 00 
0-0 8216 00 
4 017 45 
38 á nez 26 
Acqulred from d ds E 


Dark Spirit: Porcine Peasant (E), 
Undead Peasant (E) 


Reinforcement Materlal Titanite 


IRONCLAD SET 


Armor worn by Ironclad Soldiers. 
Provides high defense, but is so 
heavy that it requires great strength 
to move. The lronclad Soldiers were 


lronclad 
Leggings 


Repair Cost 335, 


minions created by the Old Iron King, 

their Itfe granted by an enchantment us = 

of souls. By now this is agaln an iron 1882217 1620 

fi 

huls and tao waat. 182 +365 4703 102204 2662 
wesss Wij o=0 sto WJ o=o 
27254 0=0 15230 WE 0-0 

Acqulred from 20550 oo sn BU oo 

lronclad Soldier (E), Helm & Armor 

Looking Glass Phantom (E) os Bj vee nz ij oa 

Reinforcement Materlal Titanite an 8 man) Ë E 

u - u - 
Eftoct Helm and Armor nulfy foes’ 
erical hits -_ B - -_ B - 
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Old armor worn by lronclad Soldiers. 
Provides high defense, but extremely 
heawy. One day, warriors wearing 


Old lronclad 


Reinforcement Materlal Titanite 


Effect Helm and Armor nullify foes’ 
critical hits 


ROYAL SWORDSMAN SET 


Armor of à royal swordsman. Its 
shape provides defense while 
allowing great mobility. Stripped 
of ornamentation, this armor is 
designed strictly for battle, King 
Vendrick supplied his bravest men 
with the best armor available to 
face the great glants, but very few 
returned alive. 


Acqulred from 
Dark Spirit: Bowman Guthry (E), 
Royal Swordsman (E) 


Reinforcement Materlal Titanite 


decrepit armor emerged from, Repair Cost 227 Repair Cost 870 
Dranglelc castle, and quietly assumed = 
positions amongst the royal army. Not 
one of them ever spoke a word, or 12525 
revealed the face under the mask. 
075 
00 
oo MA 
4 a 
Acqulred from EE p 
Old ironclad Soldier (E) 
a 


Old Ironclad Old Ironclad Old Ironclad 
Armor Gauntiets Leggings 


Repair Cost 227 Repair Cost 418 
84 169 
78156 
90181 
84 > 169 
1224 
13226 
1019 


Royal Swordsman 
Leggings 


BE Repair Cost 303 


55110 5510 
48206 48-06 
612122 61-2122 
574 57114 
1225 12225 
16222 16232 
917 A17 
12225 1225 


Replica of the armor of the loyal 
knight Syan. This solldiy-crafted gear 
offers high defense. Sir Syan was 


Acqulred from 
Helde Knight (E) (NG+) 


Reinforcement Materlal Titanite 


widely known as the kingdom's Repair Cost 750 Repair Cost 360 
most leal knight, and when the 
Giants invaded, he volunteered to kl z, de 
lead the advance party, but was 1234248 1631 g=16 
slaughtered most dishonorably. The 
King commissioned replicas of Syan’s Mee ane zat 
accoutrements and bestowed them 129 +270 o=0 00 
vo promising knights, but not long 
after they donned the armor did they 2e 00 090 
go thoroughly mad, 570 856 86 

16231 138 KA 
Acqulred from cie te 5 
Royal Guard (E) > — = 
Reinforcement MaterlalTitanite - - - 

HEIDE KNIGHT SET 

Armor worn by Helde Knights. Helde Knight fl SS | Helde Knight 
Whether Helde refers to a kingdom Chainmaif SE | gs 
or was just a name for the land is ĳ 
not clear, for no records date back ee damien 
far enough to tell. All that is known 
Is that the Way of Blue has its origins BENEN = zi En 
In Helde, and that Helde was later von 202 26-70 50119 
subeuried bj Mt sen 15 =»230 2763 69 +135 

woenzis WJ o=0 632126 

18237 28257 ne22 

24547 90 14520 

en Bj vo 019 

2065 5) A 1038 
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ke 


IDE KNIGHT IRON MASK 


Iron mask worn by Helde Knights. 
Whether Heide refers to a kingdom 
or was just à name for the land is 
not clear, for no records date back 
far enough to tell. All that is known 

Is that the Way of Blue has its origins 
In Heide, and that Helde was later 
subsumed by the sea. 


Acqulred from 
Cathedral of Blue (P) 


Reinforcement Materlal Titanite 


Dress worn by a fargone muse. 
Offers almost no physical defense, 
but Is blessed with high resistance 
to magic. These enchanting singers 
were glven song by the Great Dead 
One, and have litie concept of 

self. They live only to sing, and will 
continue singing until they can do so 
no longer. 


Acqulred from 
Shrine of Amana (P) 


Reinforcement Materlal Twinkling 
Titanite 


ALONNE CAPTAIN SET 


Armor worn by the captain of the ) 
Alonne Knights. The accoutrements 


of the Alonne Knights, who served 


the Old Iron King, were created with Repair Cost 370 Repair Cost 1420 

an advanced casting technique. Solid. 

nd hanasomaiycranted, mersnne Mee MJ e mä > 

remains brillant to this day. soto WE corn Ftooz HI vou 
56112 1225 1712343 We 
53106 00 00 


122 00 
ven B oo 
75 hl 51 


n= Bj ec 
ALONNE KNIGHT SET 

] 
Repair Cost 185 Repair Cost710 Wi 


00 


Acqulrod from =) 


‘Alone Knight Captain (E) 


> 5 


Reinforcement Materlal Titanite 


Effect Resistant against fire 


ESRO RA 
8 8 


Armor worn by Alone Knights 
The bonds of the Alonne Knights, 
who served the Old Iron King, were 


mightier than the land's lron, but In Repair Cost 185 Repair Cost 341 
the end the knights were subsumed 5 
by the flames that brought the castie EE EEE ENE = 
down 146 =201 1420 002137 7 100 +201 
161 2321 264 76151 1520 - 11 2222 
ä Bersee Mijver B eo Heze 
00 13226 00 1938 
80 2143 80 3162 
17} | EEN 7 A er B e-n 
Aocudred from A 12226 c HR vo 
‘Alonne Knight (E), Gauntlets & 
Leggings: Alone Knight Captain (E) - - - 
Relntorcement MaterlalTitante Bj -— = B - MH - = = 
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LION WARRIOR SET 
Armor worn by Lion Clan warriors. — [Lion Warrior 
The Lion Clan are an offshoot * Cutts 
5 zl Cost 245, 


race that have no ties to humans, 


and would murder anyone who MN Repaircost266  \ RepairCost51o 8 Repair Cost 133 

might have the curlous notion of S 

approaching them. The ton clansmen KORN L ae z Ea, Ë 

seem to despise their own looks, as 1224 48 2958 2550 613 

they hate being seen. 1222 4=8 28555 Ute 612 
n=e22 816 2855 2448 1734 
sen vez 12524 ES voer El zee 
510 40 n=23 ij 10-20 40 

De r » F » 
Konda tom 5-10 os WH nea Bi en 12 
Lion Clan Warrior (E) omt E 2-0 v-7 Bj E 


Reinforcement Materlal Titanite 
Effect Reduces falling damage 


RED LION WARRIOR CAPE 


Red cape worn by Lion Clan warriors. gesl Lion Wartor 
The Lion Clan are an offshoot race 

that have no ties to humans, and 

would murder anyone with the a Cost 1020 


curlous notion of approaching them. 


ue o 
The lion clansmen seem to despise 
their own looks, as they hate being 571 1224 
gen a 11223 
33 +66 2447 
1632 706 
15230 55 
Acqulred from bhi le 
Lion Clan Warrior (Greataxe) (E) 26553 C] 


Reinforcement Materlal Titanite 
Effect Reduces falling damage 


GRAVE WARDEN SET 
Armor worn by wardens of the crypt ‘Grave Warden 
The wardens of the crypt watch over Bottoms 
the slumbering dead, making sure En 
ze 


a we ot bin: Bo a Nad 2 C/M repair cost 430 Repair Cost 112 Repair Cost 207 
or peasant, wise or dull, rich or poor, DE E ì a 
the wardens treat them with the 
same care z RAN 47 “5 16521 
612 16 460 12425 
612 00 o=0 o=0 
EE zee 00 00 00 
1e B wo eo En 
sr B os 6 22 
Acqulred from zel L Ë kl 
Grave Warden (E) = — — - 
Reinforcement MaterlalTitanite - - = - 


Armor worn by the Volgen Falconers. 
Domestic Volgen soldiers are. 
Infamously timid, so it is no wonder 
that this fierce band of mercenary 
falconers was hired to compensate. 
In practice they serve as bodyguards 
for the affluent elite, and they 

serve well, such that nobody dares 
scrutinize their backgrounds. 


Falconer Boots 


Ee 


Acqulred from 
Maughlin the Armorer (M), Falconers 
(E) (NG+) 


Reinforcement Materlal Titanite 


ke 
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MASTODON SET 
Mastodon 


1212241 


‘Armor worn by the Primal Knights of 
Drangleic castle. Its welght would 
normally crush a man, but the Primal 
Knights wear it as if it were silk, so 
fearsome Is thelr brute strength. 

The King restored a forbidden, 
long-lost art to create these inhuman 
abominations. 


13225 
120+257 
1212241 


17234 
10221 
16231 
16 


Acqulred from 
Primal Knight (Living) (E) 


Reinforcement Materlal Titanite 


ED MASTODON SET 


‘Armor womn by the Primal Knights of 
Dranglelc castle. Durability is low due 
to rusting. Its welght would normally 
crush a man, but to the brutish Primal 
Knights it may as well be made of 
papyrus. 


% [Rusted 
[Mastodon Armor 


Rusted Mastodon 
Leggings 


Repair Cost 319 


Rusted Mastodon 
Gauntiets 


Repair Cost 173 


Repair Cost 664 


Acqulred from 
Primal Knight (E) 


Reinforcement Materlal Titanite 


DESERT SORCERESS SET 


Sorceress armor from the distant 
land of Jugo. Appears to be a plain, 
thin fabric, but Is permeated with 


powerful magic. Desert Sorceresses Repair Cost 350 Repair Cost 168 

have enchanting looks, and they ö wen ö 

use them to catch people off guard 

Oddly enough, even those who are 16222 420 4220 

perceptive enough to realize the 

ploy fall prey to their seductions with nea 77 hended 

alarming regularity. 20 +68 077 2652 

Me27 ed 1224 

id 50 26 »61 50 

Aoqulred from hel 27 31261 24 

Desert Sorceress (E) 5 e 4267 E 


Effect Hood raises Intelligence by +3 


Reinforcement MaterlalTitanite Ë - 


Armor worn by acolytes of Aldia. À Dragon Acolyte 
Several of the greatest minds Boots 
converged in Aldla to weave strange > s 
neee dee Repair Cost 123 Repair Cost470 _ $ RepairCost123 A Repair Cost 226 


that during the course of their work zie 8 atd â TE È 
their thoughts were not their own. 

The nebulous face of the mask Is ke 2440 net 62124 275 Kaj 2651 u e22 
designed to deflect the lre of the 

ritual sacrifice, and the remaining ee ed EA, ze 


pieces are designed to bear the brunt 
of the gushing blood. 


39 
Acqulred from 

Mask: Ogre (E) (Petrified), Others: 
Dragon Acolyte (E) 


Reinforcement Materlal Titanite 


572115 0-0 za WJ oo 
2448 27254 1020 0=0 
24548 55 56 
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DRAGON SAGE HOOD 
Hood worn by the Archmaster of jn 
Aldia. Several of the greatest minds 


converged in Aldia to weave strange 2 
new ritals, but rumors suggest Repair Cost 266 


that during the course of thèlr work Se „sen 5 
their thoughts were not their own. l 
The nebulous face of the mask Is al 27-52 12223 
Jl 
F 


designed to deflect the re of the 


titual sacrifice. zn me 


25240 00 
nen nee 
eat E 


Acqulred from En = 


Giant Basilisk (E) 
Reinforcement Materlal Titanite men E 


Eftect Raises Intelligence and Faith 
by +1 


OLD KNIGHT SET 
Old undated Armor. How old could Old Knight Old Knight £, [ora kniant 
this nearly-crumbling armor be? Has Armor Gauntiets Leggings 
extremely low durability. Sometimes, ie a) zé . } 


Just as a thing fasto pleces, It Repair Cost 790 B Repaircost 206 SMM repair Cost 290 
unleashes Its last flash of great är 155 181 +363 ot 181 
power. 
| 73145 B Ted Fee g- 816 85170 
80161 189 2377 04190 
72155 181 2363 Olst 
917 2040 1020 
17 2040 1020 
73 16530 at6 
ge17 2040 1020 


Acqulred from 
Old Knight (E) 


Reinforcement Materlal Titanite 


DRAKEKEEPER SET 


Glant onyx armor. Something 

dark Indeed eats away at the 

drakekeepers, eternal guardians of 

the shrine. 8 Repair Cost 411 k Repair Cost 1580 Repair Cost 411 


Az: Lr ere ce Mee A 
5 


set HJ vor VE voe zet B ormtez 15520 


186 2371 We 90 109 2040 
23 
010 
Acqulred from eel 


1772363 00 04 > 189 00 
Drakekeeper (E) - 
Reinforcement Materlal Titanite - 


zet se B 5-2 19220 
LEYDIA BLACK 


00 d ä 16222 oo e 
1226 Je e4 À 
‘Armor worn by Leydia witches. 


ed 
2440 ef 157 E: 
zee B A OBR en B c 
Leydia apostles worship Gallb, god 
of disease. They once resided in 


the Undead Crypt beside Fenito. 
The Leydia witches grew conceited, 


Loydla Black 
Robe 


Repair Cost 780 


and began to manipulate both the el 
onset and curing of disease, making 77216 
themselves the effective gatekeepers ee 
of the crypt 

66100 
Acqulred from en 
Dark Spirit: Peculiar Kindular (E), 3360 
Leydia Witch (E) 


Reinforcement Materlal Twinkling 


Titanite aad 


Effect Hood raises Intelligence and 
Faith by +1 
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LEYDIA WHITE SET 


Armor of a Leydia pyromancer. Leydia 
apostles, in their concelt, occupied 

the Undead Crypt and misused ES 
death. This invoked the lre of Fenito, 

Who branded them as transgressors. 


/ Leydla Gauntiets 


WAS repair cost 112 


14528 0 4806 


la 15-20 Tea 53106 
Roze 612 46-02 
19226 510 1602 
oe 264 
018 Roet 
ais 27554 
1224 uz 


Acqulred from 


Leydia Pyromancer (E) - 
Reinforcement Materlai Titanite - 


‘Armor worn by once-proud knights. 
Relics of a party who long ago 
long ago attempted to conquer the 


Undead Crypt. For this act of concelt Fepelr Cost 750 
they will never rest In peace, and 1605221 va 
Instead serve as crypt guardians 
154 2308 2754 Me27 
169 +230 u 17235 
160321 26263 19227 
3365 26 +53 13227 
2855 85 86 
7 75 
A C 


Acqulred from 
Imperious Knight (E) 


Reinforcement Materlal Titanite 


INSOLENT SET 


Armor worn by once-proud clerics. 
Relics of a party who long ago î 
attempted to conquer the Undead R/ 
Crypt. For this sin their deaths have - Repair Cost 710 
been postponed, so they may serve 1e 
as crypt sentries. 

19239 


26 +51 


Repair Cost 185 


otor Hi o 


48208 12223 
54108 156220 


2142 50101 13225 


Eà 
4 
zede B voe 19525 ME 
El 1220 
Hd e- Je 
2) 
HEE 


Acqulred from 
Grave Warden Agdayne (M) 
Reinforcement Matorlal Titanite 


Effect Helm raises Faith by +2 


A 12-24 c 


Monocled hat favored by Blue-eyed 

Durgo. Extends arrow range. The 

hero Durgo, an expert bowman, and 

his brotherin-law defended their Repair Cost 245 


homeland from aggressors. In spite rin ä 

of Lanafir's policy of isolationism, 

Durgo was wel known even beyond 21232 

its domain EE 
21231 
1218 
05 

Acqulred from 

Dark Spirit: Durgo (NG+) B v-e 

Reinforcement Materlal Twinkling zie 

Titanite - 


Effect Boosts range of bows 
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ENGRAVED GAUNTLETS 


Stone gauntlets engraved with odd 
writing. Sald to bring good fortune to 
their wearer. The wealthy merchant 
Fiorenza searched for these rare and 
precious gauntlets his entire life, but 
was not the one who found them, 


Acqulred from 
Brightstone Cove Tseldora (P) 


Reinforcement Materlal Twinkling 
Titanite 


Effect Rare chance normal attacks 
become critical hits 


FLYING FELINE BOOTS 


Boots crafted with brown fur. Absorb 
shock and reduce fall damage. These 
boots, used In a celebrative festival, 


are light, rugged, and retain warmth. Repair Cost 413 
40 60 0 
404 ä 1726 
3553 1028 
36454 00 
15222 50275 
Geld 66 

pong (M) 2537 2 
1624 E 


Reinforcement Materlal Twinkling 
Titanite 


Eftect Reduces falling damage 
HAVEL'S SET 


‘Armor as If hewn from a giant 
boulder. Offers stupendous defense, 


but welghs a ton. The origin of the 


name Havel is not clear. Some say Repalr Cost 520 
ormot but owners sap that waste Bl venten 7 a Mrs » Ei 
name of a great kingdom ruined In à 08 +147 6210 125 Mij teonzs 1015 10415 
aanne: 126 +189 2740 00103 199 »200 ae arw6t 
| 2 168 1e19 340 172258 1929 19229 
ES veen 1310 eso BE 25-57 19229 10220 
17226 255 = 
ü 15222 ä 75 ns 
Te Gute P)- ea Bj ec c 
Reinforcement Materlal Twinkling Ë ze B ks De 
Titanite es os -_ 


XANTHOUS SET 
ne nt en 
Walstcloth 


Is sald to have been worn by the 
Xanthous King. Perhaps the heinousiy 


towering heed cloth croum served Repair Cost 203 Repalr Cost 780 Repair Cost 375 

some purpose, or perhaps it was 67100 o 5278 o 54 +80 o 

some strange display of power. 

Despite the costume’s being in N61 Jen 60 80 235 6102 2436 

near tatters, its yellow hues are 

mysterlously unfaded, AE, 7210 52278 2131 54 >80 21-32 
wa65 Mer B oe soc WE ovo 
16224 2050 00 40=61 00 
57 10215 60 Hete df oo 

Mm "-e Ber zn El 

Acqulred from En ú EG 

Potne of Dak (C) B BE En ) : Ë E 

Reinforcement Materlal Twinkling = 7 3 2 5 

Tin B B B- mn E 
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ET OF JUDGMENT 
‘Armor honoring an ancient goddess. Robe of Manchettes of Tights of 
Sin was sald to be her domaln, but Judgment Judgment Judgment 


the name of this goddess is long 
forgotten. Little is known about what Repair Cost 590 RepalrCost154 _ \ Repalr Cost 284 


B mens za se 
authority. 82123 el 57 50 =89 
He 23 u =51 5380 

Hen 0=0 51 5380 

geet EE 10-27 2842 

50 Ml 15-22 2054 

29 Kd 2029 


Reinforcement Materlal Twinkling 
Titanite 


MONASTERY SET 


Acqulred from ü 
Dragon Shrine (P) E 


A traditional sacred armor crafted 
at the Lindelt Monastery. Made of 
a lightweight, flowing white fabric. 


Te on ormorda roan eúosroois nek Repalr Cost ze Repair Cost 133 Repair Cost 245 
they revered whatever It was they EN] 
watched over. 
2436 2537 
zen Wij te-z 
2e id sar 
20530 1725 
1522 566 
Acqulred from NN EL 
Dark Spirit: The Painting Protector 1422 E 


(E) ING+) 


Reinforcement Materlal Twinkling 
Titanite 


DINGY SET 
An unassuming dingy armor. q Blood-Stained 
Although by now gray with soot Benne Skirt 
and nearly unraveled, its fabric was 4 
SE Repair cost 133 


ING+ 
Reinforcement Materlal Titanite 


originally a pure white. A close Repalr Cost 510 Repair Cost 245 
Inspection of the skirt reveals old ë ä Ba nj 
dried blood. What tragedy could have 
befallen its original owner? 20241 ete Mij 51=101 17234 
23446 20,40 010 det 10,39 
46202 20-40 18237 2e 8277 
46202 13226 18237 27264 28277 
40 1122 Y 23246 40 
2 des hel 12 26251 26 
Acqulred from B iz. = 
Dark Spirit: The Forlorn Sister (E) E Ë zes Bj ec as 2 


Odd armor shaped like an onion. 
This armor appears rather absurd, 
but its muitifaced construction is in 


%, 
LN 
d 


Titanite 


fact quite practical as It effectively ed da ee 

deflects physical attacks. The old Bast E Hi 

tales speak of brave Catarina knights 

wearing this armor as they rushed ke 2e 122 15223 16223 

courageously into batte. ee ee nn 
88132 Wi o=0 020 
19=28 00 00 
Ae Jd 95 96 

P7| 7 REN eo 

Acqulred from EN 5 5 

Dark Spirit: Catarina Knight (NG+) 

Reinforcement Materlal Twinkling — B — — 
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Heavy steel armor. A relic of an order 
of knights sald to be the mightiest 
warriors of their time. 


Acqulred from 
Memory of Orro (P) 


Reinforcement Materlal Titanite 


Armor of à knight subsumed by dark. 
No one knows the true identity of 
these men who are said to freely 
manipulate dark. Old foreign legends 
describe them as poor souls who 
chased the lost art of lfedrain. 


Acqulred from 

Dark Mask: Aldla's Keep (P), Dark 
Armor: Iron Keep (P), Dark Gauntiets: 
Earthen Peak (P), Mimic (E), Dark 
Leggings: Doors of Pharros (P) 


Reinforcement Materlal Twinkling 
Titanite 


Effect Mask raises Intelligence and 
Falth by +1 


DRAGONRIDER SET 


Armor worn by the Dragonriders, 
King Vendriek's royal guard. According 
to legend, the Dragonriders straddled 
not horses, but wyrms. Asplring 


Reinforcement Materlal Twinkling 
Titanite 


Armor worn by the jaller’s creation, 
the Ruin Sentinel. The sentinel has 
no form, its soul residing within the 
armor itself. Stare at it for long and 
Its seems ready to spring to life, but 
surely, such is an Illusion. 


Acqulred from 
Ruin Sentinel (£) (Drangleic Castie) 


Reinforcement Materlal Twinkling 
Titanite 


A ee 


Pa 


RepalrCost330 GE Repair cost 216 
12 160 „321 22 05 +100 16 
817 153308 edt ar ret 12,26 
14=28 11 +42 672 101 =203 2143 

00 1602321 00 96100 0=0 
En A oe BE veen GE evo 
il 20-52 100 il 5- BU voo 
19237 KE EO '-2 hel oe: 
2440 A Wen B ce 


Repalr Cost 206 


Dragonriders who had not the mettie RE = 

to handle their training were torn 

apart by thelr wyrms, and those 108 150 218 

who survlved emerged with deitic 

strength Mg e177 16223 
130170 00 
13219 00 
Leto B os 

Acquired from KL “ 7 

Magerold of Lanafir (M), Magerold of 5 

Lanafir (M) (NG+) a 


Mas 
Mas 


120 »180 712107 


109 +164 eso WJ o-o 
30245 1827 WM o=o 

2045 18227 90 
2030 58 
64205 € 


ae 
1218 
2056 

El 


Dragonrid. 
Armor 


Repalr Cost 790 Repalr Cost 206 
2422982 40 KJ 
Ka) 226 +330 2639 015 
2524377 28460 219 
2422362 0-0 0-0 
27240 0-0 0-0 
250 MU 95 95 
fj zen 16 62 
Br-  « c 


Repalr Cost 185 
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Dragonrider 
Gaunt 


Dark Leggings 


Repalr Cost 322 
88 101 
68 »101 
71107 
66 +07 
18227 
18227 
2 e18 
38 »56 


Dragonrider 
Leggings 


Repair Cost 380 


2168 12 
104 +157 1218 
162175 15223 
12168 00 
12210 00 
© REA 9 
8 120 m4 
12510 ec 


jn 


Repair Cost 341 
22123 12 
Va 75-12 12017 
2 e123 26230 
eot2o Wij 2451 
1020 0=0 
22 Bf 106 
Ber A 
19,20 c 


9 


ke 


EXECUTIONER SET 
Black Armor worn by the executioner Executloner Executloner 
of the Undead Purgatory. The spikes Gaun Leggings 


are designed to evoke fear. The 


executioner mercilessly put down Repalr Cost zed Repalr Cost ze Repalr Cost 307 Repalr Cost 567 
but that of the chariot horse? 5654 net 85128 17226 Us52 70 4 sE2 
6597 4263 90 148 64065 40=60 2638 4060 
63+95 00 08144 00 058 0=0 30258 
12 u BG 2e B er 13 
15222 Gj es 1d 
6=0 hel 27 60 
Aaatdend hoen 23240 p 20-30 D 2030 


Titchy Gren (M) 


Reinforcement Materlal Twinkling 
Titanite 


Skeleton Lord armor. High dark 
defense. The Old Iron King led his 
best men on Undead hunts, but their 


memories were purged in rebirth. The 
very men who were ordered to hunt 


Bone King Cuffs nn Bone King [aone kno sur | 


B Repair Cost 182 Repair Cost 336 


dowm the Undead were themselves zm 
hollowed, and founded a kingdom 2652 77116 
haas 20546 68102 


2048 
2030 
Wij 22e 


10-27 


Acqulrod from 7 
Titchy Gren (M) 


68102 
4568 


2042 


Reinforcement Materlal Twinkling 
Titanite 


Armor of the Smelter Demon, a great 
mass of ron that was given life. High 
fre defense. The Old Iron King was 
possessed of à great bounty of ore, 
but was Incinerated by a creature 


that rose from the infernal depths of ä oet 30 eee 
the earth. 24236 21 eee 
54 +2 zede 164»246 
654 2132 140224 
654 2132 2e 
D b 180 Kl 20e 
ü 104 2030 
Maarten she Aarmiorer (A) 7 B ; 17} Mi c 21e 
Reinforcement Materlal Twinkling Ë aL = 16 
Titanite _ - ed 


PENAL SET 


Penal 
Stralghtjacket 


that this was not only used to bind 


Armor of the Lost Sinner. The spikes 
of the mask pointing inward suggest 


prieoners, but to torture them as wel Repalr Cost 224 RepalrCosts60 5 Repair Cost 224 Repair Cost 413 
The tightiy cinched belt of the jacket EE REE ë me E rel 
presses against the waist. The hand 
restraints are a device used to restrict Meij soo 772116 ete Ke ee BÀ vre Va voors 116 
the use of the hands. The tattered Ë 

m n mn … WM o- „ . 
Set wan ars Ey ne ot 7310 77116 oa 57-05 oet 70106 geta 
By now, no one knows who this was 6090 Totos Wj 26-27 50275 24 EN 2234 
Se OLE Tam 27240 31247 22-48 ze Hi 20u 2842 20244 
Acquired from 29550 208 55 gd ss se BU 5 
nordin lesie hed B vn a B ee Wes el 4a 
Reint. Materlal Twánkling Titanite En En Ei E ES 5 
Effoct Mask raises equipment load. 5 = 5 : = mn 
Hand restraints ralse power of 
pyromancies = -_ B - -_ B - == M = 
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LOOKING GLASS SET 
jn 
Armor Gauntiets Leggings 


Repalr Cost 1500 Repalr Cost 390 Repalr Cost 720 


262303 40 149 >223 a Ì 


‘Armor worn by the Looking Glass 
Knight. Made of metal, but has high 
lightning defense. Those who wish 
to serve the king as loyal warriors 
must take the King's Passage and 
face the Looking Glass Knight. Those 
who fall the test are sacrificed by the 
merclless specular monstrosity. 


149>223 


2324347 sl Bij 12107 1920 


296 =443 6405 Bj 1e9=252 27255 
262303 00 149 2223 o=0 


Acqulred from 
Maughlin the Armorer (M) 


Reinforcement Materlal Twinkling 
Titanite 


LSTADT'S S 


Armor worn by the Royal Aegis. 
Orlginally imbued with the power of 
miracles, now soaked with dark after 
extended exposure In the Undead 
Crypt. A knight from a faraway land 


was lured to this accursed land, but ae ee ele EE 
forgot even why he came, eventually 103 »155 2092314 69103 813 
t hado f his fe 
renden 1192170 2424363 ono Mij 21 15172 
17 176 238 +356 78117 1218 NI 169 


17226 


net7 


Acqulred from W ve-27 Bel 12218 0 
Maughlin the Armorer (M) B oet Zeit 710 6 
Reinforcement Materlal Twinkling aes N rsei00 diens € 


Titanite 


E 


Effect Helm raises Endurance and 
Vitality by +1 


Throne Defender 
Leggings 


throne for ages. Wil his wait be 


Armor wom by the Throne Defender. UN TT Throne Defender 
The Defender has stood by the Gaun 


worth the while? Repalr Cost 370 Repair Cost 1420 Repalr Cost 370 Repalr Cost 682 
8711 8 189 »283 Le | 25 13 
pa 94-126 1218 181 2272 26 +40 16222 
9015 2031 195 +202 44 „68 24237 
89132 0-0 189 »284 00 00 
1826 0-0 057 00 00 
20520 vo B ween 100 100 
oel6 64 224 138 n 
mr en de Mn : 


Reinforcement Materlal Twinkling 
Titanite 


‘Armor worn by the Throne Watcher. 
Has high magic defense. The Watcher 
walted by the throne for ages. Will all 


Throne Watcher k 
Gauntiets 4 


his waiting ever be rewarded? en) 
139 „200 16 22123 12 
132108 31247 782117 18528 
150 2225 3766 88132 22233 
129 =209 00 82123 00 
61-01 00 654 00 
3059 95 23235 95 
ae ve 10528 66 
ns ma mij 
Reinforcement Materlal Twinkling re 5 = 5 
Titanite -_ B - : z 
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Although it appears to be 
common armor, it has In fact been 


meticulously customized. Belonged 


to mild-mannered Pate. This has been Repalr Cost 164 Repair Cost 108 Repalr Cost 203 
ogsidsray altered. Perhaps it was 307 E EN ö 
753 017 soo BJ wer 
51102 174 B75 Wi 1224 
8275 0-0 75 M oo 
815 00 125 W o=o 
1020 eo 70 
1-6 25 35 


Acqulred from 
Merchant Hag Melentia (M), Mild- 
Mannered Pate (Q) 


Reinforcement Materlal Titanite 


B ° 


Armor of unknown origin. Belonged 
to Benhart of Jugo. Apparently 
Benhart found this while wandering 
land to land, but its orlgins are 
unknown. He wore It all the time, he 
adored It so, leaving a slight odor. 


| Benhart's Boots 


Repair Cost 322 


Repair Cost 175 


104» 208 64»120 


100200 
108 2216 
104» 208 


&2124 
672134 
64+120 


2448 15-230 
2346 1428 
2141 19528 
Acqulred trom ze EU 


Merchant Hag Melentia (M), Benhart 
of Jugo (A) 


Reinforcement Materlal Titanite 


Armor of a light Mirrah foot soldier. à 
Belonged to Cale the Cartographer. 


jarentiy Cale procured this 
alrdrgeehek Repalr Cost 264 


Inexpensively second-hand, but It's 
surprisingly wel-made. 05m ë pe ü 
17234 aj) e2 +164 37472 


Cartographer Cale (E), Others: 
Merchant Hag Melentia (M) 


Reinforcement Materlal Titanite 


aj 20-77 
20277 121 22164 2245 
| 4080 0=0 05171 0=0 
NN rez = oo 2447 00 
12223 mj oo 25250 eo 
Acquired from ü 010 ä 2 20240 ea 
Cartographer Cale (A), Helm: nz E En 5 


Armor worn by knights while on 
travel. Belonged to Lucatiel of 
Mirrah. Normally hats and masks 
are separate, but these two have 
been adjoined. Only those who 


have distinguished themselves on RES Z É EL BIES Ë 
the battlefield were admitted into 2164 n=5 U nz 55100 22243 
the elite ranks of Mlrra's officlal Ë 
De . B o- 5 
order of knights. It is common to kadet one MR mate 
hear of a peasant's dream of striving He147 | 14227 Kd s-o 4008 
for knighthood as an escape from en dan ina 
hardship, but who would ever think En zl eN 
it possible? 27275 es 25250 
Acqulred from B <- 2 20561 
Lucatiel of Mirrah (@), Mask: Lucatiel en Es 


of Mirrah (E), Others: Merchant Hag 
Melentia (M) 


Reinforcement Materlal Titanite 
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CREIGHTON'S SET 


‘Atyplcal armor Belonged to Creighton Grolghton's St 
the Wanderer. Its design resembles k 


that of the knight order of the eastern 


; Ícreighton's Crelghton's 
Chain Gloves Chain Leggings 


land of Mirrah, but with some odd Repalr Cost 175 RepalrCost670o 8 Repalr Cost 175 Repalr Cost 322 
differences that catch the eye. uE 
Perhaps it is a finely-crafted Imitation. E 
2142 ed 
3467 / 
o=0 
DE) dee à 
70 a 
Acqulred from 
Creighton the Wanderer (0), 27 á 
Creighton's Steel Mask: Creighton 7 
the Wanderer (E), Merchant Hag 
Melentia (M) - 
Reinforcement Matorlai Titanite = 


BELL KEEPER SET 
el ke 


An old armor that Is oddly 


pr comfortable. Belonged to a Bell 
Ed Keeper. To this day, the forbidden 


love of the Prince of Alken and the Repalr Cost 303 
Princess of Venn manipulates these 5 
ai marlonettes. Surely they never ded A8, d ü 
Imagined that their dolls would 4590 ä 2058 713 uz 
Ne | out al own KGT, 57eá 27253 Bent 0217 
55110 27263 00 00 
22 612 oo 00 
18236 Sen 60 60 
510 816 25 4 
Acquired from 2040 10221 D D 
Bell Keepers (C) - - - - 
Reinforcement Matorlai Titanite - - - - 
MAD WARRIOR SET 
Armor from an unknown foreign Mad Warrior 
land. King Vendrick called upon Leggings 
powers from beyond his borders In 
an attempt to stave off the curse. L Repalr Cost 185 Repair Cost 710 Repalr Cost 185 Repair Cost 341 
Perhaps this belonged to one of his 5 S 7 
owes 60103 o ez Hi 2 12 2 
Raa 69103 ut 112267 36 +53 Ba 101 +152 2132 2132 
724108 1421 1804270 36253 106 +160 122 21432 
6598 1320 163 »245 3 +49 97 145 1929 19229 
2942 240 Mk 17925 1929 1920 
27240 7% ij 1e=24 75 76 
211 25 O2 74 1 
Acqulred from en B 7 
Dark Spirit: Samural Sorcerer (NG+) sen ie lied [| E e 


Reinforcement Materlal Twinkling 
Titanite 


Lindelt Is founded upon stringent 


Armor worn by miracle-casting dt | Saint's Long fi 
clerics. Belonged to Licia of Lindelt Á Gloves | 


commandments. Its inhabitants often & EB Repak Cost 060 Repalr Cost 224 
travel to distant lands for ascetic ï TTE 5 
training, but more than a few of these 

trainees Iberate themselves from el 2002 217 


Lindelt's teachings in the process. 
While its true Licia dedicated herself 
to miracles, its rare for anyone to pass 
through life without trouble. Even 
clerics arent always who they seem. 


2537 1015 


25237 Wi 2220 
1928 WE 20-20 
toes B ss 


23235 


[| 
19229 E 
Ei 


Acqulred from Merchant Hag 
Melentia (M), Licia of Lindelt (A) 


Reint. Materlal Twinkling Titanite 


Effect Hood increases number of 
casts for each spell 


& 
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Armor worn by a hexer. Belonged to 
Felkin the Outcast. Hexing appears 
to be an offshoot of sorcery, but its 
specific origins are unknown. Those 


Repalr Cost el 


Repalr Cost 860 Repalr Cost 413 


who have a taste of dark are drawn 
Into its vortex and rarely retumn. ze HW o eze E 
Perhaps It appeals to something deep Mij 242 B ven 5683 


within the human soul 


2537 Mi 10-15 404 
9 25 Mf 1e 4074 
Genta ien oz  v-o 28257 
Merchant Hag Melentia (M), Felkin 28242 55 56205 
the Outcast (A) RE : ien 
Reinforcement Materlal Twinkling EER E IJE 
Titanite 
Effect Hood increases number of — EO — — 
casts for each spell 1e A 16 16 


‘Armor of one who guides others. 
Belonged to Targray, Knight of the 
Blue. Targray can appear obtuse, 
but the blue knight means no harm. 
He only wishes to offer quldance to 


A |rargrays 
18 [Loggings 
Repair Cost alell 


Repalr Cost 175 Repalr Cost 322 


„ 7 » m 
those In need, for that Is his purpose di Dj mn ï 0, 
The Blue Sentinels have vowed to ie 26 2965 oi 1008 
uplift themselves through treless 
vaining and selfless adherence to el ted oe san 
order and justice. May this armor 89178 2060 00 53 »106 
Lj ficult 
ease their dificuit Journey. aai DE Ei Hes 
2244 716 75 1326 
18236 612 23 121 
Acqulred from 2540 817 C 1520 


Merchant Hag Melentia (M), Blue 
Sentinel Targray (A) 


Reinforcement Materlal Titanite 


NAHR ALMA SET 


Armor wor by servants of Nahr Á Ee 1 Alma 
Alma, god of blood. Increases souls o 

acquired for each kil. Belonged to 

Titchy Gren. Those who profes falth A EEE Cost 203 zd Cost 780 


In Nahr Alma have rejected all that is 


this world, and vow to travel a path wel el 
stained with blood. 17206 24 
43207 2244 
4387 2067 
20 Gj ven 
Acqulred from 2e Gi co 
Titchy Gren (Q), Hood: Titchy Gren (), nr 
Robes: Merchant Hag Melentia (M) 
we e 


Reinforcement Materlal Titanite 


Effect Increases number of Souls 
acquired 


BLACK SET 
A black armor. Grants slight increase 5 £ 
to spellcasting speed. Belonged to ra Black Hood Black Robes £ [Black Gloves Black Boots 


Straid of Olaphis. Straid was invited IN 
to the old kingdom of Olaphis for his 8 Repair Cost 860 Repalr Cost 224 Repair Cost 413 


wisdom, but its depth was such that S xs 
people soon feared him, and in the nn ü ZE B =de B 
end Straid was led into a dreadful 25-27 Mi rom el 202 56-03 
trap. Straid spent several Ifetimes as 5 
stone. During this hlatus, kingdoms sane den md en, 
rose and fell, until the land called 2223 2537 ER eon 
Drangleic came to be zE zn Ee 
17225 19223 30257 
Acqulred from Straid of Olaphis (O) 
Hood: Strald of Olaphis (E), Others: B vs B e-n 7 Kea 
Merchant Hag Melentia (M) 17526 19528 28257 
Reint. Materlal Twinkling Titanite - - = 


Effect Hood improves casting speed 


… HM - 


384 __DARK SOULS II COLLECTOR'S EDITION GUIDE 


Armor wor by a chaos sorcerer. He 
calls himself Navlaan, now. K 


mjn 


Repalr Cost 413 


2630 o 
2842 B we 
2537 


5 
25-37 Wd 
12e wo 


E) 
2042 55 
1928 1 
w=z Bj ce 


[s - 5 
Effect Hood improves casting speed e B = 


LLEWELLYN S 
Armor reinforced with rare geisteel. 
Ae 
El Cost 670 yr el Cost 322 


Quality equipment that Is both light 
and strong. Crafted by the castie's Repalr Cost 175 


Acqulred from 
Royal Sorcerer Navlaan (Q), Hood: 


Dark Spirit: Royal Sorcerer Navlaan 
(E), Others: Merchant Hag Melentia 
(M) 


Reinforcement Materlal Twinkling 
Titanite 


resident master smith Llewellyn, ä © „li hd 

and supplied only to a select few. el in dj man 
His work easily Identified by Its lack är 167 51276 10227 Kij 61276 
of ostentation, Llewellyn focused Rn mr En 


solely on an economy of simplicity 


and strength. 121 182 55203 56 83 
3858 Bal 17-26 17226 

ij sec 21e 2e 

2944 ij 12-20 1920 

Aoaured troon 2050 IM ez D 17226 


Stone Knight (E) 


Reinforcement Materlal Twinkling 
Titanite 


DRANGLEIC S 


Traditional Drangleic armor. Belonged a | Dram 
to Captain Drummond. Drummond's a | Legg! rj 
L Repalr Cost175 _ \ 


ancestors have served Drangleic for 


generations, principally as defenders | Cost 670 Repair Cost 175 WS Repair cost 322 
of the great fort, but Captain 5 fs 5 = 
Drummond is tie stins prva B zoeno o vj 2 Me B ve 163 u 
line. In his day, King Vendrick was fair 75112 1320 184 +276 3240 7e 1421 07145 17426 
and Just, and expected the same of 
fie Woosvnofi Tie her ws proof of 96129 17026 21316 424 902135 18427 10168 22433 
King Vendrick's trust, an honor, until Bt e121 0-0 199 »208 00 852127 00 104 156 00 
his transtiguration. 

ae ES eo 00 0-0 14220 00 17226 00 

Veto B oo 20 Bj 1420 ĳ oo 17226 90 

Acqulred from ne hg 59 us Ho Ke 62 15222 76 
Helm: Captain Drummond (NE), 5 R 5 
Others: Forest of Fallen Giants (P) u Bj c | Haak Me lee é 
Reinforcement Materlal Twinkling = — = EO = = — 
Titanite en — — Ld — — = = 


Armor of the feroclous Vengarl of 

Forossa. Vengarl was known as à 

raging, deadly warrior. Even Forossa's 

Lion Knights, a motley crew of rabid & Fepalr Cost 175 Repakr Cost 670 
flahters, kept him at arm's length 
As Vengarl's helmet suggests, he 
was not unlike a mad beast on the 
battlefield. 


jn 


Repalr Cost 322 
99148 15 172 1a 
23140 14221 toeter MR 17-25 


122103 Mij 21-21 


N5=t72 Wijf 0-0 
18227 Wi o=o 
zen Bf 


16524 


El 
18227 Cc 
B 


105158 1827 


9149 
15223 
Acquired from ä Pen 


Helm: Vengar’s Head (E), Vengarl 14520 
of Forossa (Q), Others: Vengarf's EE 
Body (E) 


Reinforcement Materlal Twinkling 
Titanite 
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AGDAYNE'S SET 


Armor worn by Agdayne of the 
Undead Crypt. Life itself is suffering; 
or karma, as some have called it The 
embrace of death awaits all things. 
But does death mean an end to 
suffering? 


Acqulred from 

Grave Warden Agdayne (A), Kilt 
Grave Warden Agdayne (E), Others. 
Merchant Hag Melentia (M) 


Reinforcement Materlal Twinkling 
Titanite 


‘Armor of Vendrick, King of Drangleic 
What makes a king? Some say that 
Ît Is birthright, while others call it 
destiny. Perhaps It Is not important, 
as long as the king's name serves to 
unite his people. 


Acqulred from 
Shrine of Amana (P) 


Reinforcement Matorlal Twinkling 
Titanite 


Effect Crown raises Intelligence and 
Falth by +3 


Â'- | Agdayne's Black 
Robe 


mn Cost 123 


|Repalr Cost | 


4670 46-70 o 
don 204 4074 2841 
40e Mij 10-20 45-63 10228 
4500 Wif 24-20 4663 24236 
zen Hf ze zee if v-o 
20 @ 20 Gj es 
4e hel 20 2436 le 20 

BR 72e 8 sa B e see Bj ec 


King's Leggings 


| Repair Cost 720 


1432215 85 +127 


138 =204 1121 


0275 85 
4871 1929 


151 2227 6380 NE 17-26 00134 
132215 5075 WM 19-29 852127 
48272 es Wi oo 2842 


nes gf wo 


13220 42 
zeg c 
u 12 


48272 20242 


39267 2234 


24451 2030 


BINOCULARS 


Acqulred from Majula (M) 


Item Effect A simple yet functional pair of binoculars- equip them In either 


There are four different schools of spells in Dark Souls Il: Sorcery, 
Miracles, Pyromancy and Hexes. Each school has its strengths and 
weaknesses, and all require different items and statistics in order to 
use. If you want to use magic from the start of the game you can 
choose Sorcerer, as they'll start out with enough Intelligence to use 
Sorcery, or Cleric for enough Faith to use Miracles. As you progress 
through the game you'll discover Pyromancy and Hexes, and as you 
level up and increase the required stats, you'll be able to use any 
type of magic, regardless of starting class 

Each school of spells can shine in different situations, and by combin- 
ing different spells from different schools you can open up vastly 


hand to use them. Spells can be cast while looking through the Binoculars, 
allowing for Improvised manual targeting. 


Binoculars are used to paar at distant sights. Equip in place of a weapon to use. A rara 
tool crafted in Volgen. These worrt help you in battia, but with a tia craatvity, can be put 
to good use. 


different tactical options that can aid you in almost any situation. 
Spells give you the option to attack enemies from all ranges with 
different elemental properties, use crippling status effects to wear 
them down or stop them from attacking altogether. A multitude of 
different healing and defensive options are also available between 
the different schools, and regardless of what playstyle you choose to 
employ, you'll always be able to find something to aid you 


SORCERIES 


Of the four schools of magic, Sorcery is the closest to an all-rounder 
type, offering offensive, defensive and utility spells, and proving use- 
ful in a wide variety of situations. Sorceries require a catalyst, such 
as a staff, to use, along with the necessary amount of Intelligence 
for each spell. There are more Sorcery spells than any other type, 
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and most of them require only a single attunement slot, so you can 
wield several Sorceries at once, provided you have allocated enough 
points to Attunement. All offensive Sorceries cause magic damage, 
which is generally effective against heavily armored targets. Low to 
mid-level Sorceries tend to have a high amount of available uses, 
allowing you to rely on them for much longer before finally having 
to rest at a Bonfire. This gives them an essential utility even when 
you've acquired more powerful spells late in the game. 


Acquired from Merchant Hag Melentia (M), Carhillion of the Fold (M), 
Magerold of Lanafir (M) 


# 1 14 — Uses 10 1 4 15 16 17 18 20 


Acqulred from Carhillion of the Fold (M), Magerold of Lanafir (M), 
Forest of Fallen Glants (P) 


A ILT 
1 1 — Uses 30 31 32 33 4 35 36 37 38 40 


/ 1 12 — Uses 20 21 22 23 24 25 26 27 28 30 
Acqulred from Carhillion of the Fold (M), Magerold of Lanafir (M) 


” 1 te B - Uses s 8 9 von uu 13 14 


Acqulred from Carhillion of the Fold (M), Magerold of Lanafir (M), 
Harvest Valley (P) 


A long-range offensive spell, the Soul Arrow and its varlants are best used to 
attack enemies from outside of their attack range. They are the most general 
purpose of the Sorcery spells, and the ones you'll end up using against most 
enemles, especially as your number of uses Increases. In fact, the more you 
develop your character he better many of these spells become, especially In 
the case of the Initially slow to cast Great Heavy Soul Arrow. As the number 
of uses Increases, and your character's Casting Speed goes up, Great Heavy 
Soul Arrow becomes more and more useful, and if you have multiple scrolls, It 
can easily take the place of the other variants as your main spell. 


All of the Soul Arrows also work exceptionally well when paired with the 
Binoculars In your off-hand, as with them you no longer have to be constralned 
by lock-on range, and can manually aim at targets to snipe them from a 
distance; there is some damage drop-off when using the spells at the edge 

of their range, but not enough to stop It from being a very effective tactic 
Mobile enemies, however, are the bane of Soul Arrows, because once fired, 
they fly in a straight line and can easily be evaded If the enemy moves to 

the side Instead of coming straight at you. That fact further compounds their 
usefulness as sniping tools, where you'1l often be fing on an enemy before it 
knows you're there. 


Uses 10 1 12 13 14 15 16 17 18 20 
Acquired from Straid of Olaphis (M), Weaponsmith Ornifex (M) 


Uses 8 B 9 10 U U 12 13 14 15 


Acquired from. Straid of Olaphis (M) 
One of the sorcerles devised by Strakd, the great mage of ancient Olaphis. 


Homing Soul Arrows are very similar to traditional Soul Arrows, except that 
once they're fired, they will continually compensate for their target's move- 
ment and follow them. Since the normal Soul Arrows biggest weakness Is 
agalnst mobile targets, this spell can serve as a perfect accompaniment to It 
The actual projectile of the Homing Soul Arrow moves much slower than a 
normal Soul Arrow to allow It to compensate for an enemy's movement, and 
while that does make It less of a quick direct attack spell, the slow speed can 
actually play to your advantage. Once it's fired, you know the enemy will have 
honor the Homing Soul Arrow and eventually roll to evade It, so If you have an- 
other, fast spell ready to go, you can often catch them at the end of their roll 


The low number of uses you get with these spells does, however, make therm 
slightiy more situational than normal Soul Arrows, so you should only use 
them against especlally fast moving enemies, or other human opponents. 
Simitarly, their damage output Is not as high as many other spells, so If you try 
to use them to kill multiple enemies you'l soon run out. They are much better 
served being used as area controlling spells to set up other attacks on strong 
opponents. 


1 24 — Uses 4 4E B 0 €77 B 


Acquired from Weaponsmith Ornifex (M), Shaded Woods (P) 


Ths spell was said to have been devised by a master sorcerer, but his name 
Is long forgotten. 


32 Uses 3 5 6 


Acqulred from Shrine of Amana (P) 
Crystallzation makes souls and sorcerles all the more powerful. 


Depending on your Intelligence, 2-5 soul masses appear above your head: with 
15 Intelligence you will get 2 orbs, 24 will give you a 3rd, at 30 you'll get a 4th 
and finally when you reach 40 you'll have all 5 orbs. Once the spell is cast, the 
orbs will appear above your head, where they will stay until you either get close 
enough to an enemy, or the 30 second duration of the spell expires. Be careful 
of where you are when casting it, as you'll lose a Soulmass if it hits any part of 
the envronment, including walls and plllars; for that reason alone it's recom- 


hen 
IN AR, 


mended that you do not attempt to use this spell In confined areas. 


The best way to use this spell Is to cast it before heading into a fight, as not 
only does it have a protracted casting time, but the homing properties of the 
spell will take a few seconds to activate after casting. Enemles can still walk 
Into the orbs floating around you and take damage from them during this time, 
however, so you basically become a walking minefield. 


PÁ 1 40 - Uses 2 2 2 3 3 3 4 4 & 5 


Acqulred from Grave Warden Agdayne (M), Huntsman’s Copse (P) 


/ 1 53 TE 


Acqulred from Straid of Olaphis (M) 


This spell was said to have been devised by a master sorcerer, but his name 
Is long forgotten. 


As the name suggests, this spell fires off a soul mass shaped like a spear that 
can plerce through multiple enemies to rack up a lot of damage very quickly. 
The projectie itself moves at around the same speed as a normal Soul Arrow, 
but it is much larger, so hitting enemies that are not directly In line Is not 
generally à problem. On top of the piercing effect, these spells offer some of 
the highest single hit damage potential of all Sorceries, so they can even be 
effective against single targets If you need a quick burst of damage. 


Casting time for these spells is also on the quicker end, and they cast at about 
the same pace as some of the weaker Soul Arrows, making them difficult 

to evade, even for players that are familiar with them. The sheer force of the 
projectile also means that blocking It takes a large amount of Stamina, so Itis 
very useful for breaking an opponents guard at range. The only real drawback 
to these spells are their low number of uses, which means you'll really need 
to save them for the right moment, even when you reach the higher usage 
number thresholds. 


hen 1 13 —- Uses 3 3 3 4 4 4 5 5 5 6 
K» Acqulred from Carhillion of the Fold (M) 


Shockwave Is very similar to the Emit Force Miracle, except Instead of 
knocking an opponent backwards, It knocks them straight down to the ground 
without dealing any actual damage. Once cast, a relatively slow moving orb 
will move towards the target, and If It connects they will immediately be 
knocked to the floor, The brief perlod In which the opponent is down Is usually 
Just about enough time for you to either move around Into an advantageous 
position, or switch to a different spell to Inflict some damage. 


The main drawback to this spell Is that it does not work against large enemies, 
which limits its usefulness when fighting against the creatures of Drangleic. 
Against other invading players, however, It can be extremely useful If you get It 
to connect, although you may need to use another area control spell to try and 
create an opening to land it. 


1 u — Uses 3 3 3 4 4 4 5 5 5 6 
Acquired from Carhillion of the Fold (M) 


A reworking of an ancient spell concocted at the Melfian Magic Acaderny. A 
simple idea, but potentially highly effective. When used properly, of course, 


Soul Spear Barrage, as you might expect, fires à short flurry of small Soul 
Spears in a cone shaped area directly in front of you. Individually, the spears 
do ttle damage, but the Intent of the spell is to cover a fairly wide area to 
either hit muitiple opponents a few times for light damage, or a single large 
opponent muitiple times, where the accumulative damage will then be 
slgnificant. 


Be wary of your surroundings before casting this spell, however, as not only 
does It have a long casting time of almost 4 seconds, but you'll be stuck In 
place for the full duration of the casting animation. If an enemy or opponent 
manages to get around this spell, they Il almost certainly have an open win- 
dow within which to attack you. Using the spell In narrow, confined areas can 
help offset that downside however, as opponents will be forced to either back 
‘away, or try and roll through the barrage, which Is extremely difficuit 


1 22 - Uses 4 4 4 5 5 6 6 7 7 8 


Acquired from. Straid of Olaphis (M) 


Casting this spell huris à huge soul mass Into the air above the target, which 
then splits into smaller souls that rain from above. In many ways it is similar to 
Soul Spear Barrage, but Instead of fring projecties directly at an enemy, this. 
spell showers down projecties in an area around them. Quite a large radius 

Is covered by the soul masses that rain down, but since each one only does 

a small amount of damage, and very few land in the same place, Infiicting a 
slgnificant amount of damage to a single target is very difficult unless its quite 
large, 

Similarly, because the effect Is localized to an area directly below the Initial 
soul mass, If the enemy moves out of the way quickly, they can avold it 
altogether. It should also be noted that If the initial soul mass hits a wall or 
calling, it will be destroyed before breaking apart. This spell is best employed 
either against large, slow moving targets that will be hit multiple times, or as 
an area control spell. 
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Ke 


OILLL 


Acquired from Drangleic Castie (P) 


Use of this sorcery is not too dissimilar to swordplay, and so inherentiy 
endangers the caster. 


A powerful Sorcery that attacks foes using a Greatsword made of souls. It can 
be extremely useful for spellcasters who like to get up close and personal, 
not least because of its fast cast time. Soul Greatsword unleashes à single 
horizontal slash that deals massive damage, has great range and a very wide 
arc, so it's ideal for engaging multiple opponents at the same time. The attack 
itself Is also extremely fast once the initial casting phase is over, which can 
make it very difficuit for other players to evade. 


If they do evade it, however, there is à short recovery period after the attack, 
‘so you are left somewhat open. Like many other spells, It's worth remember- 
Ing that you can move around during the casting phase if you need to make 
last second adjustments. Because of the situational nature of the spell, the 
low number of uses should never really be an issue, especially once you start 
reaching the upper thresholds. 


1 37 - Uses 4 4 4 5 5 6 6 7 7 8 


Acqulred from Grave Warden Agdayne (MI, The Pit (P), Brightstone 
CoveTseldora (P) 


One of the lost sorceries preserved only in the Undead Crypt. 


Casting this Sorcery creates a slow-moving central spinning soul mass that 
fires off numerous smaller homing soul masses, creating a vortex around the 
central mass as it moves. There is an initially lengthy casting period, so this is 
not a spell that you'll be able to cast If under duress, but once the vortex Is out 
there, its sheer size and numbering of homing masses make It very difficult 

to fully evade, 


Each soul mass does a reasonable amount of damage on its own, so it can 
be a very useful spell to use when attempting to clear out rooms of multiple 
‘enemies, Similarty, when used on bosses or larger enemies where It can hit 
multiple times, the damage can stack up to sorne very significant amounts. 
Because the homing soul masses come out at random angles, It can mean 
that the damage output from the spell is a lot more inconsistent than others, 
and you may find it doing very low damage on some casts, and extreme 
amounts the next. 


1 45 = Uses 2 2 2 2 
Acqulred from Drangleic Castle (P) 


One of the sorcerles devised by Strald, the great mage of ancient Olaphis. 
Strald started with an unwieldy spell that back-fired on its caster, and in 
Ume, perfected It. 


2334 


After casting Soul Bolt, a beam of energy will hit the floor directly In front of 
you, and then slowly start moving upwards in à straight line, obliterating every- 
thing In its path. Under the right circumstances, this spell can cause very high 
damage, but those circumstances are quite specific and will generally require 
you put yourself In harm’s way. To get the most out of this spell you will need 
to be extremely close to your target, because the energy beam starts doing 
damage the Instant it touches the ground, and if you're close, those extra few 
seconds worth of damage can really make the difference. 


Of course this also means that it's only useful against big, slow moving 
targets, or ones that have enough recovery after an attack for you to run in and 
cast this spell. Once the beam starts moving upwards, it gradually picks up 
speed, so It won't contact things outside of a few feet in front of you for very 
Tong, which greatly reduces the damage potential. Casting the spell Is also a 
significant commitment because it takes a full 6 seconds to complete, and 
since the beam Is also very narrow, If an enemy does manage to avoid It you'll 
be left extremely vulnerable. The narrowness of the beam can come In useful 
in confined areas such as corridors, however, especially if there are multiple 
‘enemies along it 


Acqulred from Aldia's Keep (P) 


This blasphemous spell Is à family heirloom of Lord Aldia's. It was designed 
to pummel foes until its power is entirely exhausted. 


Soul Geyser has a fairly lengthy casting time, but the rewards that come with 
this spell more than make up for it. A large mass of souls is cast out, and 
they immediately start homing in the target. After the initial hit, they break 
apart and hit multiple times again. This spell is much better suited for attack- 
Ing single targets, because while each hit does considerable damage, the 
accumulative damage that can be inflicted upon a single target is staggering. 
Once you obtain this spell and the Intelligence to wield it, you'll have access 
to one of the best boss-klling spells in the game If there is à downside to the 
spell, it's only that with so few uses you cannot use it more often, but since 
using it on anything other than a boss is overkil, that's hopefully not an issue 
you'l run into too often. 
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1 10 — Uses 8 8 9 10 U NM 12 13 14 15 
Acqulred from Carhillion of the Fold (M) 
Wielding a sword and casting a sorcery are two different things, and some 


members the Melfian Magic Academy view these varieties of spells as 
Impure. 


1 18 — Uses 3 3 3 4 4 4 5 5 


Acqulred from Company of Champions (Lvl. 1) (C), Royal Sorcerer 
Navlaan (M), The Gutter (P) 


The old purists of the Melfian Magic Academy vlew swordplay as à barbaric 
form of engagement. 


1 28 EK 
Acqulred from Dragon Aerle (P) 


The utlization of crystals to enhance soul power Is an ancient form of 
magical reinforcement. 


Magic Weapon is a Sorcery that, when casted, imbues the weapon In your 
other hand with magic, essentially adding magic damage to It, and also 
increasing any existing elemental damage the weapon already does. The 
equivalent of 50 points worth of straight magic attack Is added to the weapon 
with all versions of the spell, and the overall damage done by the element is 
Increased by 15% for Magic Weapon, 20% for Great Magic Weapon, and 30% 
for Crystal. The boosts last for roughly 90 seconds for all versions, although 
that time can be extended through the use of use of à Lingering Dragon Ring. 


Not all weapons can have the buff applied to them: Staffs, Chimes, Bow, 
Crossbows and Shields all fall into the group that cannot. You can‚ however, 
also buff weapons In your left hand by using a Staff in your right, which means 
that with two Staffs equipped (or through using resins) you can buff weapons 
In both hands, which is excellent for dual-wielding players. 


1 18 - Uses 4 4 4 5 5 6 6 7 7 B 
Acqulred from Royal Sorcerer Navlaan (M), Drangleic Castle (P) 


Certain members of the Meiflan Magic Academy scoff at these types of 
magic. The purists, In particular, are disdainful of anything vaguely linked to 
sword fighting. 


Through using Strong Magic Shield you can imbue your Shield with additional 
defense prowess, taking all normal, elenental and status resistance levels up 
to the equlvalent of 100%. That means that regardless of what type of attack 
‘comes your way, you'll be able to block It perfectly without taking damage. 
You also get à 10% increase to Shleld Stablity, so you're much less Ilkely to 
have your guard broken, Timing will be critical when using this spell, however, 
because it only lasts for 30 seconds, and trying to reapply It during à fight wili 
be very dangerous. 


1 1e — Uses 4 4 4 5 5 6 6 7 7 8 
Acquired from Carhillion of the Fold (M) 


People regret loss, and yearn for what they do not have. Perhaps the name 
of this sorcery harkens to this irony. 


Upon casting Yearn, a sound-generating, soulike orb wil float straight ahead 
Into the distance along the direction you cast It In until it hits something In the 
envronment. This is a great spell for luring troublesome enemies away from 
areas that can be awkward to fight them in, and can even be used in combat 
to get out of sticky situations, as it will still divert enemy attention away from 
you. If you're coming up against a group of enemies, It can also be used as an 
easy means of grouping them altogether In the exact place that you want, so 
that you can take them all out with a powerful area of effect spell, 


Careful aiming of this spell is the key to its use, and you should always try 
to alm at a wall or similar object near the enemies that you want to attract to 
avoid the spell potentlally traveling past them. Enemies will focus on the orb 
either until it expires (12 seconds) or until you hit therm and make them divert 
their attention back onto you, so while they're distracted, make sure you hit 
them with something powerful to make it count. 


1 15 — Uses 10 12 13 14 15 16 17 18 20 


Acqulred from Way of Blue Covenant (Lvl. 2} (C), Lost Bastille (P) 


The eastern land of Mirrah is not only the home of proud knights. There 
Is also a traditional order of shadow knights, who quietly carry out 
unspeakable tasks, 


For 90 seconds, this spell will mask the casters general movement nolse, 
making it a useful spell for invaders. It doesn't mask all noise made, however, 
as noise made from roling, Jumping and swinging a weapon can stil be heard. 
Being able to sprint silently, however, does allow you to get the drop on a lot 
of enemies, as they worit be able to see you coming. Similarly, when battling 
against invading opponents, being able to move sllentiy while they are looking 
for you can be invaluable for giving you an early advantage. 


1 15 — Uses 10 1 
Acquired from Weaponsmith Ornifex (M) 


The eastern land of Mirrah is not only the home of proud knights. There is 
also a traditional order of shadow knights, who use any means necessary to 
carry out their orders, 


12 13 14 15 16 17 18 20 


While Fall Control is active, you can safely drop down from most heights. 
without taking any damage. It does not, however, offer protection from falls. 
that will kill you, so you stil need to be extremely careful in some areas. As 
long as the fall would leave you with even a single point of health, however, 
you will be perfect safe. With that in mind, you can use this spell to set up 
some interesting things during invasions, as you'l be able to drop down onto 
opponents from great heights to gain the element of surprise without taking 
any damage. 


1 4 — Uses 10 U 12 13 14 15 16 17 18 20 


Acquired from Bell Keeper Covenant (Lvl. 2} (C) 


A sorcery that dates farther back than recollection. Makes weapon In other 
hand Invisible. Effective use of this, like any tool, perhaps, Is rellant upon the 
Ingenuity of Its caster. 


Hidden Weapon will cause your weapon to become invisible for 90 seconds, 
and while It may not be a useful spell against normal enemies, It truly shines 
against other players. Whether you are Invading or being invaded, casting this 
spell on your weapon makes it difficult for your opponent to defend against 
what cannot be seen; the time it takes them to figure out what weapon 
you're using glves you clear early advantage In the fight. For melee focused 
characters, using Simpleton’s Spice to lower the requirements of the spell so 
that It can be used without investing as many points Into Intelligence can be a 
very effective choice. 


1 15 - Uses 2 2 3 3 3 3 4 


Acqulred from Shrine of Winter (P) 


A sorcery that dates farther back than recollection. Supposedly this sorcery 
restores Items to a past state, but with the knowledge of this art last, the 
finer details of the phenomenon are unknown. 


Casting this spell will partially replenish the durabliity of all equipped weapons 
and armor provided that they have not fully broken (at which point only a 
Blacksmith can fix them). 20 points of durablity are restored to weapons, 30 
to armor, and 10 to rings. Due to the low amount of uses, It's best to save 
this spell for when the durability of your weapon and armor is beginning to 
get dangerously low, but you're too far away from a Bonfire to do anything 
about it. Where it s most useful, however, us during prolonged battles against 
Invading players, where being able to repair your equipment can easily mean 
the difference between Iife and death. The ont thing you need to be mindful 
of is the 3 second casting time, so make sure you have enough time to safely 
cast the spell before trying. 


… EA BR - us 4 4 4 5 5 6 6 7 7 8 


Acqulred from Darkdiver Grandahl (M) 


A sorcery that dates farther back than recollection. Light banishes dark, and 
reveals all. Whether this Is desired, is another matter. 


Cast Light will allow you to create à small orb of light above your head, 
lluminating the area around you. This spell can prove invaluable In some of 
the darker areas of the game, such as The Gutter, or when you've ran out of 
Torches to use, Do be careful, however, as each spell cast will only last for 50 
seconds, and with such a limited number of uses, you can still easily be left in 
the dark if you're not paying attention. 


1 14 — Uses 10 1 13 14 15 16 17 18 20 


Acqulred from Harvest Valley (P) 


A sorcery that dates farther back than recollection. Those who fear the 
unseen are cowards. Those who never doubt their eyes are fools. 


Primarily a spell to use against other invading players, the Chameleon spell 
will transform you into an appropriate environmental object based on your sur- 
roundings. This can be anything from a barrel to a crate, or even small statues, 
and you can even turn into different items in the same area so it will never be 
‘obvlous to your opponent. While you're transformed, you still retain the ability 
to move around normally, so you can reposition yourself as needed. Taking any 
action other than moving, however, will result In the spell being broken. 


3 Use: 


Acqulred from Royal Sorcerer Navlaan (M) 


The terrible deeds carried out In Aldia led to the unintentional birth of several 
‘shadowy things, all of them eerily malformed. 


Upon casting Unleash Magic you'll be bathed In a blue aura that draws out 


dormant magical abilities to increase your magical attack power by 20% for 60 
seconds. Because it is a flat increase, spells that already deal high damage will 


recelve the biggest boost from this spell, making Soul Geyser or Soul Vortex 
the perfect candidates. This power does come at a cost, however, and by 
taking up 3 Attunement Slots with this spell you'Il have to sacrifice versatility 
In favor of power; equlpping this spell at à Bonfire Just before a tough battle is 
the most effective means of using It until you reach a point where you have 
more than enough Attunement Slots. The other downside to the spell Is that 
while its active, your total HP wil be reduced by 30%, which means you'll 
have to deal with the high risks If you want the reward. 


MIRACLES 


Miracles offer the best range of support spells, focusing as they do 
on healing and defense, although there are some powerful offensive 
Miracles as well. Instead of being based on Intelligence like Sorcer- 
ies, Faith is required in order to use Miracles, and a Sacred Chime 
is needed to cast them with. Most offensive Miracles are also light- 
ning based, and since very few enemies in the game are resistant 
to that element, they can be extremely useful. 


Miracles also include weapon and self-augmentation spells that 
can help give you the advantage in tough battles, and some spells 
can also aid other players that have joined your world in the spirit 
of cooperation. With the scarce amount of Estus Flasks uses, and 
the slow healing over time provided by Lifegems, Miracles have 
become more useful than ever. 


ie 


Acquired from Merchant Hag Melentia (M), Licla of Lindelt (M) 


WE EE 


Acquired from Licia of Lindelt (M) 


Miracles are tales of the Gods passed down long ago, but only a small 
number of the original tomes remain in their entirety, and most that exist 
are rastorations. 


1 - Wi Va AAD PAR RAT 


Acquired from Licia of Lindelt (M) 


The erudite Great Heal tome requires extensive training to properly 
interpret, making it accessible to only a select few. 


1 - 28 Uses 3 3 3 4 4 4 5 6 5 6 


Acqulred from Cromwell the Pardoner (M), Grave of Saints (P) 


Only a select few have learned to recite this epic romance in its entirety, but 
those who do are amply rewarded. 


2 - en Ue 7 2 2 2 23 3 3 3 4 


Acqulred from Licia of Lindelt (E) 


This miracle, once kept by the Lindelt Monastery, was stolen and never 
recovered. 


Healing Miracles are a great way to restore your health and save those valu- 
able Estus Flask and healing Item uses. Heal will restore 500 HP Med Heal 
gives 850 HR. both of the Great Heals restore an impressive 1300 HP. and 
Soothing Sunlight heals for 1000 HR. Due to the long casting time on Healing 
Miracles, it's generally better to use them while outside of combat, as that 
will also allow you to use the far quicker Estus Flask during battle. Many of the 
Healing Miracles also heal considerably more than using an Estus Flask, espe- 
clally when you have high levels of Faith. Soothing Sunlight is a great Healing 
Miracle that not only greatly heals your HF but will also heal nearby allles. 
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1 - 16 Uses 2 2 3 4 4 4 5 


Acqulred from Licia of Lindelt (M), Cromwell the Pardoner (M) 


This miracle Is used by the resolute Lindelt cleric knights when fighting on 
the front lines. 


2 - ze use 2 2 2 3 3 3 4 4 4 5 


Acqulred from Licia of Lindelt (M), Straid of Olaphis (M) 


Cleric Forsalle of Lindelt was a master of miracles who fought battles across 
the lands. His allies called him a holy knight, but his enemies feared him for 
his demonic powers. 


3 - B Uses 2 2 2 3 3 3 4 4 4 5 


Acquired from Blue Sentinels (Lvl. 3) (C), Chancellor Wellager (M) 


This miracle, once kept by the Lindelt Monastery, was stolen and never 
recovered, 


The Replenishment school of spells will gradually restore your health once 
cast, and while they all restore the same amount of health overall, wich is 
around 840 HP until you reach around 60 Faith, at which point it starts healing 
for a bit more. The main difference is the speed at which they deliver that 
health; Replenishment takes 120 seconds to fully deliver the health, while 
Resplendent Life only takes 60. Bountiful Sunlight also takes 120 seconds, but 
when you cast the spell you see a large magic circle on the ground, and any 
allles within the circle will also have the effect applied to them, allowing for 
longer perlods of jolly cooperation. Because of the generous duration of these 
spells, using them before passing through a Fog Gate to initiate a boss fight 
can be very useful 


1 - 15 Uses 4 4 4 5 5 6 6 7 7 8 


Acqulred from Licla of Lindelt (M), Cromwell the Pardoner (M) 
This spell was recently developed, and may not be an authentic miracte. 


Similar to the Polson Moss Item, Caressing Prayer will both lower your Poison 
bulidup levels, and cure you of Poison If you have already been afflicted with 
the status. The great thing about this spell is that not only will it cure you of 
Polson, but It will also cure any nearby ales of it as well. When you're areas 
such as The Gutter or Harvest Valley that feature a lot of polsonous elements, 
having a spell ike this to fall back on can be invaluable, especially If you start 
running low on Polson Moss. 


1 = 12 Uses 10 HN 12 13 14 15 16 17 18 20 
Acqulred from Licla of Lindelt (M), Cromwell the Pardoner (M) 


1 - vee 1 tt tt 222283 


Acqulred from Blue Sentinels (Lvl. 2) (C), Chancellor Wellager (M) 


Little is known about the origins of this miracie, except its shared roots 
with the Force spell. It makes mention of certain Gods, but alas, their actual 
names are long forgotten. 


/ 1 - 20 Uses 8 B 9 10 U HU 12 13 14 15 


Acqulred from Blue Sentinel Targray (M), Cromwell the Pardoner (M), 
No-Man’s Wharf (P) 

Throughout history, there have been many examples of Imitative miracles. 
When discerning original from imitator is nigh on impossible, which is which 
hardly matters. 


The Force group of spells Is primarily used to give yourself somme breathing 
room when surrounded by enemies. Force has à very short cast time, at 

the end of which It releases a burst of energy in a small radius around you. 
Although the blast deals no damage, humanold sfzed enemies caught within It 
will be knocked backward slightly and staggered for a brief period of time. Be- 
cause Ît knocks back normal sized enemies, it can be sued to send them flying 
over cliffs or Into pitfalls, so even though it doesn't damage them directly, it 
can stil prove very useful 


Wrath of the Gods is similar to Force in a lot of ways, in that it creates à burst 
of energy around you, but as well as staggering foes it also deals a consider- 
able amount of damage. With the damage comes a rather lengthy cast 

time, however, so it does require more forward planning to use than Force. 
Emit Force works slightly differently than the other two spells in this family, 
because instead of a localized burst of energy around you, Emit Force focuses 
the blast and shoots it out as à projectie. As well as having the ability to stag- 
ger enemies, the projectile form Emit Force can travel relatively far and deals a 
decent amount of damage; outside of the Lightning Spears, Emit Force should 
be one of your primary general purpose Miracles. 
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A IELLLLLLLT 


Acqulred from Blue Sentinel Targray (M), Cromwell the Pardoner (M) 
Scholars bicker over whether this is the original Lightning Spear, or a 
derivative. One can never gain full control of the power of the Gods, but 
with a little favor fromn lady luck, this spell will destroy your foes. 


When cast, Heavenly Thunder will cause numerous lightning bolts to strike 
down from above over an en extremely large radius around you. Each lightning 
boft Inflicts a decent amount of damage, so whether you're using it to hit 
muttiple opponents that have managed to surround you, or a single large 
opponent, the damage caused by the spell can start to rack up very quickly. 
The main downside to the spell is that the pattern in which the lightning bolts 
strike is completely random, so If you get lucky it can very easily save you 
from a sticky situation; if you're unlucky you might totally miss the target and 
leave yourself open to attack. 


| - 22 Uses 10 U 12 13 14 15 16 17 18 20 
Acqulred from Licia of Lindelt (M), Harvest Valley (P) 


1 - 42 Uses 8 B 9 10 MH MH 12 13 4 15 


Acquired from Straid of Olaphis (M), The Pit (P), Undead Crypt (P) 
Sald to be the legacy of an ancient clan whose leader was revered as the 
God of Sun. The name of the clan has been lost to time, but the gross 
Incandescence of our magnificent father shall never wane. 


2 - 55 Uses 3 3 3 4 4 4 5 5 5 6 


Acqulred from Heirs to the Sun (Lvl. 3) (C) 


Powered with immense wondrous souls. One of the ancient original 
miracles, sald to have existed from the Infancy of the very world. 


The Lighting Spear family is one of the best general purpose groups of of- 
fensive spells to be found within Miracles, and no cleric worth their salt should 
be without at least one of the spells within it at all times. All of the Lightning 
Spears inflict a significant amount of damage, and they rank very highly in 
terms of single hit damage amongst all spelis. They also have excellent range 
and can very easily be used for sniping enemies from a safe distance. 


Staying far back while casting these spells also helps to mitigate one of thelr 
main drawbacks, and that is a fairly lengthy casting time, and for that reason 
they can be difficult to use against enemies at close range. Each spear does 
have a small area of effect around It, so you have some leeway while trying to 
hit an enermy with them, but it should be noted that the further away from the 
center of the spear you hit an enemy, the less damage It will do. 


1 - 19 Uses 4 4 4 5 5 6 6 7 7 8 


Acqulred from Stone Trader Chloanne (M), Grave Warden Agdayne (M) 
One of the lost miracles preserved only In the Undead Crypt. The Undead 
Crypt Is a place of rest for the Ilving. Those afflicted by the curse can only 
pray to one day gain entrance. 


The casting animation for Sol Appease sees you kneel down on the floor 
briefly before releasing a golden burst of energy around you. Any Hollow 
enemies caught within the energy burst will take a large amount of damage, 
but anything that is not Hollow will remain unscathed. Since you'll encounter 
a large number of Hollow enemies as you play through the game, this Miracle 
can be a very handy thing to have In one of your Attunement slots. The only 
thing preventing it from being a good general-purpose tool is the fact that It 
only has a low number of uses, which means It's best to save It for groups of 
enemies, or single tough opponents. 


1 - 65 Uses 4 4 4 5 5 6 6 7 7 B 


Acquired from Straid of Olaphis (M) 


Crafted In ancient times by the God of Sun, but later forbidden by the same 
delty. Was It to protect the world from hatred, or sorrow? 


Blinding Bolt Is easily one of the most powerful Miracles in the game, and. 

Its power more than makes up for the fact that you can't obtain it until NG+. 
Once cast‚ a small orb of lightning wil travel out in front of you for à short 
distance until it either hits an enemy or comes to à stop. If it hits an enemy, 
‘only minimal damage Is dealt, but f it comes to a stop on its own, the true 
power Is unleashed with multiple bolts of lightning striking out in all directions 
from the orb, each one dealing a significant amount of damage. 


Because you have to try and get the initial orb not to actually hit anything, 
using the spell does require some skill and good judgment of range, but once 
you become familiar with the correct range to cast it at, it becomes extremely 
deadly. The Blinding Bolt is equally useful for taking out a group of enemies 
over a large as itis for inflicting heavy damage against bosses, and since t's 
lightning based very few enemies are resistant toit. 


14 Uses 2 2 


1 - 23833 
Acqulred from Head of Vengarl (M), Felkin the Outcast (M) 


4445 
This miracle is said to shield its caster with the Rock's armor, and was 
common amongst the wizard knights of Mirah. 


GREAT MAGIC BARRIER 
MB: H-WMe ue tst 222283 


Acqulred from Chancellor Wellager (M), Aldia's Keep (P) 


The knights of Mirrah are expected to fight honorably, with rellance only 
upon swordsmanship. They only resort to magic the only time they truly 
need it: to face the magic of an enemy. 


The Magic Barriers create a field around the body that raises resistance 
agalnst Magic, Lighting, Fire and Dark element attacks. The entry level Magic 
Barrier increases the resistance factor by 15%, while Great Magic Barrier wil 
Increase it by 25%. Both varlations also last for 90 seconds, which gives you 
plenty of Ume to reap the benefits of it during a boss battie, even If you cast it 
before entering the Fog Gate. Its also worth using If you are being invaded (or 
Invading) In case your opponent Is à magic user themselves. 


1 — B te Voss 1 1 1 14 ttr 


Acqulred from Licla of Lindelt (M) 

A miracle that returns its caster to the last bonfire rested at. Traditionally, 
Its destination was the caster’s homeland. The curse slowly erodes one's 
memory, until even one's birthplace is reduced to a figment of a clouded 
past But the bonfires are constant, a beacon for the tragically afflicted. 


Similar to the Homeward Bone item, this Miracle wil warp you to the last 
Bonfire that you rested at. Should you find yourself being overwhelmed by 
enemies, you can use this spell to make a tactical retreat, provided you allow 
yourself enough breathing room to successfully cast it. Also like Homeward 
Bones, there Is no penalty for using this item, so you can feel free to use It 
whenever you like, and even though it only has one use, since you're retum- 
Ing to à Bonfire, that should never be an issue. This spell also saves you the 
trouble of having to constantly make sure that you have Homeward Bones to 
use In an emergency. 


| 1 = 12 Uses 10 Nl 12 13 14 15 1e 17 18 20 


Acqulred from Licia of Lindelt (M) 
Countless worlds loosely overlap, and at the seams of contact, kindred 


souls, who have lost their way, call out to one another with fleeting 
messages of hope. 


If you find yourself having trouble with a particular enemy or If you have 

Just simply lost your way and are trying to figure out where to go, casting 
Guidance will reveal more messages left by other players In the area for 60 
seconds. Exercise extreme caution, however, as there are just as many play- 
ers trying to hinder your progress as there are those who genuinely want to 
help; If there are multiple messages in an area, try to read all of them to geta 
clearer picture. 


4 - 25 Uses 3 3 3 4 


Acqulred from Straid of Olaphis (M) 


An ancient miracle sald to have been devised by warriors who once served 
the God of Sun. 


4 4 5 5 5 6 


Casting Sacred Oath will give both you and any nearby allies a temporary at- 
tack and defense boost. This spell will increase physical attack damage by 50, 
physical defense by 75, and will last for 60 seconds. Due to its relatively slow 
cast time It Is best to cast Sacred Oath before a boss fight or shortly after 
being Invaded, because you won't generally have time to cast It In the heat of 
battle. Similarly, the radius within which other players can receive the buff is 
not particularly large, so you'll need to gather people up if you want to apply 
Itto your alles. 


AN 2 - 13 Uses 4 
Acqulred from Straid of Olaphis (M) 
A miracle that senses traitors. Reveals the location of the nearest enemy, or 
Invading dark spirit. Those who serve the Lindelt Monastery willfully adhere 


to strict commandments. This miracle was created to castigate those who 
Ignore the rlghteous teachings. 


4 5 5 6 6 7 7 8 


Unvell Is à Miracle that reveals the location of the nearest enemy, or Invading 
dark spirit. Casting this spell will create a glowing red eye above your head 
that will start moving in the direction of the nearest hostile target. Although 
it can be difficult to keep track of the eye as it can go through walls, floors. 
and cellings, It should give you a general idea to which direction the enemy or 
Invading player is so that you can either close in on them, or continue evading 
If necessary. 


Acqulred from Cromwell the Pardoner (M) 


Enwreathes its caster with a pure vell. Lindelt ascetics are sent to distant 
lands for proselytizing and self-training, but many of them decide not to 
retum, 


Casting Perseverance creates an aura that grants a temporary Increase in 
resistance to à number of different status effects. Increasing your resistance 
to status effects means that it will take longer for you to become afflicted 
by them, which is very useful during certain areas of the game. It can also 
be very useful against invading players that are using status effect inducing 
weapons of spells. Perseverance will increase resistance against polson and 
bleed by 15%, petrify and curse by 30%, and it lasts for 60 seconds. 


M- 
Acqulred from. Straid of Olaphis (M), Shrine of Ama 


An ancient miracle of the sun. The sun grants life to all things upon the 


earth, even if the worshippers of sunlight no longer bless the surface with 
their presence. 


EI OE A 


Sunlight Blade follows the same principal as the Magic Weapon Sorcery In 
that it will apply a temporary damage buff to the weapon in the hand not 
currently holding the Chime. In this case, the lightning element value of 

the weapon will increase by 30%, and it will gain an additional 50 points of 
lightning attack. The effect of the spells lasts for 90 seconds, which Is more 
than long enough to cast It before a tough battle and reap the benefits during 
It While the effect Is active, the weapon actually becomes coated In lighting, 
and since the effect extends beyond the blade of the weapon, you also gain a 
small increase in attack range. 


PYROMANCIES 


Pyromancies tend to specialize in short to mid-range fire spells, with 
a few utility spells thrown into the mix, and all of them are cast with 
a Pyromancy Flame. Unlike the other schools of spells, Pyromancy 
does not require Intelligence or Faith at all, and instead Pyromancy 
spells can be strengthened through the Pyromancy Flame itself, 
which can be upgraded up to 10 times to increase their damage 
output. There is also a Dark Pyromancy Flame that gains even 

more power the more Hollowed you become. Because nearly all 
Pyromancies are fire based, however, if you come across an enemy 
or opponent that has high fire resistance, many of the spells will be 
rendered highly ineffective. 


Though most Pyromancy spells tend to have fairly short range and 
a relatively long cast time, this is offset by the fact that they inflict 
very good damage and can be wielded by anyone; the only limiting 
factor is that you still need Attunement Slots to put the Pyromancy 
spells into, although there are Rings that you can equip to accom- 
plish that so you do not have to invest any points into Attunement if 
you don't wish. Several Pyromancy spells also have a wide area of 
effect, with some spells even leaving behind a pool of lava after the 
initial explosion that will damage anything that steps into it. 


‚B- 
Acqulred from Rosabeth of Melfia (M), Flame Salamanders (E), The 
Gutter (P) 


— Uses 8 B 9 10 U H 12 13 14 15 


1 = — Uses 4 4 4 5 5 6 6 7 7 8 


Acquired from Rosabeth of Melfia (M), Flame Salamanders (E) 


1 = — Uses 3 3 4 4 4 5 5 


Acquired from Flame Salamanders (E), Brightstone Cove Tseldora (P) 
The exalted flame, long pined after. Even if it would scorch our very flesh. 
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ILL 


2 - - Us 2 2 2 3 3 3 4 4 4 5 


Acqulred from Brotherhood of Blood (Lvl. 3) (C), Chancellor Wellager 
(M) 


The chaos flame is said to have devoured the mother of pyromancy. 


The Fireball group of spells are some of the more generakpurpose Fyroman- 
cles thanks to the number of uses you get, and they are an excellent ranged 
attack option for primarily melee-based players. All of the Fireballs have à small 
area of effect around their impact point, with the size of that area growing in 
each more powerful version. What that allows you to do is often hit multiple 
enemies with a single spell to further increase its damage output. 


The casting time for al of the Fireball variations is generally the same, so you 
should upgrade to the more power versions as you come to them, because 
the extra damage and blast radius more than makes up for the reduced uses 
Great Chaos Fireball also goes a step further, because not only does it have 
a massive explosion radius, but it also leaves behind à surge of molten lava 
wherever It lands, causing damage to enemies standing on it. 


1 - EE - Uses 4 4 5 5 6 6 7 7 8 


Acqulred from Titchy Gren (M), Poison Horn Beetles (E), Drangleic 
Castle (P) 


An ancient, primal pyromancy. The Firestorm is said to be the wrath and ire 
of the spells creator, 


1 - - Uses 2 2 2 3 3 3 4 4 4 5 


Acquired from Shrine of Amana (P), Guardian Dragons (E) 


The fire tempest incinerates all life. What menace was so great as to make 
such a fearsome spell necessary? 


1 > - Uses 2 2 2 2 


Acqulred from Iron Keep (P) 


The chaos flame is sald to have devoured the mother of pyromancy. Those 
who sought great power were consumed by their own desires. Where are 
these lost souls now? 


aes 34 


Upon casting this spell, numerous pillars of flame will erupt in à large radius 
around you. The exact position of the plllars Is random with each cast, but 
with each more powerful version of these spells, the pillars themselves will 
stay out longer and have a blgger area of effect, greatly increasing the odds of 
them hitting something. Chaos Storm In particular has very large plllars, and 
‘each one leaves behind a lingering flame for a few seconds after t vanishes 
that also Inflicts damage. These spells are Ideal to use against multiple op- 
ponents, or those that are extremely evasive, because they won't be able to 
predict where the pllars will come from when trying to time their rolls. 


The only real means of escape is to try and run out of the radius during the 
lengthy casting time. It's also worth noting that you'l be unable to move until 
the spell has completely ended, although this most likely won't be à problem, 
‘against normal enemies since the pillars will also knock them back a tte. 


Agalnst bosses, however, you could end up In very dangerous situations if you 
don't time the usage of these spells extremely well. 


1 - — Uses 10 10 1 


Acqulred from Rosabeth of Melfia (M), Huntsman’s Copse (P) 


12 13 13 14 15 


1 - - Uses 6 6 6 6 6 7 7 7 7 8 


Acqulred from Titchy Gren (M), Drangleic Castle (P) 


The Combustion group of spells all release a short range burst of flame in 
front of you when cast, with Great Combustion featuring a larger burst than 
Combustion. One of the main benefits of these spells Is their fast casting 
times, with normal Combustion being especially quick. Both spells also deal 
very reasonable damage considering their fast casting time, so even with their 
short range, they provide a very useful alternative to melee attacks, especially 
against enemies that do not have high fire resistance, 


Because of the elemental nature of the damage inflicted by these spells, even 
human opponents trying to guard with Shields wil usually incur some damage 
unless they have shields with very high fire resistance. For that reason alone 
these spells make excellent tools for finishing oft weakened opponents. The 
one main downside to these spells Is that they require a lot of stamina to cast, 
so even though they can be cast very quickly, only a couple of uses are gener- 
ally all that it takes to deplete all of your stamina. 


KE - EE - Uses 4 4 4 5 5 6 6 7 7 8 


Acqulred from Titchy Gren (M), Bell Keepers In Belfry Sol (E) 
An ancient, primal pyromancy. One of the original pyromancies. 
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Casting Fire Whip will allow you to sweep foes In front of you with a whip-like 
flame. In usage terms, this spell works much like the Combustion spells 
except that t has slightly long range, and inflicts more damage. Those benefits 
do come at a cost, however, and the casting time for this spell is nowhere 
near as quick as Combustion. Fire Whip Is best used In narrow areas, as not 
only will enemies be unable to avoid your spell and take the full brunt of the 
damage, but for the entire duration of this spell you will be unable to move, so 
casting it in narrow areas should leave you relatively safe. 


Ĳ - — Uses 2 2 2 


Acquired from Rosabeth of Melfia (M) 


A fringe pyromancy of unknown origin. This spell contradicts the very 
principles of pyromancy, suggesting that its creator had a heretical streak. 


1 - — Uses 3 3 3 
Acquired from Straid of Olaphis (M) 


3 3 3 4 4 4 5 


4 4 4 5 5 5 6 


Whoever created this spell did not believe his enemies deserved a swift 
death. 


Poison Mist creates a cloud of poison around your target, which will remain in 
place for 8 seconds. Enemies unlucky enough to stay in the mist will become 
poisoned and lose health over a period of time. Toxic Mist is an even stronger 
polson that deals à lot more damage in less time. Both of these spells are 
extremely effective against bosses because not only do they take off large 
amounts of health, but once the boss has been Infected, you can stay on the 
defensive while stil Inflicting constant damage. 


1 - — Uses 2 
Acqulred from Straid of Olaphis (M) 


A fringe pyromancy of unknown origin. Yet another pyromancy Inspired by 
perniciousness. 


3 3 3 4 4 4 5 


Acid Surge is similar in many ways to Poison Mist, but Instead of creating a 
polsonous cloud, this spell creates an acidic cloud that will constantly corrode 
the equlpment of anything caught within It. The cloud has a much larger range 
than Poison or Toxic Mist, so it's much harder for opponents to escape without 
Incurring at least some durability loss, Since It also lasts for 8 seconds, It can 
be a great area control spell, since no opponent in their right mind will want to 
move through It. While Poison and Toxdc Mist are most effective during boss 
encounters, Ackd Surge truly shines against other human players; destroying 
the equipment of an invader will go a long way to securing victory. 


2 - - Uses 4 4 4 5 5 6 6 7 7 8 


Acqulred from Straid of Olaphis (M), Undead Jallers (E) 


One of the pyromancies devised by Strald, the great mage of ancient 
Olaphis. Straid was an oddly glfted mage, well-versed in both sorcerles 
and pyromancies, but his curious temperament never allowed him to settle 
down In one place for very long. 


Casting Lingering Flame wil release a static fireball that floats In the alr a short 
distance In front of you, where It will stay for 30 seconds until disslpating. If 
any hostile target moves near the fireball It wil immediately detonate with 

a huge explosion that causes massive damage. You can even use all 4 spell 
casts to have numerous fireballs out in the open, creating your very own prox- 
Imity minefield. With it you have numerous zoning opportunities both against 
enemies and invading players, where you can use it to block off areas, or set 
traps around corners and likely entry points. 


ï - — Uses 2 33 3 4 4 4 5 


Acqulred from Straid of Olaphis (M), Bell Keepers (E) 

One of the pyromancies devised by Strald, the great mage of ancient 
Olaphis. Straid, always immersed in magic, never accepted an apprentice. 
As a result, much of his extensive knowledge is permanenty lost. 


Flame Swathe is like a directed version of Lingering Flame where you throw 
a similar fireball out, but instead of sitting in place nearby and waiting for an 
enemy to get close, the fireball Is thrown further and detonates after a couple 
of seconds. The same large blast radius and huge damage are caused by this 
detonation, so It Is extremely effective against bosses and groups of enemies. 
Like many powerful spells, the low number of uses does make it fairly situ- 
ational, but you can be sure that not many things will survive more than a 
couple of casts. 


3 = NN WENN ERLE EE 


Acquired from Royal Sorcerer Navlaan (M) 


Pyromancy developed In Aldian rites. What could possibly justify such 
excessive destructive power? In all kelihood, the madmen of Aldia never 
even questioned the need. 


Forbidden Sun Is one of the most destructive spells In all of Pyromnancy, and 
although it only has an extremely limited number of uses, its benefits should 


not be overlooked. When cast, a giant fireball gets thrown directly ahead 
towards the target at great speed, which can be a considerable distance away 
thanks to the fact that it travels much further than any other Pyromancy. EX E S 
The damage caused by this spell comes in two stages: first from the initial 
Impact, and second from the subsequent explosion. Both parts deal plenty of ‚ R ‚ 
damage, but because there Is a secondary explosion, you can miss your target Hexes are a unique school of spells; they require points in Intel- 
and still have the chance to Inflict damage. This is especially true because ligence and Faith as well as a staff or sacred chime depending on 
kbd atd enbrel ageren the spell, in order to cast. Some require a staff and others require 
eftorwards. a chime, and as a rule, those that use a staff have a higher Intel- 
ligence requirement, and those that use a Chime need more Faith. 
Not only that, but a number of Hex spells even require a set amount 
1 E NA of souls in order to get the best out of them. 
Aaaulred ea Stad ej re ande hhh Though similar to Sorcery in that Hexes have a wide variety of 
Wegbdheldengld ids pede nt DE, spells to cater for many situations, certain Hex spells can be quite 
difficult to use effectively, but in the right hands can be extremely 
useful. Because they require heavy investment and management 


Flame Weapon imbues the weapon in the non-Pyromancy Flame hand with 
the power of fire, 50 points of fire attack are added to any weapon with the i ke l 
efect applied to it, as well as an increase of 30% to your fre elemental of both Intelligence and Faith, Hexes are generally speaking one of 
power for 90 seconds. The uses for this spell are similar to those of the Magic__ the more advanced types of spells; they will require you to balance 
Weapon Sorcery and Sunlight Blade Miracle, In that it's best used before stats carefully, and be patient to get to the point where you can use 
bark a strong opponent that you know Is not resistant to fire based attacks a lot of them. Similarly, many Hex spells need more than one At- 
in this case. tunement Slot in order to use so heavy investment into Attunement 
is also required. 

1 - — Uses 4 4 4 5 5 6 6 7 7 8 peen 

Acqulred from Rosabeth of Melfla (M) 


1 12 1o Uses 20 21 22 23 24 25 26 27 28 30 
A pyromancy that internalzes the power of flame. Most useful when facing 
other ane rrnndputater muacrmenenns. Na dart ben Oue hoeken vi get Acqulred from Straid of Olaphis (M), Felkin the Outcast (M), Darkdiver 
personally. Grandah! (M) 


Casting Flash Sweat will cause you to sweat profusely, reducing fire damage 
by 30%. The spell will last for 90 seconds, making it great for extended battles 
against foes that have fire damage, It's also worth casting this spell against 
other players, Just In case they happen to use Pyromancy. 


A hex modified from an old sorcery by Gilleah, the father of Hexing CH 
EN KA KETOENKEKKKEN 


Acquired from Straid of Olaphis (M), Magerold of Lanafir (M), 


Darkdiver Grandaht (M) 
1 - - Vee 2 2 2 2 2 3 3 3 3 4 Hexing is rooted in both sorcery and miracles, but is viewed as à perllous 


affront to all life, and banned In most lands. 
Acqulred from Rosabeth of Meifia (M) 


A similar spel to Soul Arrow, casting Dark Orb tres a heavy orb of darkness 

A jl t 

gheen eier towards an enemy. The ofb itself moves slower than Soul Arrow and doesnt 

oemaaraed he aide sou aon pt an wembertins mont: travel as far, but It deals about the same amount of damage and the size of It 
does mean that it has a significantly larger impact point. 


A Pyromancy that Internalizes the power of flame, casting Iron Flesh will turn 


the body into iron, increasing defense and resistance. This spell will increase While Dark Orb is à medium range single target spell dealing decent damage, 
defense by 100 en rosiotancne by 1098 ocioe by 100 and ets lor 20 woord Dark Hall fires a spread of smaller, less damaging orbs In a cone In front of 
Due, zr derge ‚polse a e is you. Each orb Is smaller than Dark Orb, but the spread formation of the shot 

e to the high polse you are far less likely to be staggered by the enemy or EEK wida arenr Duk tens k lo 
have your attacks Interrupted. The major downside to Iron Flesh is that for the lepelen tr nde hedge ite ebr 
duration of the spell you wil have greatly reduced movement speed and will Aers oane eis abe wenend Mid weroed It done iu dan wel cen 
not even be able to run or roll, This makes Iron Flesh a very situational spell, megen ie derden 
best suited against big or slow enemies that you need to go toe-to-toe with. tha r000n 15 Cant LCat he BQ Of Ma Tange 1D Uy IN TMHUPNA LOGE; Of 


by using it up close you can guarantee that all orbs hit a single target to inflict 
maximum damage. 


1 _ — Uses 4 4 4 5 5 6 6 7 7 68 
Acqulred from Corpse Rats In the Grave of Saints (E), Grave Warden 2 25 14 Uses 4 4 4 5 5 6 6 7 7 8 
Agdayne (M) NEA Acauired trom Straid of Olaphis (M), The Gutter (P) 
One of the lost pyromancies preserved only In the Undead Crypt. Fire can ri ascia ze 
garded as a poison due to the outward symptoms, but In fact 
be a ehow of strength, but is also a symbol of wisdom and comlort. Fre ls the mist eats away at the target's Inner essence, Just the traits that led to 
what the caster wishes It be. 


the prohibition of hexing. 
Warmth creates a static soothing orb of flame just In front of you when it's, 


Using Dark Fog is very similar to using the Poison Mist Pyromancy, In that 
Goar, ne KLE Carens An DEROG Ar 20 BOOLEAN VOL Or ny ORI BU danse cloud or nodes oasis create at the target raa Vi Dark Fog, 
IG MA IN PROM Of OND, IEM a EON ek AGN EKE IBE however, enemies on have to be In the cloud for the briefest of times to be 
every 5 seconds until it dissipates. The cast time is fairly slow and the radius afficted, at which point they will continuously take damage for a short period 
las ama, 20 Ia Deet Liset OLON Of Combat Wart layers oor rou Up, of time. The overall damage done Is similar to that of poison, but Dark Fog 
and absorb the healing powers of flame for its duration. 


does not take as long to reach that damage point. 


2 - — Uses 8 8 9 10 HN MH 12 13 14 15 3 40 24 Uses 8 B 9 10 MH H 12 13 14 15 
Acqulred from Iron Keep (P) 


' Acquired from Straid of Olaphis (M), Kobolds (£) 
\Fa person Ad deekous of something, perheps being aet on flre does An advanced hex based on an ancient sorcery. It appears to be 
not seer so 


manifestation of an emotion. Perhaps of hate, perhaps of love. 


Immolation coats your entire body in flames, from which you wil receve 


A very similar spell to Homing Souimass, Affinity creates a number of dark 
constant, albelt small amount of damage for 30 seconds. Any enemy that mass orbs around you that will then home in on its target. While the orbs 
gets close to you while the spell is active will immediately start taking damage may appear small while they’ re above your head, once they fire they become 
as well, but at a much faster rate than you do. If you're considering getting up 


significant larger, meaning they're much more likely to hit their target. Also 
like Homing Soulmass, the number of orbs that are used when the spell Is 
cast is dependent on your Intelligence; at 40 Intelligence you will have three 


close and using melee attacks on a tough opponent, Immolation can let you 
Inflict some extra damage between your weapon swings. 


Gradual healing items such as Lifegems can also be used to offset the dam- orbs, at 50 you'l gain a fourth, and upon reaching 60 you'll have the maximum 
age taken by Immolation, but casting the Replenishment Miracle will cancel of five orbs. 

the effect. Immolation can also be used as à means of lowering your health Unlike Homing Soulmass, however, where the orbs will all attack the nearest 
In order to activate the abilities of things that require you to be at low health, enemy, Affinity orbs will sometimes target different enemies if more than one 
ach an the Fai Taaratone Ring: By ualng Lenmalellon to control ie Fate Of Is nearby. If al of the orbs go towards an enemy, but it dies before all of them 
health loss at a time and place of your choosing you'Il be able to reap the hit, any remaining orbs will continue on and try to seek out another target. 
benefits of such items whenever you like. 
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2 22 20 Uses 10 MH 12 13 14 15 16 17 18 20 


Acqulred from Stone Trader Chloanne (M), Razorback Nightcrawlers (E) 
Hexes such as these, that tamper with life itself, are particularty abhorred. 


A Hex that casts a dark flame upon the compses of fallen enemies, causing 
them to combust violently. Casting this spell near a recently defeated enemy 
will cause them to explode a few moments later for tremendous damage. 

Its a very situational spell because it requires dead bodies nearby in order to 
work, which means that If the bodies of the enemies you're facing disappear 
when you kil them, this spell will be of no use. While that does limit the areas 
that you can use the spell, in areas that you can use It, it can be extremely 
effective, especially against invaders, 


If you wait or lure an invading player Into an area where you have previously 
killed a lot of enemies that leave their bodies, you'l be able to set a very 
deadly trap for when they catch up to you. Al of the bodies do detonate 

at the same time, however, so a well timed roll can stil avoid all damage. 
Fortunately, however, the spell does not consume the body after it explodes, 


‘so you can keep casting It again and again In the same area thanks to the large 
number of uses. 


1 16 14 Usos 4 4 4 5 5 6 6 7 7 8 


Acqulred from Felkin the Outcast (M) 
Felkin the Outcast applied his art to transform Magic Weapon into a hex. 
Those who choose the path of dark are admonished by all manner of 


sorcerers. But this does not stop the curious from being drawn to this 
strangely alluring craft. 


Dark Weapon imbues the weapon in the other hand to the Staff with dark 
‘energy. While this spell Is active, the weapon that t's cast on will gain 50 
dark attack, and you’ get an overall increase of 30% to dark damage for 90 
seconds. Very few things In the game are resistant to Dark, so using this Hex 
on your weapon can greatly increase your damage In many areas of the game. 


1 24 18 Uses 2 2 3 4 4 4 5 
Acqulred from Grave of Saints (P) 


A hex that releases verbose darkness. The Dark blankets the word in black 
A thing of tranqulity, a thing serene. 


Casting Whisper of Despalr will launch a slow moving skull at the enemy, low 
ering their defense by 100 on Impact, with the effect lasting for 30 seconds. 
Although it has a slow cast time, Whisper of Despair can be cast from long 
range and will home in on the targeted enemy somewhat, so as long as you're 
planning ahead, you can generally use it quite safely. It's also worth noting that. 
the effect can be applied to most bosses In the game, so If you're planning 

on tackling one using melee attacks, this spell can make things considerably 
easler for you. Simllarty, It can be very effective when used during Invaslons, 
where lowering an opposing players defense so significantly will undoubtedy 
glve you an edge. 


3 35 27 Uses 4 4 4 5 5 6 6 7 
Acqulred from Straid of Olaphis (M) 


The hexer Gilleah took no apprentice, and itis unclear how his spells were 
passed down. It Is even possible that hexes originated from another source 
altogether. 


Repel will cover you In à mysterious dark sphere, and for 1.5 seconds after the 
Initial cast you will be totally immune to all damage. Because the invuinerabil- 
Ity window is so small, this spell is best used when you can Identify an incom- 
Ing attack early enough to stll have time to cast it. Some boss attacks will fall 
Into this category, but more importantly, it should be used during invasions to 
easily evade some of the slower, more powerful spells. 


2 38 25 Uses 2 2 2 3 3 3 4 4 4 


Acqulred from Doors of Pharros (P) 


Hexer Gilleah never took an apprentice, making it unclear how his spells 
were passed down. It is even possible that hexes came from another 
source entirely. 


Twisted Barricade Is very similar to the Repel spell, but instead of granting 

you full inmunity, you will gain the ability to deflect all spells for 1.5 seconds, 
Most of the attacks that give you enough warning to actually cast this spell will 
be other spells, so having the ablty to defect them can be extremely useful 
While deflected spells never retum directly to their casters, sometimes you 
can get lucky and a deflection wall go your way. 
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2 42 30 Uses 3 3 3 4 4 4 5 56 5 6 
Acqulred from Straid of Olaphis (M) 


If it cannot be observed, it does not exist. Certainly a common conception, 
but one with far too many exceptions In this world. 


Numbness is a very useful Hex, because once cast, it reduces all incoming 
damage by 35% for 20 seconds. While the reduction In damage doesn't mean 
that you should abandon defense altogether, It does allow you to be slight\y 
more aggressive than you may have otherwise been. As you may expect, such 
a useful spell does come with dowmsides, and in this instance, as soon as it 

Is cast, the peripherles of the screen wil darken and you'll essentially have 
tunnel vision for the duration. Against most enemies you should be able to 
manipulate the camera enough to keep them In your narrow field of vlew, but 
agalnst faster enemies and evasive human opponents, losing sight of them is 
a very distinct possibility. 


1 8 12 Uses 4 4 4 5 5 6 6 7 7 8 


Acqulred from Gutter (P), Cromwell the Pardoner (M) 


An esoteric spell created by Navlaan, the infamous exlled sorcerer. The 
heretic Navlaan was executed along with his entire vlage, and the mere 
utterance of his name became a crime. Some say It was because he sought. 
to restore the banned art of resurrection, 


Similar to the Firestorm Pyromancy, soul pllars will erupt from the ground in 
a large area once you cast this spell. Numerous pllars will continue to erupt 
from the ground for 8 seconds after you cast It, and unlike Firestorm you'll 

be able to start moving before the spell has run its course, Each pillar does 
reasonable damage, which Is a good thing because the location that the pillars 
erupt from Is random within the area of the spell, so you never know exactly 
what you’ hit, or how many times. 


Each pillar does not have a very large area of effect either, so you'll have to 
hope that one pops up very close to your intended target. Of course If that 
target happens to be a large boss, you can expect to Inflict a heavy amount 
of damage. The relatively low requirements for this Hex also mean that It can 
be a vlable option for players that are not fully invested In upgrading both 
Inteligence and Falth 


er El EELDE 


Acquired from Magerold of Lanafir (M), Darkdiver Grandahl (M) 


An esoteric spell created by Navlaan, the infamous exiled sorcerer. The 
heretic Navlaan was executed along with his entire village, and the mere 
utterance of his name became a crime. Some say It was because he sought 
to restore the banned art of resurrection. 


Casting Darkstorm will create a vortex of dark orbs that spin around you 

while gradually moving outwards, and any enemy caught within the radius of 
this spell will take huge amounts of damage from the continuously striking 
orbs until they dissipate. Caution must be undertaken when using this spell, 
however, as not only does It have a long cast time, but you will be unable to 
move for nearly the entire duration of the spell. Unfortunately that means that 
the spell will be extremely difficult and dangerous to use on other human op- 
ponents, since you”l rarely have enough time to cast it. Relegating this spell to 
primarily a boss fighting tool, however, Is not necessarily a bad thing, because 
It just so happens to excel at that. 


2 10 18 Uses 20 21 22 23 24 25 26 27 28 30 
Acquired from Pilgrims of Dark (Lvl. 1) (C) 


2 13 26 Uses 8 B 9 10 U U 12 13 4 15 
Acquired from Pilgrims of Dark (Lvl. 2} (C) 


4 Kl 47 Uses 3 3 3 4 4 4 5 5 5 6 


Acqulred from Pilgrims of Dark (Lvl. 3) (C) 
A hex that distorts the power of life. 


The Resonant Soul family of spells emit a dark mass of energy that gets fired 
directly towards the targeted area. They all have à slow Initial casting time, 
but the projectile itself moves fairly quickly once it gets going. Each version of 
the spell deals a good amount of damage for the number of uses you get, but 
unfortunately, getting the best damage out of the spell requires Souls. 


All of these spells can be cast even If you do not have any Souls, but the 
damage they do will be significantiy less. Resonant Soul requires 100 souls, 
Great Resonant Soul requires 500 souls, and Climax will use up every single 
soul you have on you at the time. To compound the harshness of Climax's 
‘Soul requirement, using anything over 5000 Souls to cast it wil not actually 
result in any more damage, so you need to be extremely careful about when 
you choose to use it. When you do spend Souls to caste these spells they do 
Inflict a decent amount of damage, so if you have the Souls to spare they can 
be à very deadly spell. 


1 n 19 Uses 2 2 2 2 2 3 3 3 3 4 


Acqulred from Felkin the Outcast (M) 


A hex developed Independently by Outcast Felkin. Something gained, 
something lost. 


Resonant Flesh will temporarily increase your max HP at the cost of souls. If 
you have little to no Souls on you when you cast this spell, you'll barely notice 
your health bar increase at all, and that tiny increase will only last 30 seconds. 
If you have enough souls so that the spell can take the 2000 that it requires, 
however, the increase in health is around 20% and it will last for a full 60 
seconds. It should be noted, that while you technically have enough uses, the 
effect of Resonant Soul does not actually stack on top of itself, but it will stack 
on top of the effect brought on by other items or equipment that increase your 
health. 


2 15 B 2 Uses 2 2 2 3 3 3 4 4 4 5 


Acqulred from Felkin the Outcast (M) 


A hex developed independently by Outcast Felkin. Something gained, 
something lost. 


As with other Resonant Hexes, Resonant Weapon will require Souls to reap 
the biggest benefits, which In this Instance revolve around imbuing the 
weapon In the other hand with the dark element. At the lower end of the 
boost when you have litte to no Souls when you cast the spell, you will stil 
get the equivalent of 50 dark attack power added to your weapon, on top of an 
extra 10% dark element damage, but these effects will only last 10 seconds. 
For maximum effect you will need to sacrifice 2000 Souls, at which point the 
dark element damage will go up by 50% along with the 50 dark attack, and the 
effects will last for 60 seconds. 


ï 20 35 Uses 3 3 3 4 4 4 5 5 5 6 


Acquired from Straid of Olaphis (M) 


This distorted dark, brewed by hexers, drains the life-force of those who 
touch It. 


Casting Litedrain Patch will release a swirling mass of dark energy that comes 
to rest a short distance in front of you and stays In place for 8 seconds. Any- 
thing that comes in contact with this mass of energy will start taking constant 
damage until they move out of it, and that includes you; make sure you have 
plenty of space when casting this spell, because If you get caught within It 
you'l start taking the same damage you wanted to inflict on the enemy. 


The amount of damage done by the spell is dependent on the number of 
Souls that are avallable when you cast it, with 3000 being the highest amount 
It will take, You can also have multiple Lifedrain Patches out at the same time, 
you can use them to effectively block access to area Is you wish. The long 
casting time does mean, however, that using In the heat of battle wil be 
extremely difficult. 


2 27 44 Uses 2 2 2 3 3 3 4 4 4 5 


Acqulred from Darkdiver Grandahl (M) 

A hex created by an ostracized cleric. This hex, bom of Jealousy and 
humillation, is a locus of dark thoughts. The very things that reflect the true 
essence of fe itself. 


Profound Stil unleashes à wave of dark energy In an area around you, and any 
enemies caught within the range of the wave will be unable to cast any spells 
for a full 30 seconds. Being able to totally take away the arsenal of opposing 
spellcasters, even If only for a short time, can be an extremely valuable tool 
to have, and can easily give you the upper hand during invaslons against that 
type of opponent. It does have a very long casting time, however, so catching 
opponents within Its reach will take some planning and forethought 


CONSUMABLES 


While Consumable items are more commonplace than their unique 
brethren, they are undeniably vital to your survival in Drangleic. 
From recovery items for survival to offensive items to keep the 


Unlike in the original Dark Souls, recovery items outside of Estus 
Flasks are much more commonplace here, so it's important not to 
be stingy in their use. Don't try to conserve your Lifegems in the 
thinking that the next Bonfire is just round the corner; you'll never 
make it to that Bonfire if you do. 


B PESTUS FLASK (+1 TO +5) 


{ Item Effect Drink to restore 550 HP; each level restores an additional 50 
HP); replenish at bonfires 


A green glass bottle of unknown make. Fi it with Estus at a bonfire, and drink from, 

it to restore HP The nature of the Ink between the Estus Flasks and tha bonfires that 
iltuminate the world of the Undead is entraly unknown. But that is of kttle concem, for any 
Undead knaws tha value of these pracious flasks, 


HUMAN EFFIGY 


Item Effect Use to reverse Hollowing, or burn at à Bonfire to block certain 
types of Invaslon 


A warm, soft, shadowike affigy. Use this tem to reverse Holowing. It also woakens 

the links to other worlds, preventing invasions and most cooperation. Paar closely at an 
affigy, and one begins to percalva à human form, but whose form it takes depends on the 
person looking. 


LIFEGEM 
Item Effect Restores 500 HP over 11 seconds 


‘Small stone made up of crystalizad souls. Gradualy restores à smal amount of HP Often 
found naar abandonad corpsas, as if it were what remains of the soul 


RADIANT LIFEGEM 
Itm Effect Restores 850 HP over 19 seconds 


Stone made up of crystalized souls. Gradualiy rastoras HP The dull gimmer of these 
mysterious stones brightens with the passage of tima. 


OLD RADIANT LIFEGEM 
Item Effect Restores 1300 HP over 29 seconds 


Stone made up of crystalized souls. Gradually rastoros à large amount of HP A rara stone 
with so brilant a shine would fatch a handsome price. But what value could it really have, 
without knowing who died to leave it behind? 


enemy at bay, knowing what to assign to your quick-select slots and 
when to use them could be the only thing that separates you from 
being affluent in Souls to being a Soul pauper. 


ECOVERY ITEMS 


ELIZABETH MUSHROOM 
Item Effect Restores 2000 HP over 44 seconds 


Specialy treated dried mushroom. Creates à euphoric sensation when ingasted, and 
restores a large amount of HP over time. Saint Elizabeth devoted her kfo to helping the 
neady by concocting medicine and potions. I's thought her groat virtue was matched only 
by her sutlime beauty, but who can say now? 


AMBER HERB 
Item Effect Restores 35% of total number of spell uses 


An annual herb with an amber calor so deep, it gives tha impression of luminescanco. 
Rastores a smal number of spell uses. Itis tha mistaken belief of many that tho flowers 
of this herb do not blossom. However, small, white flowers do blossomn during dusk when 
the moon is visible. 


TWILIGHT HERB 
Item Eftect Restores 50% of total number of spell uses 


A gray herb that grows hidden among the rocky surfacas of tall mountains. Fastores a. 
number of spell uses. Thera is no end to the scores of people who risk ile and imb to 
forage for this valuabla herb, which led to à banning of ts harvestin some ragions 


WILTED DUSK HERB 


Item Effect Restores 70% of total number of spell uses 


A witted and faded stak of dusk herb. Restoras a graat deal of spell uses. A dusk herb in 
bloom works wendars, but will wilt in the blink of an eya. Needlass to say, finding euch an 
herb is of the utmost difficulty. 


POISON MOSS 

Item Effect Reduces poison build-up and cures poison 

A fainty poisonous clump of mass. When ingested, it counteracts poison and cleanses 
one's insides. If ancugh poison builds up in the body to break out and cause poisoning, 


your HP wil start to decrease. If you wish to stay alive, you would do well to keop à 
supply close to hand. 


MONASTERY CHARM 
Item Effect Cures poison and restores 850 HP 


Ablassed charm. Curas poison and restores HP. Many such charms were blessed in 
raconstructed ancient caramonies, carried out in the monastery of Linde, now known as 
the new home of miracles. Though it may lack the power of an original, in circumstances 
dire enough, an imitation can be quite enough. 
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DIVINE BLESSING 


DRAGON CHARM 


Item Effect Cures polson and restores 1500 HP Item Effect Fully restores HP and cures all status effects 

A blassed charm. Cures poison and greatly rastoras HP A rara, ancient charm that is Holy water endowed with a divine blessing. Curas status effects and fully rastoras 

said to be endowed with the power of dragons. It is not clear whether it is à man-made HP Water blessed by an ancient goddess. Her name is long forgotten, and the Magic 
craation, or of some other natura. Acadamy of Melfia denies oven her existence. In any age, there are those who refuse to 


see reason. It is their medding that distorts the truth. 


ROUGE WATER 


IO Ss, STO 
Item Effect Restores 850 HP and 50% of spell uses SMALDSMOOTEL SERGE TONE 


Item Effect A smooth and sliky stone. Restores 10% of HP when used, or 
Crimson water of unknown origin. Restores HP and spell uses. Though known to some a5 can be traded to Dyna &Tillo 


rad holy water, not everyone acknowladges its holy status 
A smooth and silky stone. Usa to slight rastore HP Tha shina of this stone is no ordinary 


S E polish, and can only be achieved over à long period. Some in this land are in search of 
CRIMSON WATER such stones 


Item Effect Restores 1500 HP and 70% of spell uses 


Crimson water of unknown origin. Greatly rastoras HP and spall uses. Those who have SMOOTH & SILKY STO 
‘experienced the powerful affect of this dim lucent rad water care not that is vary origins Item Effect Perfectly smooth and sky stone. Restores 20% of HP when 
aro completoly unknoum. used, or can be traded to Dyna &Tilo 


A perfectly smooth and silky stone. Use to restore HP The shine af this stone is no 
ordinary polish, and can only be achleved over à lang peried. Soma in this land are In 
search of such mystical stones. 


SOUL [ITEMS 


Common Soul items can be very useful when you are running low on Souls. Seen a particu- 
larly useful Ring or need to strengthen that piece of armor just one more level? Consume a 
few Soul items. Remember, only use them just before you spend them to avoid losing your 
Souls. You can also use these from your Inventory menu all at once to save time instead of 

using them one by one via a quick-select item slot 


LARGE SOUL OF A PROUD K 
Item Effect Use to acquire 3000 Souls 


Large soul of a proud Undead right who has long ago gone Hollow Usa to acquire many 
souls. The soul is tha sourcs of al ie, and avan in undeath, or hollowing, the mind sacks souls 


FADING SOUL HT 
Item Effect Use to acquire 50 Souls 


Th fading soul of a lost Undead who has gone Hollow and stil. Usa to acquire souls. The 
soul is tha sourco of all ile, and evan in undeath, or hollewing, the mind seeks souls 


SOUL OF A BRAVE WARRIOR 
Item Effect Use to acquire 5000 Souls 


SOUL OF A LOST UNDEAD 
Item Effect Use to acquire 200 Souls 


Soul of a lost Undead who has long aga gene Hellow. Use to acquire souls. The soul ís the 
souroa of all fa, and oven in undeath, or holowing, the mind socks souls. 


‘Soul of a brave Undead warrior who has long ago gone Hollow. Use to acquire à large 
amount of souls. Tha soul is the source of all fe, and oven in undaath, or hollawing, the 
mind saaks souls. 


LARGE SOUL OF A LOST UNDEAD 
Item Effect Use to acquire 400 Souls 


Large soul of à lost Undead who has lang ago gene Hollow. Use to acquire souls. The soul 
is the source of al lilo, and aven in undaath, or hollowing, the mind seeks souls. 


LARGE SOUL OF A BRAVE WARRIOR 
Item Effect Use to acquire 8000 Souls 
Largo soul of a bravo Undead warrior who has long aga gane Hallow: Use to acqura a 


large amount of souls. Tha soul is the souroa of al fe, and even in undaath, or holowing, 
tha mind soeks souls. 


SOUL OF A NAMELESS SOLDIER 


Item Effect Use to acquire 800 Souls SOUL OF A HERO 


Item Effect Use to acquire 10000 Souls 


Soul of a hero of legend who has long aga gone Hollow. Use to acquire a large amount 
of souls. The soul is the souroa of all fe, and even In undaath, or hellawing, the mind 
saoks souls 


Soul of à namalass Undaad soldier who has long ago gone Hollow. Use to acquire souls 
The soul is the source of all kle, and even in undeath, or hollováng, the mind saaks souls, 


LARGE SOUL OF A NAMELESS SOLDIER 
Item Effect Use to acquire 1000 Souls 
Large soul of à nameless Undead soldier who has long ago gone Hollow. Use to acquire 


many souls. Tho scul is tho source of alfa, and even in undeath, or hellowing, the mind 
sooks souls. 


SOUL OF A GREAT HERO 
Item Effect Use to acquire 20000 Souls 
Graat soul of a hero af legend who has long ago gone Hallow. Usa to acquire an incradikle 


‘amount of sous. Tha soul is the source of al life, and even in undeath, or hollowing, the 


SOUL OF A PROUD KNIGHT mind seoks souls. 


Item Effect Use to acquire 2000 Souls 


SOUL OF A GIANT 
Item Effect The soul possessed by a Glant. Use to acquire 10000 Souls, or 
wil lower Vendrick's defense while in inventory 


Soul of a proud Undead knight who has lang ag> gene Hellow. Use to acquire many souls 
The soul is the source af all ile, and even in undeath, or hollowáng, the mind saaks souls. 


The soul of Giant who came to conquer Drangleic. WI the Giants’ resentment for the 
King be pacifed in death, or only emboldened? Can be used to acquire souls, only. 


BOSS SOUL 


SOUL OF THE LAST GIANT 
Acqulred from The Last Giant (E} 
Item Effect Acquire 6000 Souls or trade for Giant Stone Axe 


‘Soul of the surviving giant, who was bound bela the Forest of tha Giants. Many seasons 
had coma and gone, and tha gant prapared for his final rest. But his soul remained 
magnificent, testimony to his former strength. Use the special soul of the Last Giant to 
acquire numerous souls, or to create something of great worth. 


These could be the most important items you ever have in your 
Inventory. While it can be tempting to just consume one or two for 
the quick Soul boost they'll give you, it is far more beneficial in the 
long run to trade them for powerful pieces of equipment or magic. 
While they are very rare, remember you can beat bosses again 

to get more boss Souls by using a Bonfire Ascetic to make them 
spawn again, or by fighting them on a New Game+ run. 


SOUL OF THE PURSUER 
Acquired trom The Pursuer (E) 


Item Effect Acquire 8000 Souls or trade for Pursuer's Greatsword or 
Pursuer's Greatshield 


Soul of the Pursuer, who lurks in Dranglaic. The Pursuar, who seeks the bearer cf the 
sign, will not rast until his targat is slain. Use tha special soul of the Pursuer to acquire 
numerous souls, orto create something of graat worth. 
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DRAGONRIDER SOUL 
Acqulred from Dragonrider (E), Dual Dragonriders (E) 


Item Effect Acquire 6000 Souls or trade for Dragonrider's Halberd, 
Dragonrider Twinblade, Dragonrider Bow or Dragonrider Greatshield 


Soul of a Dragonrider, who faithfuily servad King Vendrick. Long ago, the dragonriders 
mounted wyrms, and wara feared on the battlefield for their unparalled strength. Use a 
Dragonrider soul to acquire numerous souls, or to create something of graat worth 


OLD DRAGONSLAYER SOUL 
Acqulred from Old Dragonslayer (E) 
Item Effect Acquire 10000 Souls or trade for Dragonslayer Spear 


Soul of the Old Dragonslayer. The Old Dragonslayer is raminiscent of à certain knight that 
appears in old legands. Usa he special soul of the Old Dragonslayer to acquire numerous 
souls, or to create somathing of graat worth 


FLEXILE SENTRY SOUL 

Acqulred from Flexila Sentry (E) 

Item Effect Acquire 6000 Souls or trade for Warped Sword, Arced Sword 
or Barbed Club 


Soul of the Flaxila Sentry. The Faxdla Santy is a mercilass craature whose pumpose is to 
punish the Undead. Use tha special soul of the Flaxile Santy to acquire numerous souls, 
or to create something of great worth. 


RUIN SENTINEL SOUL 
Acqulred from Ruin Sentinels (E) 
Item Effect Acquire 6000 Souls or trade for Heavy Homning Soul Arrow 


Soul cf the Ruin Santinol, à creation of tho jar. Tho Ruin Sentinal has no corporaal form. 
Itis only an empty soul that haunts tha armor. Use the special soul of the Ruin Sontinel to 
acquire numerous sous, orto create something of graat worth 


BELFRY GARGOYLE SOUL 
Acqulred from Belfry Gargoyles (E) 
Item Effect Acquire 6000 Souls or trade for Gargoyle Bident 


Soul of the Gargoy of the Lost Bastile.The elaberate stona statue on the belfry 
mysterlously cama to fa. Use tho special soul of tis ling status to acquire numerous 
souls, or to create something af graat worth 


SOUL OF THE LOST SINNER 
Acqulred from The Lost Sinner (E) 


‚m Effect Acquire 25000 Souls or trade for Lost Sinner's Sword 


Soul of the Lost Sinner, prisoner of Sinnar's Rise. Tha Lost Sinner etermally punishes 
harsalf for tho sins of her past. Us the special soul of the Lost Sinner to acquire 
numerous souls, or to craate something of graat worth. 


ECUTIONER'S CHARIOT SOUL 
Acqulred from Executioner's Charlot (E) 
Item Effect Acquire 8000 Souls or trade for Charlot Lance or Shield Crossbow 


Soul of the Exocutioner's Charict, that holds control over the Undead Purgatory. Tha. 
charlot was craated onhy to torment Undead, and t took the form of a horrendous rad 
stoed, a windaw into the soul of its master. Use the special soul of the Exacutioner's 
‘Chariot to acquire numerous souls, or to create something of great worth. 


SKELETON LORD'S SOUL 
Acquired from Skeleton Lords (E) 
Itom Effect Acquire 6000 Souls or trade for Roaring Halberd 


Soul of a Skeleton Lord, who raignad trom deap within the Hunteman's Copsa. The Old 
lron King commandad the capturo of all Undead, but those chargad with tho task wore 
overcome by tha curso. Use tho spacial soul of the Skaleton Lord to acquire numerous 
souls, or to create something of great worth 


COVETOUS DEMON SOUL 
Acqulred from Covetous Demon (E) 
Item Effect Acquire 6000 Souls or trade for Bone Scythe 


Soul of the Covatous Demon, that devours all things. Eating is an expression of desire. 
There once was a man whose deop affections wore unraguitad. He transformed into the 
‘Covetous Damon, which only made lonalier than evor befora. Use the special soul of the 
Covetous Damon to acquire numerous souls, or to create somathing of graat worth. 


YTHA, THE BANEFUL QUEEN SOUL 
Acqulred from Mytha, the Baneful Queen (E) 
Item Effect Acquire 10000 Souls or trade for Mytha's Bent Blade 


Soul of Mytha, tha Baneful Quaen, who lives in the Earthen Paak The Queen sought 
tha King's affection, oven poiscning herself to attain beauty, despite the monstrous 
consequences. Al for the compelling madness knar as lova. Use tha special soul of the 
Queen to acquire numerous souls, or to create something of great worth 


MELTER DEMON SOUL 
Acquired from Smelter Demon (E) 
Item Effect Acquire 8000 Souls or trade for Smelter Sword 


Soul of the Smalter Demon, that haunts the castle that sank into 2 pod of iron.The Old Iran 
King's life was taken by à mass of iron that had been gwen a soul. Was this matal golath 
thera from the beginning, or was it product of he king's concait? Usa the special soul of 
the Smelter Damon to acquire numerous souls, or to craate something of graat worth. 


OLD IRON KING SOUL 
Acqulred from Old Iron King (E) 
Item Effect Acquire 25000 Souls or trade for Iron King Hammer 


Soul of the Old ron King, who succumbed to the flames that swallowed his castle.The 
lron King's flesh was charrad, and his soul possessed by the things that lurk below. Use the 
special soul of the Old King to acquire numerous souls, or to create something of graat worth. 


SCORPIONESS NAJKA SOUL 
Acqulred from Scomioness Najka (E) 
Item Effect Acquire 8000 Souls or trade for Soul Shower 


Soul of Scorpioness Najka. Najka was born of the misdeeds of an ancient being, a frail 
soul from the beginning, that soon succumbed to madness. Use the special soul of 
Scorpioness Najka to acquire numerous souls, or to create something of great worth 


ROYAL RAT AUTHORITY SOUL 

Acqulred from Royal Rat Authority (E) 

Item Effect Acquire 6000 Souls or trade for Acid Surge 

‘Soul of the Royal Rat Authority, of the underground realm. Those who choose to serve the 


Rat King must have the courage to face His challenges. Use the special soul of this rat to 
acquire numerous souls, or to create something of great worth, 


SOUL OF THE DUKE'S DEAR FREJA 
Acqulred from The Duke's Dear Freja (E) 


Item Effect Acquire 25000 Souls or trade for Spider Fang or Spider's Silk 


Soul af tha Duke's loyal Froja, tho Vikithing Ruiris Keaper. The Vithing Ruin is an ancient 
thing whose shadow remains cast over he land. Tseldora is a placa burdanad by tamblo 
misdaads, and those who ramrained thera wor transformad beyond recognition. Use tha 
spec soul of the Kaaper to acquire numerous souls, or Lo craate something of great worth. 


ROYAL RAT VANGUARD SOUL 
Acqulred from Royal Rat Vanguard (E) 
Item Effect Acquire 6000 Souls or trade for Toxic Mist 


Soul of the Rat King's vanguard, of the underground realm. Tha Rat King's loyal servant. 
ludges the werthiness of those who seek royal audience. Use the special soul of this 
soldiar to acquire numerous souls, or to craate somathing of graat worth. 


SOUL OF THE ROTTEN 
Acqulred from The Rotten (E) 
Item Effect Acquire 25000 Souls or trade for Butcher's Knife 


Soul of tho Rottan, who writhes daop within tha Gutter. The Rotten ombracos all, in his 
sanctuary for al things unwanted or tossed away. Usa the special soul of the Rotten to 
acquire numerous souls, or to create something of groat worth 


DARKLURKER SOUL 
Acqulred from Darklurker (E) 
Item Effect Acquire 22000 Souls or trade for Lifedrain Patch 


Soul of what lurks in the Dark Chasm. Tha Dark Chasm of Old is tha remnant of some 
ancient, dissipated being. Use the special soul of what lurks within to acquire numerous 
souls, or to create something of graat worth 


LOOK ASS KNIGHT SOUL 
Acqulred from Looking Glass Knight (E) 


Item Effect Acquire 18000 Souls or trade for Thorned Graatsword or King's Mirror 


Soul of the Looking Glass Knight, who challangas visitors to tho lordlass castle, Long 
ago, the King's Passaga was a foute taken by tha bravest warriors to prove themselves, 
but naw it only prevents one from pursuing tha runaway king. Usa the special soul of this 
knight to acquire numerous souls, or to create something of graat worth. 


DEMON OF SONG SOUL 
Acqulred from Demon of Song (E) 
Item Effect Acquire 12000 Souls or trade for Spotted Whip 


Soul of the Demon of Song at the Shrine of Amana. When this demon developed a taste 
for human flesh, it was contained within the Shrine of Amana, but tha line of priastassos 
who looked after the shrine and appeased the creature hava died off. Use the special soul 
of this demon to acquire numerous souls, or to create something of great worth. 


SOUL OF VELSTADT 
Acquired from Velstadt, the Royal Aegis (E) 


Item Effect Acquire 15000 Souls or trade for Sacred Oath or Sacred Chime 
Hammer 


Soul of the Velstadt, defender af the King inside the Undaad Crypt. Velstadt was always at 
the King's sida, as f he wer his lord's awm shadow. After the King retired to the Undead 
Crypt, Velstadt followed, naver to return. Use the special soul of this knight to acquire 
numerous souls, or to craate something of great worth. 


SOUL OF THE KING 

Aecqulred from Shrine of Amana (P) 

Item Effect Acquire 50000 Souls or trade for Ruler's Sword, King's Ultra 
Greatsword or King's Shield 


Soul of Vendrick, King of Drangleic. The King was wasted away, a shadow of his former 
self but stil held something daar. Use the soul af he who would link the flame to acquire 
numerous souls, or to create something of great worth. 
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GUARDIAN DRAGON SOUL 
Acqulred from Guardian Dragon (E) 
Item Effect Acquire 14000 Souls or trade for Drakewing Ultra Greatsword 


4 or Spitfire Spear 


Soul of a dragon that guards the path to the shrine. Do the dragons watch over the land of 
thoir own will, or are thay in the grip of cn of Alda's spalls? Use the special soul of this 
dragon to acquire numerous souls, or to craate something of great worth. 


ANCIENT DRAGON SOUL 
Acqulred from Dragon Memories (P) 
Item Effect Acquire 75000 Souls or trade for Curved Dragon Greatsword 


Soul of the graat ancient dragon that stands magnificent, daap within the shrina. This 
powerful being stands and waits, for whoever may visit him. Use the dragon soul, creatad 
by those who peered into the essence of the soul to acquire numerous souls, or to create 
something of great worth 


GIANT LORD SOUL 

Acqulred from Giant Lord (E) 

Item Effect Acquire 25000 Souls or trade for Repel 

Soul of the Giant Lord, who once conquered Drang. The Giants landed on the northem 


shoras, and set siega to King Vendrick's cast to claim an inwakuable prizo. Use tha special 
soul of this Giant to acquire numerous souls, or to create something of great worth. 


THRONE DEFENDER SOUI 
Acqulred from Throne Defender (E) 
Item Effect Acquire 16000 Souls or trade for Defender Greatsword or 


Defender's Shield 


Soul of the Throne Defender. The throne of the King is sacred, and raquiras an appropriate 
guardian. Use tho special soul of tho Defender to acquire numerous souls, or to craate 
somathing of graat worth 


THRONE WATCHER SOUL 
Acqulrad from Throne Watcher (E) 


Item Effect Acqulre 16000 Souls or trade for Watcher Greatsword or 
Watcher's Shield 


Soul of the Throne Watcher. The throne of the King is sacred, and must be observed 


closely at al times. Use the special soul of the Watcher to acquire numerous souls, er to 
craate somathing of graat worth. 


OFFENSIVE [TEM 


Offensive items are fairly commonplace, but it can be easy to forget 
you have them. For melee classes in particular, Throwing Knives can 
be a lifesaver to attack from range when you have no other options 
to do so. Remember also that Firebombs can be used to detonate 
explosive barrels or set fire to tar, useful for taking out nearby en- 
emies or opening shortcuts. 


FIREBOMB 
Itom Effect Explodes, inflicting fire damage 
Bisque urn filled with blad powder. Explades, inficting fira damage. Though this urn 


is a cruda and commonplace weapon, it owes fs continued usage to its simplicity and 
effactvaness in à varioty of situations. 


BLACK FIREBOMB 
Itom Eftect Explodes, inflicting fire damage over a large radius 


Bisque urn filled with black powder. Explodas, inficting graat fra damage. Uilizes a 
powerful explosive developed in the fallen kingdom of Forossa. Black firobombs can cause 
harm to their owners when misusad, and Forossa law defined stringent standards for their 
sate storage. 


WITCHING URN 
Item Effect Explodes to deal magic damage 
A small clay um anwraathed in rragic. Expledes, inficting magic damage. Craatad in 


Melfia, a land that flourishas with magic and pyromancy. Though the magic contained in 
the um lacks potancy, itis a boon to any inaxperienced traveler 


az) LIGHTNING URN 


Item Effect Explodes, Inflicting lightning damage 


A small clay urn anwraathed in ightning. Explodes, infcting lightning damnage. Craated in 
Malfia, à land that flourishas with magic and pyromancy. Though the ightning contained in 
the um lacks potancy, tis à boon to any inaxperienoad traveler 


HEXING URN 
Item Effect Explodes, Inflicting dark darnage 
Hevad black lacquar urn. Explodes, inficting dark damage. Vith tha dark art of hexing 


stricty fortidden, who would dara fil an urn with such power? The very origins of tha art 
ara unclear, yet another reason hexing is feared. 
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SOUL OF NASHANDRA 
Acqulred from Nashandra (E) 


Item Effect Acquire 30000 Souls or trade for Scythe of Want, Chime of 
Want or Bow of Want 


Soul of Nashandra, Queen of Drangleic. Nashandra was born of the Dark with an insatiabla 
lust fer strangth. Usa the special soul of this prisoner of dasira to acquire numereus souls, 
or to create something of graat worth 


OLD WITCH SOUL 

Acqulred from Lost Sinner (E) (NG+ only} 

Item Effect Acquire 60000 Souls or trade for Chaos Blade 

‘Soul of the ineffable. This once-magnificent soul continues to exert influence over the land, 


even after the aons have reduced to these remrants. Use it to acquire numerous souls, 
or to craata something of great worth 


OLD KING SOUL 
Acqulred from Old Iron King (E) (NG+ only) 


Item Effect Acquire 75000 Souls or trade for Blinding Bolt or Dragonslayer 
Greatbow 


even after the gons have reduced it to these ramnants. Use it to acquire numerous souls, 
or to create à something of great worth. 


OLD DEAD ONE SOUL 
Acqulred from The Rotten (E) (NG+ only) 
Item Effect Acquire 60000 Souls or trade for Crypt Blacksword 


Soul of the inffabl.This once-magnificent soul continues to axrt inluanca over tho land, 
even aftor the aons have reduced Ì Lo these remrants. Use it to acquire numerous souls, 
or to craata something of graat worth 


OLD PALEDRAKE SOUL 

Acquired from Duke's Dear Freja (E) (NG+ only) 

Item Effect Acquire 60000 Souls or trade for Moonlight Greatsword or 
Crystal Soul Spear 


Soul of the inffable. This once-magniticent soul continues to axart Influence over the land, 
even after the aons have reduced it to these remrants. Use it o acquire numerous souls, 
or to craata something of graat worth 


‘Soul of the ineffable. This onoe-magnificent soul continuas to oxert influence over the land, 


HOLY WATER URN 
Item Effect Cleanse Undead with holy essence 


An urn filled with crystal-dear water. Originally intended as à soothing potion, this water 
scalds tha skin of Undead and Hollows. In the old capital of Mirah, an ancient, wolk 
protected spring produces holy water, but the water has boen difficult to acquire over 
since Mrrah became embroiled in war. 


CORROSIVE URN 


Item Effect Uses acid to destroy equipment 


Um filed with socretions of giant corrosive ants. Powerful acid inflicts damage on 
equipment. Giant anthils craated by tho corrosve ants lina the horizon of tha desert land 
of Jugo. Ant larvae are considered à delicacy, but he who enters an anthil uninvitad will 
have their flesh meltad to the bona. 


THROWING KNIFE 
Í Item Effect Throw at enemies to inflict physical damage 


Throwing knife. Used as à projectie. This simple weapon is easily utikzed. Its range is 
limited, and it daals vary kla dammaga, but even stil tis à valuatda tool in tha absence of 
other ranged weapons 


POISON THROWING KNIFE 
Item Effect Throw at enemies to inflict physical and poison damage 
A throwing knife. Intended to poison the target more than inflict direct damage. This 


simple weapon is easily utiized, but has imited range and deals little damage. However, if 
tha knife can causa poison, the targst will take damnage for some time, 


LACERATING KNIFE 
B iter Ettoct Throw at enemies to inflict physical and bleed damage 
/ A throwing knit. Its sharp blade is intended to causa bleeding rather than simply infict 


damaga. This simple weapon is aasily utiized, but has imited range and deals lito 
damage. However, if the knife can cause bleeding, the target's max HP will ba lowerad. 


DUNG PIE 


Item Effect Poisons foes, but also affects oneself 


A large axcrement. Stil rather warm. Throw at enamy to causa rapid onset of poison, but 
you too will ba subjectad to the same bane. Most warriors are lcath to come near a thing. 
ike this, much less camy Î around, but therein lies the advantage 


ENHANCEMENT ITEMS 


Enhancement items are also easy to forget to use, but they can 

be the most important aspect of making a particularly tough boss 
fight much, much easier. Strengthen your weapon to the boss's 
elemental weakness and wade in two-handed to deal epic damage 
Defensively, researching an area then strengthening the relevant 
resistances you will need can be very useful to aid survival, particu- 
larly in poison infested areas. 


GREEN BLOSSOM 
Item Effect Boosts stamina recovery by 7% for 60 seconds 


Graan waed shaped ike a laafy flower. Temporarily boosts stamina recovery speed. At ona 
paint, this herb was avolded due to its unusual bitter taste, but once its effects became 
knawn, it was harvasted to naar extinction by merchants. Now, only axcepticnally rara, 
wild specimens of this plant are left 


SMALL BLUE BURR 
Item Effect Boosts magic DEF by 15% for 90 seconds 
A small Bua burr. Temporarily boosts magic dafansa.Thesa burrs bloom magnificentiy 


on a shrub overy few yaars, thor color and affect determined by sol quality and recent 
weather. Know to have been used in rituals long ago. 


| SMALL YELLOW BURR 
tv Item Effect Boosts lightning DEF by 15% for 90 seconds 
BEE A serail vallow bur. Tamperarily boosts lightning defense These burrs bloom magnificent 


on a shrub avery few years, their color and affect determined by sol quality and recent 
‘weather. Known to have been used in rituals long ago. 


SMALL ORANGE BURR 
Item Effect Boosts fire DEF by 15% for 90 seconds 


A small orange bur Temporarily boosts fire defense. Those bus bloom magnificanty 
on a shrub avery few yaars, thai color and affect determined by sol quality and recent 
weather. Knawm to have been used in rituals long ago. 


DARK TROCHES 
Itom Effect Boosts dark DEF by 15% for 90 seconds 
Troches with an inexplicably pungent odor. Temporary boosts dark defense. Verbal 


histories often menton Saint Elizabeth; her uniquely concocted medicines and potions ara 
still widely usad today. 


COMMON FRUIT 
Item Eftoct Boosts poison DEF by 20% for 90 seconds 


A spotted fruit. Tomporarily boosts poison resist. This common fruit has no tasta, but whan 
facing a true test of mattie, its benefits could make the difference between life and death 


RED LEECH TROCHES 


Item Effect Boosts bleed DEF by 20% for 90 seconds 


Trochas with an oddly charred odor. Tamperarily boosts bleeding rasist. Verbal histories 
oftan mantan Saint Elizabeth; her uniquely concocted medicines and petions ara stil 
widely usad today. 


TR PS SNAKE TROCHE 


Item Effect Boosts petrify DEF by 20% for 90 seconds 


Troches that exuda the scent of rust. Temporarily boosts petrify resist. Verbal histories 
oftan mantion Saint Elizabeth; her uniquely concoctad madicines and potions ara stil 
‘widely usad today. 


4 AROMATIC OOZE 
Item Effect Boosts existing element by 30% and adds 50 to magic attack 
MR rue or me riont-nand weapon for 90 seconds 


A mysterious sticky substance that radiates a pale white light. Apples magic to right-hand 
weapon. Tha afected weapon inficts magic damage for a short time. Particularhy effective 
‘against heavily armored foes or creatures with thick scales. 


GOLD PINE RESIN 

Item Effect Boosts existing element by 30% and adds 50 to lightning 
attack value of the right-hand weapon for 90 seconds 

A rara pine rasin with a golden glint. Apples lightning to right-hand waapon. The affected 


waapon inflicts ightning damage for à short time. Particularly affective against foas who 
are resistant to magic and fire. 


CHARCOAL PINE RESIN 


Item Effect Boosts existing element by 30% and adds 50 to fire attack 
value of right-hand weapon for 90 seconds 


Black charcoal-ike pine resin. Apples fira to right-hand weapon. The affected weapon 
inicts fira damage for à short mo. Particularly affective against enemies vuinerabla to 
fa, such as Undead or beasts. 


DARK PINE RESIN 
item Effect Boosts existing element by 30% and adds 50 to dark attack 
value of rlght-hand weapon for 90 seconds 


Hexad pine rasin. Apples dark flare to right-hand weapon. The affected weapon inflcts 
dark darnage for a short ma. Particulariy affective against enemies that fear dark, such as 
elerics and magical creaturas. 


ROTTEN PINE RESIN 
Item Effect Boosts existing element by 50% and adds 20 to poison attack 
value of right-hand weapon for 90 seconds 


This Rotten Pine Aasin has gone polsonous. Applies poison to right-hand weapon. 
Poisonad foes slowly lose HP over tima. 


BLEEDING SERUM 
Item Effect Boosts existing element by 50% and adds 20 to bled attack 
value of right-hand weapon for 90 seconds 


A jar of camworous plant socretions. Applies blaading effect to right-hand weapon. 
Blaeding foas’ max HP is lowered. 


RUSTED COIN 


Item Effect Boosts luck and increases item discovery by 1% for 300 
seconds 


An old rusted cen. Crushing the coin temporarily boosts luck. This rusted coin gives you that 
lite eoara bit of luck, making itomns and tho Ika casier to find. Tha coin is angravad with tho 
image of a god that was worshipped in ancient times, but no one knows its true origins. 


MULTIPLAYER [TEM 


These items are largely used to interact with other players when playing online. Whether 
invading or co-operating, entering the worlds of other Undead is one of the most important 


aspects of Dark Souls Il. 


WHITE SIGN SOAPSTONE 
Acqulred from Mild-Mannered Pate (Q) 


Item Effect Leave summon sign : Allows you to enter another game as 
a friendly White Phantom (Gold Phantom If part of the Heirs of the Sun 
Covenant) 


Online play tem. Leave summon sign. Be summoned as à phantom to another werld in 
erdar to help that world's master for a certain time. You will be rewarded with 2 Token of 
Fidelity for sucoassful assisting the other player. The flow of tme is distorted in these 
lands, and the White Sign Soapstona allows Undead to assist one another. 


SMALL WHITE SIGN SOAPSTONE 
Acqulred from Forest of Fallen Glants (P) 


Item Effect Leave summon sign: Allows you to enter another game as a 
4 friendly small White Phantom (small Gold Phantom if part of the Heirs of 
the Sun Covenant) 


‘Online play item. Leave summon sign. Be summcned as à shade to another world in 
ordar to help that werld's master for a certain time. You wil be rawarded for successfully 
assisting tha other player. Tha effect is not as long ivad as that of tha White Sign 
Soapstona, and k is used only in particular places. 


RED SIGN SOAPSTONE 
Acqulred from Titchy Gren (M) 


Item Effect Leave invasion sign: Allows you to enter another game as a 
Dark Spirit 


Online play tarn. Leave invasion sign. Be summaned to another world as à dark spirit, 
and defaat the summoner to acquire à Token of Spita. Soma Undead persevera along the 
honorable path even after crossing into the dark. The Red Sign Soapstone is for them. 


CRACKED BLUE EYE ORB 
Acqulred from Cathedral of Blue (P), Old Knight (E), Sparkling Sisters Dyna 
&Tillo (M) 


Item Effect Invade the world of the guilty: Can only be used when part of 
Blue Sentinels Covenant, allows you to invade other invaders 


Online play tam. Invade tha world of the guilty. Can only be used by members of tha Blue 
Sentinels covenant. Punish the guity to strengthen the bond with your covarant 
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CRACKED RED EYE ORB 


Acqulred from Forest of Fallen Giants (P), Huntsman's Copse (P), iron 
Keep (P), Things Betwixt (P), Undead Purgatory (P), Enslaved Pig (E), Flame 
Salamander (E), Torturer (E), Sparkling Sisters Dyna & Tillo (M) 


Item Effect Invade other worlds : Allows you to invade as a Red Phantom, 
winning a Token of Spite if you defeat the host 


Onling play tem. Invada other worlds. Defeat he master of the world you have invaded 
to acquire a Token of Spite. The rasidual sins of those who have succumbed to dark 
temptations are contained in the form of the Cracked Red Eyo Orb. 


DRAGON EYE 
Acqulred from Dragon Remnants (C) 


Item Effect Invade a world with a dragon scale: Allows you to invade a 
player that has a Dragon Scale which you can take upon defeating them 
Online play item. Irwade 2 werld with a Dragon Scale to daim the scala from its master. 1 


our human flash is our graatest waakness, than those who sack à form that imitates tho 
andant dragons ara the trua vanguard. 


BLACK SEPARATION CRYSTAL 


Acqulred from Default item 
Item Effect Banish phantoms, return to your world: No other details 


A aymbol of farewells that has been passed dawn since time immemorial. The crystal 
sends phantoms back to thair homes, or sends you back to yours. Whether ending in hope 
or despak, encounters are valuable experiences. Beware ficke usa of this item. 


DRIED FINGERS 
Acqulred from Undead Crypt (P) 
Item Effect Dried fingers with multiple knuckies: Greatiy reduces the 


period of time between invasions so that other players can invade your 
world more frequently. 


Dried fingars with mukipla knucktes. Shrveled, but radiating à peculiar warmth. By the 
number of knuckdes, it couldn't have been human, but perhaps some questions are best 
left unasked. 


BONE OF ORDER 
Acqulred from Altar at Things Betwixt (P) (after time has passed) 


Item Effect Restores the link to other worlds: Allows you to take part in 
multiplayer activities if you have been restricted due to disconnecting 


Online play tarn. You will be punished for flecing from other worlds by disconnecting 
unjustly. However, this charm will disperse tho ire directed at you. But sins are not easily 
buried, and there's no teling if you will ba Iet off so aasily next tima. Each encountar in if 
ts a pracious turn of fata, and fata wil not be cheated. 


SEED OF A TREE OF GIANTS 
Acqulred from Forest of Fallen Giants (P), also starting gift 


Item Eftect Enemies react to invaders from other worlds: Makes enemies 
attack Invading players 
Online play tam. Makes enamios raact to invaders. When the giants fell, hoy graw into 


graat treas. Daath is not the end, for anything that has ever once lived romains à part of a 
graat cycle of regeneration. But what of those outside of the cycle? 


CHAMPION'S TABLET 


Acqulred trom Victor's Stone in Majula 


Item Effect View the names of glorious champlons: Use this when 
online to view the rankings of other players belonging to the Company of 
Champions Covenant 


Online play tam. Shows the names of the greatest victors of the Company of Champions 
‘coverant. This tablet, chiselad from tha Victor's Stone, is engraved with the names of tha 
brave wamiors who have offered the most awestones, as if they were epitaphs, honoring 
thai lives 


m IF CRUSHED EYE ORB 
Aecqulred from Undead Crypt (P), Iron Keep (P) 


dh 
MBB item Enmoct invade world of a traitor: Lets you invade the world of the 
Nameless Usurper, Licla 


A crushed aye orb with an untocused gaze. The crushed eye writhes unsteadil, in search 
of dishonorable miscreants. Whera ara tho fiends, where aro they. 


MISCELLANEOUS ITEMS 


Some of the most important items in the game fall in this category, like the Soul Vessel. 
Make sure you make use of all of them when you find them, and don't let them gather dust 
in your Inventory. Of particular note are Pharros' Lockstones and Fragrant Branches of Yore; 
these will grant you access to paths and characters that you would otherwise miss out on. 


HOMEWARD BONE 


Item Effect “Return to last bonfire rested at” 


A white-ashan bona. Ratum to last bonfire rasted at. Bonfires bum on the bones of 
Undead. And this bone, belonging to one whose joumey was cut short, has the power to 
traval to bonfiras. As if it years to resume its utile quest 


AGED FEATHER 

Item Effect “Return to last bonfire rested at. item will not be consumed” 
/ Can also be traded with Royal Sorcerer Navlaan 

An aged bird feather. Return to last bonfire rested at. Can be used repaatediy The child of 


the dragon, sequesterad away fram the world, imagined a world of beundless possiblities 
from the mara sight of à faathar. 


DARKSIGN 
Item Effect "Lose souls, and retum to last bonfire used” 


An accursed mark. Tha Darksign induoas death, raturming the player to the last bonfire 
rastad at, at the cost of al souls held. Do what you must to gather the pieces, scraping 
them into some somblance of a wholg, before he wil to do so fades. 


REPAIR POWDER 


Item Effect “Restores equipment durability of all slot weapons, armor and 
rings.” Restores 30 durability to weapons, 50 to armor, 20 to rings. 


Enchanted metal rendered into powder. Repairs equipmant. Weapons and armor wear 
down with use. Allaw too much waar, and you wen t be able to use them. You have only 
yourself to blama it you find yourself in crisis with no powder to spare. 


PRISM STONE 

Itom Effect “Emits light, and marks one's path” Also plays sound at deadly 
height 

A slightly warm rock. Emits à beautful, phasing aura of seven colors, with a vary rara 


eighth. The prism stane does nothing spacial, but if you feel you may los your way, it can 
serve as a path marker. 


FLAME BUTTERFLY 


Item Effect “Light torch autonomously” Lets you light Torch without having 
a source of fire avallable 


Botte filed with dried rad butterflies. Stimulation of these rare butterfias craatas a small 
flame, alowing torches to be it on the go. These butterflies ude secrations which ignite 
upon axpasure to ak, protecting them from natural predators. Known and loved as handy 
firedighters, but feared as the catalysts of disastrous firas when found in swarrms. 
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SILVER TALISMAN 
Item Effect “Transform to blend in to environment” 


A ny charm embedded with imitative magic. Use ta transform into something to bland In 
Use this talisman to hide from invaders. Only provides the mast superficial camouflage, 
but sometimes that is enough to do tha trick 


ALLURING SKULL 
° Item Effect “Lures certain types of enemies” Lasts for 5 sec 
k A skull of unknown ownership. Smashing it releases traces of souls, which attract nearby 


toes. Does not werk on al enemies, but can prove useful in unexpected ways. 


LLOYD'S TALISMAN 

Item Eftect “Blocks Estus recovery within a limited area” Lasts for 30 sec 
Talisman used by dleric knights. Blodks Estus recovery within à limited area. ILis said that 
tha cleric knights used theso talismans to hunt down accursed Undaad, Claric knights 


tight with pride, and by blocking the recovery of the Undaad, they can also fight with 
impuniy. 


DRAGON HEAD STONE 

Item Effect “Head becomes a dragon head until you die.” Set to Item Slot 
and use to equip, use agaln to breathe flame 

A stone containing the strength of dragons. Transforms the head into that of a fire- 
breathing dragon. an affect hat wil remain unt dasth. The zaalots who sought everlasting 


life are said to have conducted rites to imbue stones with the strength of dragons, but 
their are no records confirming their suscess. 


DRAGON TORSO STONE 

Item Effect “Body becomes a dragon until you die” Set to Item Slot and 
use to equip, use again to increase attack 

A stone containing tha strength of dragons. Transforms tha body into a roaring dragon, an 
affect that will rernain until death The zealots who sought everlasting life ara said to have 


conducted ritas to imbue stones with tha strength of dragons, but the truth of such claims 
is questionable. 


HELLO CARVING 


Item Effect “Old wood carving that says “Hello” Item will not be 
consumed” 


‘This faca says “Hellol” Doesn't it look friendly? 


THANK YOU CARVING 


Item Effect “Old wood carving that says * Thank You” Item will not be 
consumed” 


This faca says “Thank You” Doesnit it look appreciative? 


IM SORRY CARVING 
Item Effect “Old wood carving that says ”I'm Sorry” Item will not be 
consumed” 


This faca says ”\'m Somy” Doesnit it look apologetic? 


VERY GOOD! CARVING 
Item Effect “Old wood carving that says “Very Good!” Item will not be 
consumed 


This faca says "Very Good!” Doesn't it look chaerful? 


ESTUS FLASK SHARD 

Item Effect “Grants additional Estus Flask uses (up to 12)” Give to Emerald 
Herald in Majula to gain extra Estus Flask uses 

The shard of an Estus Flask. Shards ara deeply soaked in Estus. Graft the shard to an 
Estus Flask to increase flask uses. Over the ages, countless souls rasted their bones as 


they drank fram the original flask. And now this shard remains, serving as a vestige of 
their hopes and dreams. 


SUBLIME BONE DUST 

Item Eftect “Burn In bonfire to upgrade Estus Flask” Increases recovery 
power up to 5 levels 

Charrad, ashan banas. Cast hem into tha Far Fra in Maja to incraasa the HP restored 


with aach use of your flask. Thay say these ara the remains of à saint who cast himself 
into the bonfire, But we wil nevar know for sure, for soot and ashes tell no story. 


BONFIRE ASCETIC 

tem Effect “Burn in bonfire to strengthen nearby foes” Recreates 
environment near Bonfire as if in a NG+ 

Tessing this into à bonfire strengthens nearby loes. Once tho Bonfire Ascatic is davoured 
by the flames, ts effacts can nover be revarsad. Be praparad before using this perdous 


‘amber. Fira exhibits a connection to the curse, and when the flames grow stronger, s0 
does tha curse, 


RUBBISH 
Itom Effect “Has no value” 


A piece af rubbish that is good for nothing. One manis rubbish is another man's riches, for 
valua, isin the eya of tha beholder. But utlty is another mattor, and this has non. 


SIMPLETON'S SPICE 


Item Effect “Lowers required intelligence by 1 for chosen spell” Speak to 
Magerold of Lanafir in Iron Keep to infuse Spice into a spell 


A spice exuding a pacular aromna. A spell demands devotion from its caster, but using 
this spic makes a chosen spel attainabla with 1 less intelligence. Wil only work with 
assistance from à certain person. The spice does not raise one's intelligence, but only 
obfuscates tha requirement 


SKEPTIC'S SPICE 
Item Effect “Lowers required faith by 1 for chosen spell” Speak to 
Magerold of Lanafir in Iron Keep to infuse Spice into a spell 


A spice axuding a peculiar aroma. A spell demands devotion from its caster, but using 
this spice makes à chosen spell attainabla with 1 less faith. Wil only werk with assistance 
from 2 certain parson. Tha spice does not raise one's fakh, but only obfuscates the 
requirement 


PETRIFIED EGG 
Item Eftect “An unidentified petrified egg” Can be traded 


A large patrifed egg. Surely bears no ita. Eggs aro vossels that harbor ile itself, and. 
symbolize the deepest secrets of existence. But what does a petified egg harbor? 


PHARROS LOCKSTONE 


Item Effect “Activates Pharos’ contraption” Contraptions can be found on 
walls and in floors 

Stone activating a craation of Pharos the Vagabond. Pharros the Vagabond was a legend 
who wandarad tha lands, creating contraptions to help those in sincere and dira naad. The 


scope af his travels was so wide that the Pharros has been mistakenly credited with many 
‘inventions that wera crafted by othors. 


E ANT BRANCH OF YOF 


Item Eftect "Restores ving things from petrification” Vital for interacting 
with some NPCs 


Afragrant troe branch with a fant sweat small. Restoras the lie of things turned to stone. 
Extended inhalation of the branctís scent can laad to coughing and nausea. 


PETRIFLED SOMETHING 
Item Effect “A petrified object that is pleasant to touch” Can be traded 


An unidantified petiied object. Pleasant to tha touch, despite Rs looks. A rara and 
peculiar thing, to be certain, but ono without à knovan purpose. 


SOUL VESSEL 

Item Effect “Show this to a certain person, and...” Speak to Fire Keeper in 
Things Betwixt to re-assign stat points 

A vessel that will accept your souls. It can allow reallocation of levels, but without proper 


assistance, it may simply drain you of souls. If you truly wish to start again, go to tha place 
whera your joumey began. 


TORCH 

Item Effect “Light on sconces or bonfires for Ilumination” Each Torch 
collected adds +3 min to total time, unless you have O time, collected Torch 
then adds +5 min 


Ri 


A torch made by soaking the end of a long sick in pine resin. Light the torch on the fire 
of a sconce to Huminata araas for à short time. Find naw torches to extend this period 
Torches can evan ba it on bonfras, the flames of wich do nat normally set objects alight, 
dua to the coating of the bones used to fual them 


COVENANT ITEMS 


While many Covenants are related to activities that don't require items to rank them up, 
some still do. Others still require you to hold a certain item before they will even let you join 


them. This list will tell you what's what 


TOKEN OF FIDELITY 

Acqulred from Succeed In a co-op multiplayer endeavor, Huntsmanis 
Copse (P) 

Item Effoct Proof of helping another world's master (recovers host's HP; 


Used to Join Blue Sentinels Covenant. As recovery item, lasts 5 sec to 
restore 350 HP 


Token racognizing that the owner has traveled worlds to help others. When in other 
worlds, it can also be used to restore the master of he worlds HP but this is only a 
secondary affect of the item. Simply carrying these tokens shows the depth of the 
holder's fidolity 


= TOKEN OF SPITE 
Acqulred from Succeed in invasion multiplayer endeavor, Grave of Saints 
(P) 


Item Effect Proof of defeating another world's master (remains until death 
or transportation}: Used to join Brotherhood cf Blood Covenant 


‘Token racognizing that tha ownar has travalad worlds to defaat others. Vhen usad, 
you ara more likely to summon invaders from other workds for à period of time. Simply 
camying thase tokens shows tha bittemass of the grudges the helder has accumulated 


SUNLIGHT MEDAL 


Acqulred from Mounted Overseer (E), also granted to both players when 
co-operating using White Stone Soapstone while part of Covenant 


Item Effect Medal to offer to Altar of Sunlight: Used to increase devotion 
to Heirs of the Sun Covenant 


A medal depicting the sun. Offer it to tha altar to strengthen the bond with your covenant. 
The sight warmth of the medal makes valor trim within ong's bosom. The brave fightors 

who bora these madals ar gona, but tha sun naver sets. On this day begins the contast 
to find the Sunis ruast son. 


DRAGON SCALE 


Acqulred from Aldia's Keep (P), Dark Spirit: Dragontang Villard (E), Dragon 
Knight (E), invade another player using Dragon Eye and defeat them 


Item Effect Scale to offer to the dragon: Used to increase devotion to 
Dragon Remnants Covenant 

A scale from the body of an ancient dragon. Offer to tha dragon to bring your own flesh 
closer to that of the eternal ancient dragon. Touching an ancient dragon scale glvos one 


a gimpse into the abyss. Believers in the dragen wil rise above this patty corporeal 
@xistance, 
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RAT TAIL 


Acqulred from Corpse Rat (£), Dog Rat (E), Royal Rat Vanguard (E), also 
granted by defeating forcibly summoned Grey Phantoms 


Item Effect Tail to offer to the Rat King: Used to increase devotion to Rat 
King Covenant 


A severad rat's tal. Demonstrata fidelity by offering it to the Rat King, and strengthen 
the bond with your cavenant. The Pat King is proud and merciful, as any king true to his 
statara should be. The Aat King looks favorabiy upon those who fellow the path of right. 
oven disgraceful humans. 


AWESTONE 


‘Acqulred from Granted by defeating invading players while part of 
Covenant 


Item Effect Stone to offer to Victor's Stone: Used to increase devotion to 
Company of Champions Covenant 


A stona that is terribly heawy for its size, Offer it to the Victor's Stene to strengthen 
the bond with your covenant. The Victor's Stone thirsts for the souls of fallen warriors, 
condensad within awestones, as if they were once part of the same whole. 


KEY ITEMS 


These are vital items that you can only ever have one of, and can 
only find in one place. They mostly serve to grant you access to new 
areas and are necessary to complete the game. These are some of 
the only items you will lose when starting a New Game+ 


) | LENIGRAST'S KEY 


Acquired from Merchant Hag Melentia (M) 
Item Eftect Opens Blacksmith Lenigrast's shop In Majula 


Kay of Blacksmith Lonigrast of Malula. Majuia, the land of axlas, is comprised of 
abandaned old housas, ong of which Lenigrast has fashioned into a workshop. 


HOUSE KEY 

Acqulred from Cartographer Cale (Q) 

Item Effect Opens the abandoned house in Majula 

Kay to the abandoned house in Majula. Received from Cale the Cartographer. In the past, 
Majula served as à dumping ground for homible things, but is now a gathering place for 


those with no better place to go. It seems this house in Majula was tha final homo for a. 
fow such souls 


Acquired from The Last Glant (E) 
Item Effect Opens soldler’s door In the Forest of Glants 
Kay to the soldiar's door in the Ferast of Falan Giants. A fort was rectad in tho forast to 


face tha Giants, but now tho schdiers are lost and Hollowed. Thay ara enfeebled, but not 
without honor, and continue to steadtastiy dafand their country. 


BASTILLE KEY 


Acqulred from The Lost Bastille (P) 
Item Effect Opens cells of the Lost Bastille 


Kay to the calls of tha Lost Bastille. Long ago, à bast lord, driven to desperation by the 
rapid spraad of curse across tha land, bagan to see aach subject as a cartr of tha light. 
and locked them away in droves. This entira bastile was turned into à prison, and laft 
abandoned to rot with its prisoners 


UNDEAD LOCKAWAY KEY 

Acqulred from Huntsman’s Copse (P) 

Item Effect Opens the stone lockaway in Huntsmar’s Copse 

Kay to the prison in the Huntsmar/s Copse. The Undead hunts during the reign of the Old 
Iron King took place in this forest, and the cells in which the Undead were held stil stand 


there to this day. However, the march of time has eroded away any difference between 
the captors and tha captives. 


IRON KEY 


Acqulred from Iron Keep (P) 
Item Effect Opens the iron door of the Iron Keep 


Kay to the iron door of the Iron Keep. The Old ron King's castle sunk into a lake of fre, 
weighad down by the castle's ron, and the burden of the king's concait. Over the ages, 
the ron was stripped from the castie by opportunistic passers by. 


BRIGHTSTONE KEY 


Acquired from Duke Tseldora (E) 
Item Effect Opens the door to Brightstone Cove 
Kay to Brightstone Cove Tsaldera. Tha eccentric Lord Tseldora, known for his fascination 


with spiders, buit a town and a personal fortune by mining brightstone. One day, the town 
was ovarun by spidars, but Lord Tseldora only stood by and watched, aerily contented 


FORGOTTEN KEY 
Acqulred from Elite Giants (E) 


Item Effect Key tossed into the Gutter, opens doors there 


Kay found in the Gutter Intricately designed, but of unknown origin. All manner of terrible 
things have been cast into the Gutter in Majula, forming à setdernent cf fith and chacs. 
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KEY TO KING'S PASSAGE 


Acqulred from Drangleic Castle (P) 
Item Effect Key to King's Passage In Drangleic Castie 
Kay to the King's Passage, inside Drangleic Castle. King Vendrick tried all manner of things 


to purga the oursa that thraataned his kingdom. But when every last attempt failed, tho 
King fled through tha King's Passage, 


ANTIQUATED KEY 

Acqulred from The Lost Bastille (P) 

Item Effect A very old key. Opens doors In Lost Bastille 

This kay is very old, but in vary good condition, such that it should stil function. On, 
what lock does this key fit? 


FANG KEY 
Acqulred from Petrified Lion Warrior (E) 


Item Effect A key shaped like the fang of a beast, opens door to 
Weaponsmith Ornifex 


A strange koy shaped ike a wild beast's fang. What manner of dilattante would create 
such a key, and what might it unlock? 


TSELDORA DEN KEY 

Acqulred from Mild-Mannered Pate (Q), Creighton the Wanderer (Q), Duke 
Tseldora (Q) 

Item Effect Opens the den In Brightstone Cove Tseldora 

Kay to tha den in Brightstone Cove Tseldora The fods that ventura into Tseldora, unawaro of 


the ancient daeds that stil haunt the ove, are transfigured into unspeakable malforrmations 


ALDIA KEY 
Acqulred from Aldia's Keep (P) 


Item Effect Opens the mansion In Aldia 


Kay usad in the mansion of Aldia. King Vendrick condemnad his aw alder brother to tha. 
mansion They both sought the truth, but through different means, and thoir fervor maant 
tha eventual withering of their famil ties. 


LADDER MINIATURE 
Acqulred from Laddersmith Giligan (M) 


Item Effect An ornament depicting a ladder. Give to Royal Sorcerer Navlaan 


A small ornamantal ladder. A quaint lele thing, but only for show. This ornament does 
not sem to have any particutar function, and should not be worth much, but is sold at an 
excrtitant price. 


DULL EMBER 
Acqulred from Iron Keep (P) 


Item Effect An ember that radiates a dull light. Give to Steady Hand 
MeDuff 


An ember radiating a dull light. This fame seems naarty axhausted, but exhibits an eerie 
rasiianca, Perhaps this is its ordinary state? 


ROTUNDA LOCKSTONE 


Acqulred from Licia of Lindelt (E) or invade her world and defeat her in 
Majula 


Item Effect Moves the Majula Rotunda 


A stona which rotatas the Majula Rotunda. Insert into tha central pilar to align tha rotunda 
with a difforant passagaway. Nothing magical about it, but a fina foat of enginaering. 


ASHEN MIST HEART 
Acquired from Ancient Dragon (Q) or Ancient Dragon (E) 


Item Effect Delve into the memories of the withered 


Manifestation of ashen mist received from tha ancient dragon. The magic of he ancient 
dragon allows one to delva into the memories of the witherad. 


GIANTS KINSHIP 
Acquired from Giant Lord (E) 


Item Effect Grants access to the throne room beneath the castle 


Each king has his rightful throne. And when he sits upon ft, he sees what he chooses to 
see. Or perhaps, itis the throne, which shows the king only what he wants. 


RINGS 


With the addition of being able to equip two more Rings in Dark Item Effect Increases dark defense by 5/8/10% 

Souls Il, for a total of four, comes new possibilities. Rings can ting bestowed upon students of a certain standard at tho Malan Magic Academy: Ita 
enhance every aspect of your character, no matter the class or style darkinfused quartz increases dark defense. Pyromancar Glocken was criiized for crafting 
you play. Be sure to try out a new Ring whenever you find one to ama roplcan, bukte woal bcn St ray have marve to Di of rar a anale 

see if it suits your play style. 


DARK C RTZ RING (+1/+2) 


Acqulred from Rosabeth of Melfia (M], +1: Duke Tseldora (E), +2: Leydia 
Witch (E) 


POISONBITE RING 
Aequlred from Earthen Peak (P), Harvest Valley (P), Cromwell the Pardoner 
(M) 


Item Effect Increases poison resistance by 15% 


LIFE RING (+1/+2) 

Acqulred from Forest of Fallen Glants (P), +1: Iron Keep (P), +2: Shrine of 
AR Arcana P) 

Item Eftect Ralsas maximum HP by 5/75/12.5% 


‘An old ring set with a rad jewel. Paises mamum HP. Each ring has a different power, and 
ven very modest rings can be a great boon on a perilous joumey. 


‘One of several “bite” rings, known for their peculiar design. Increases poison resistance, 
The similar, oddly disturbing design of these rings suggests à common source. Whoever 
the master craftsman was, he clearly knew his trade, 


BLOODBITE RING 
Aecqulred from Cromwell the Pardoner (M), Way of Blue (C) 


CHLORANTHY RING (+1/+2) 
Acqulred from Forest of Fallen Giants (F), +1: Shaded Woods (P), +2 
Executioner's Charlot (E) (NG+ only) 


Item Effect Increases stamina recovery rate by 3.5/5.5/8.5% recovery 
speed 


Item Effect Increases bleeding resistance by 15% 


One of several “bite” rings, known for their peculiar design. Increases bloeding resistance. 
The similar, oddly disturbing design of these rings suggests à common source. Whoever 
the master craftsman was, he clearly knew his trade. 

The ring is named for its decerativa green blossom, but its luster is long since faded. 
Raiss stamina rocovery speed. 


CURSEBITE RING 
Acqulred from Cromwell the Pardoner (M), Magerold of Lanafir (M) 
Item Effect Increases curse resistance by 40% 


One of sovaral “bite” rings, known for their peculiar design. Increases curse resistance. 
Tha sima ody inn design of these angs suggests a carmman source Whoever Ca 


ROYAL SOLDIERS RING (+1/+2) 

Acqulred from No-Man's Wharf (P), +1: Drangleic Castle (P), +2: Velstadt, 
the Royal Aegis (E) (NG+ only) 

Item Effect Increases maximum load by 10/12/15% 


A ring baaring a soldier’s seal. Increases the load that can be carried. These rings wore 
granted to warriors who distinguished themselves in tha service of King Vendrick. The king 
favorad simple warriors who staked their every bata on strength alone. 


the master craftsman was, he clearly knew his trade, 


B NG KNUCKLE RING (+1/+2) 
Acqulred from Lost Bastille (P), +1: Chancellor Wellager (M), +2: Undead 


DIN nj Crypt (P) 

FIRST DRAGON RING (SECOND/THIRD) EER ader by ZOEN, een 

tem educe weapon degradation „ armor degradation 
‚ne Tark 

Aaautrad om rd of Champions (C), Second: Manscorplon Tark (a), by 20/25/45 %, ting deoradation by 20/25/46% 

‘Knuckle ring wom by Rhay the Explorer. Slows equipment degradation. Expensive, flashy 

Item Effect Increases HP by 3/5/75%, stamina by 6/10/12.5%, and gear wil not always make fe easier for you. Sometimes. you just need your tried-and-true 

maximum load by 5/10/12.5% equipment to last the long haul 


A dragon signet ring. Grants its bearer the protection of dragors Incraases HP. stamina, 
ASH KNUCKLE RING 


and maximum load, but is oasily broken. Paulmond, knight of Drangleic, sarvad the 
king by guarding the fort until his own damisa, and was said to have cherished this ring 
Acqulred from Grave of Saints (P) 
Item Effect Increases petrificatlon resistance by 40% 


z 


throughout his Ïile of sarvica. 


RING OF STEEL PROTECTION (+1/+2) 


Knuckte ring wom by Rhoy the Explorer. Incraases petrification rasistance. Patrification is 
Acqulred from Crestfallen Saulden (Q), +1: Lucatiel of Mirrah (Q), +2: tantamount to death, and in that sense, this knudde ring is a char that may save your 
Looking Glass Knight (E) (NG+ only) 


Item Effect Increases physical defense by 50/75/100 


Ed 


DISPELLING RING 
Wearor gains the protection of stedl.Incraases physical dofense. Said to ba the ring of 
the onca lagendary Knight King, though his talas ara long forgottan, and oven the graaty Acqulred from Royal Sorcerer Navlaan (OQ) 


nd ee nn ONE Item Effect Increases magic, ohtning, fire and dark defense by 6% 


SPELL QUARTZ RING (+1/+2) A protective ring set with gemstones of four different colors. Increases the wearer's 
© 4 RING (G+1/4+2 resistance to mag, lighting, fra and dark Tho artitry raqufad toate the varying 


‘Acqulred from Carhilion of the Fold (M), +1: Earthen Peak (P), +2: King's powers cf four different stongs within one fing could only be described as transcandantal 
Passage (P) Thera is only one soroarer who could have dana this; a man from the lost land of Olaphis. 


Item Effect Increases magic defense by 5/3/10% 


Aring bestowed pon students of a certain standard at the Malftan Magic Academy. ts 
soutbased quartz increases magic defense. Pyromancer Glocken crafts these raplicas, 
much to tha dismay of the conservative old-guard faculty 


RING OF RESISTANCE 
Acquired from Cromwell the Pardoner (A) 
Item Effect Raises poison, bleed, curse and petrify resist by 12% 


- N A protective ring adorned with four blessed gemns. Increases resistance to poison, 
FLAME QUARTZ RING (+1/+2) bleeding, petrification and curses. A creation of the last land of Olaphis. Tha sorcerer who 
Acquired from Rosabeth of Melfia (M), +1: Forest of Fallen Glants (P), +2: created this was so powerful that he became widely faared. 

Guardian Dragon (E) 


RING OF BLADES 


Acqulred from The Pursuer (E), +1: The Pursuer (E), +2: The Pursuer (E) 
ING+ only) 


Item Effect Increases physical attack by 20/35/50 


‚m Effect Increases fire defense by 5/8/10% 


Aring bestowed upon students of a certain standard at the Malfian Magic Academy. ts 
fire-based quartz increasas fre defonso. Thera ara tumors that Pyromancer Glodken has 
mada a hefty profit seling these replicas. 


The Ring of Blades is modeled after the mad knight of Alker's weapon of choice. Increases 
Pod THUNDER QUARTZ RIN physical attack. The kingdoms of Alkan and Venn long ago flourished on these vary grounds. 
) | ‘Acqulred from Rosabeth of Melfia (M), +1: Iron Keep (P), +2: Royal They were both founded by the same man, but were raduced to rivalry and spite. 
Sorcerer Navlaan (M) 
Item Effect Increases lightning defense by 5/8/10% RING OF KNOWLEDGE 


Acqulred trom Straid of Olaphis (M) 
A ring bastowed upon students of à certain standard at the Melfian Magic Academy. 


Its lightning quartz increases lightning dafensa. Pyromancer Glockan crafted so many Item Effect Increases intelligence by 5 
of these replicas that they became widaspraad, such that his felaw magicians harshiy 
scoldad him for undermining lessons gained from harsh training Aring blessed by the High Priest of Velgen. Increases intelligence. The clerics of the graat 


ay of Volgen ara perennial antranched in scandalous power struggles, but among them 
remain à few strong-wiled, upstanding noblemen. 
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RING OF PRAYER 
Acqulred from Licla of Lindelt (M) 


Item Effect Increases faith by 5 


ra 


A ring blessed by the High Priest of Volgen. Incraasas faith. The clrics of the graat city of 
Volgen are perennial entrenched in scandalous power struggles, but among them remain 
a fow strong-willed, upstanding noblemen. 


STONE RING 
Aequlred from Ogre (E) 
Item Effect Deal additional 10 damage to polse 


The beloved ring of the galant Shieldiass Lothian, formerly of Forossa. Hits graafly reduce 
enemy poise. The affect may seem trial, but for these who comprehend how critica itis 
to axploit a hole in anemy defenses, tho significance of this ring will be clear 


P RED TEARSTONE RING 
Acqulred from Aldia's Keep (P), Shaded Woods (P) 
Item Effect Boosts attack by 20% when HP is below 30% 


Aring sat with a rar taarstone. Reacts when the wearer is in danger, temporarily increasing 
(ts wearer's physical attack power. Caitha, goddess of tears, moums the undeserving daad, 
shedding tears as rad as blood. Itis said that the stone set in this ring is one such taar. 


BLUE TEARSTONE RING 
Acqulred from The Lost Bastille (P), Way of Blue (C) 
Item Effect Increase defense by 35% when HP is below 30% 


Aring sot with a rara tearstone. Raacts when the waarar Is In danger, temporarily 
increasing its wearor's physical defenso. Caitha, goddess of taars, mourrs those who 
have lost loved onas by shedding pure tears of blu. Itis said that he stone sat in this ting 
is one such tear. 


RING OF GIANTS (+1/+2) 


Acqulred from Lonesome Gavlan (M), +1: Black Gulch (P), +2: Giant Lord 
ck (E) (NG+ only) 


Item Effect Increases poise by 10/20/30 


The beloved ring of the galant Shieldless Lothian, formerly of Forossa. Incraasos poise, 
Lothian was born a paasant, and died à ganeral. His deterrminafon and diligence were 
unmatchad, aspecialy on the battlefield, where he aarned his name by choosing to fight 
without à shield. 


OLD LEO RING 

Acqulred from Old Dragonslayer (E) 

Item Effect Strengthens thrust weapon counter attacks by 12.5% 

The beloved ring of à dragon-slaying knight. Strangthens thrust weapon counter attacks. 


After many years of usa, tha ring's face has wom down, but close inspection reveals an 
engraved lion. 


RING OF SOUL PROTECTION 

Acquired from The Gutter (P), Vengarl of Forossa (M) 

Item Effect Do not turn Hollow or lose Souls upon death, immune to 
petrification. Breaks when activated but can be repaired for 6000 Souls 


Divina ring that watchas over ona's soul. Created by Ivory Rhones, sage of Lindelt. Its 
great protective power will protect you from any loss upon death or petriication, but after 
ts power is spant, tho ring will braak. 


RING OF LIFE PROTECTION 
Ni 


Acquired from No-mar’s Wharf (P), Shaded Woods (P), Felkin the Outcast (M) 


Item Effect Do not turn Hollow or lose Souls upon any death other than 
petrification, Breaks when activated but can be repaired for 3000 Souls 


Dvina ring that watches over ona's ile. Craatad by the students of Ivory Rhones, sage of 
Lindeft Its graat protective power will protect you from any lass upon death, but after its 
power is spent, the ing will braak. 


LINGERING DRAGONCREST RING (+1/+2) 

TA Acqulred from Straid of Olaphis (M), +1: Desert Sorceress (E), +2: Defeat 
100 Dark Spirits 
Item Effect Extends length of spell effects by 15/25/40% 


A ring used long, long ago in à tand that existed where Dranglaic does now. Extends 
length of spell effect. Presumably, tis ring was used by a high sorcerer, but no proof of 
such remains 


CLEAR BLUESTONE RING (+1/+2) 

Acqulred from Carhillion of the Fold (M), +1: Shaded Woods (P), +2: 
Skeleton Lords (E) NG+ only} 

Item Effect Shortens spell casting time by 20/35/55 % 


Aring that belengad to Fioranza, the only truly monayed merchant in Volgen. Shortens 
spall casting time. Fiorenza used his riches to buy up tinkets of kaury and rare 
collectibles, but was ruined after years of excessive debauchery. 


404 DARK SOULS II COLLECTOR'S EDITION GUIDE 


NORTHERN RITUAL BAND (+1/+2) 
/ Acqulred from Sinner's Rise (P), +1: Carhilion of the Fold (Q), +2: Aldia's 
‚ Keep (P) 
Item Effect Increases spell uses by 10/20/30%, but reduces HP by 
20/25/50% 
One of tha secret treasures restored in Alda. Incraases spel uses, but at the cost of HP. 
This modest-looking ring contains very powerful magic. To imagine what unspeakable 


daads were performed to create such rings, one need only racall tha cruel fata of tha 
residents of Alda 


SOUTHERN RITUAL BAND (+1/+2) 
f Acqulred from Belfry Luna (P), +1: Brightstone Cove Tseldora (P), +2: 
Scorpioness Najka (E) (NG+ only) 


Item Eftect Increases Attunement Slots by 1/2/3 


Á 


One of the secret traasures restored in Alda. Ralsas the number of spells you may attune. 
This modest-looking ring contains very powerful magic. To imagine what unspeakabla 
deeds were perlomnad to create such rings, one need only racall tha cruol fata of tho 
residents of Alda 


COVETOUS GOLD SERPENT RING (+1/+2) 


Acqulred from Iron Keep (P), +1: Magerold of Lanafir (A), +2: Belfry 
Gargoyle (E) (NG+ only) 


Item Effect Increases item discovery by 50/75/100% 


A gald ring depicting the snake, both the sarvant and manifestation of the ged of dasiro, 
Zinder. Groed is wadiionally wawod as à vica, but only à coward seas every chance as 
something to fear. 


COVETOUS SILVER SERPENT RING (+1/+2) 


Acqulred from Lost Bastille (P), +1: Merchant Hag Melentia (A), +2: 
Mytha, the Baneful Queen (E) ING+ only} 


Item Eftect Fallen foes yleld 10/20/30% more souls 
A silver ring depicting the snake, both the servant and manifastation of the god of greed, 


Zandroa. Greed is tradtionally vlawed as a vice, but only a fool allows that to ruin a good 
opportunity. 


» [RING OF THE EVIL EYE (+1/+2) 
« Acqulred from The Gutter (P), Sweet Shalquoir (M), +1: Dragon Aerle (P), 
The Pit (P), +2: Throne Defender and Watcher (E) (NG+ only) 


Item Effect Absorb 30/50/80 HP from each defeated foe 


A modest, but inaxplicably disturbing ring. Absorb HP for each enemy delaated. Pear too 
elosaly at ha raro stone that forms the oya of this ring, and things that writha and stir may 
come into focus, 


RING OF RESTORATION 
Acqulred from Forest of Fallen Giants (P) 


Item Effect Restores 3 HP every 1.5 seconds 


of Lindelt this ring symbokzad prosperity and longevity for the great House Osteria, But 
tho ring is fragla and braaks easily, as iff hatos bang taken for granted. 


RING OF BINDING 
Acqulred from Cathedral of Blue (P) 


Item Eftect Limits HP reduction when Hollowing by 25%, and stops HP 
reduction at 80% of max Instead of 50% 


An unusual ring of unknown origin. Limits the wearer’s HP raduction when Hellow. Alas, 
this ring wil not make you human. Vhat is lost is not easily ratrieved. 


SILVERCAT RING 


Acqulred from Sweet Shalquoir (M) 


Item Effect Reduces damage from falling from any height except a lethal 
drop 


Silver ring depicting a leaping feline. Reduces damage from faling. Legend has k hat 
whan cats grow old, à force braws within thar, and they aro reborn as something new. 


Acqulred from Sweet Shalquoir (M) 
Item Eftect Easier to be detected by enemies 


A protective ring passed down in House Osteria. Gradually rastores HP In the sacred land 


A cursed ring depicting a demon eya. Becomas easier to be detected by enemies. If tis 
tranquifty that you seek, then you should never hava left your homa. If you seek strife, 
then fair enough, but no need to overdo it 


GOWER'S RING OF PROTECTIO 
Acqulred from Shaded Woods (P) (NG+ only) 


Item Effect Ignore increased backstab damage 


Tha ring of the assassin Gower, who has killed a haff.dozen kings, and several 
distinguished clergymen. Aaduces damage taken from behind. For an assassin, whose 
own life is always at stake, the graatast kabikty is ona's exposed back 


NAME-ENGRAVED RING 
Acqulred from Sweet Shalquoir (M) 
Item Effect Easier to connect to players who chose same god 


A special ring that can be engraved with the name of à god. Becomes easier to connect to 
worlds of playars who chosa the sama ged. Thera ara countless vestiges af long-ost gods 
in the ruins of Drangleic. Or perhaps they are tha very sane gods as ours, only known by 
differant rames. 


SLUMBERING DRAGONCREST RINC 
Acquired from Rat King (C) 
Item Effect Walking/Running produces no sound 


An old ring of the Melfian Magic Acadarmy. Depicts a soundy slumbaring dragon. Masks 
the sounds made by its wearer. The pracise crigins of the Magic Academy are hazy, for 
over its long history, its faculty has been dissolved and raestablished at least à dozen 
times. 


HAWK RING 


Acqulred from Forest of Fallen Glants (P) 


Item Effect Extends the range of arrows by 755% 


Aring graced with the ngraving of a hawk. Extends the range of arrows. Blue-ayed 
Durga, the nomadic bowman, had many à valant victory in batt, half owing to the boon 
ef this ring. 


OLD SUN RING 


Acqulred from Shaded Woods (P) 


Item Effect Has a 10-30% of causing an explosion once it reaches the 
damage threshold. The higher the durability, the higher the probability 


An odd stone ring containing a fery heat. Accumulates power as the usar is harmed. than 
explodes, damaging surrounding enemies while leaving its waearer unscathed. Our deeds 
will coma back to us in some form or another, both good and bad. 

ILLUSORY RING OF A CONQUEROR 

Acqulred from Clear game without dying 

Item Effect Left hand weapon becomes invisible 


Aring of blua stone. The stone is misshapad, however imperceptibly. Renders certain 
equipmant inwisibla. Do not judge your foes by their appearance. He who approaches 
without à sword carrios two behind his back. 


ILLUSORY RING OF THE EXALTED 

‘Acqulred from Clear gamme without resting at Bonfire 

Item Eftoct Right hand weapon becomes Invisible 

A ring of yellow stone. The stone is misshaped, however imperceptiby. Randers certain 


equipment invisible. Do not judge your foes by their appearance, He who approaches 
without à sword carios two behind his back. 


RING OF THE DEAD 
Acquired from Imprisoned Milfanito (Q), Grave Warden Agdayne (M) 
Item Effect Keep human appearance even when Hollow 


The waarer of this ring appears human even when Hollow. They say that in the Undead 
Crypt, wa can raacquaint oursalvas with the dead. Wa al suffer loss. And none of us can 
escapa daath. Than, what is the fascination with raclaiming that which has already passed 
Into the beyond? 


RING OF THORNS (+1/+2) 


Acqulred from Mild-Mannered Pate (Q), +1: Grave Warden Agdayne (M), 
+2: Invade and defeat the host player 1000 times 


Item Effect Has a 30/50/70% chance of counterattacking when damage 
Is taken 


Ring granted protection by Kremmel, gad of Struggle. The ring's spikes drive into the 


wearer’s skin, so that aach blow taken fuals spita toward the perpetrator. Whan darnage ie 
taken, tho ring retalates and inficts damage upon enemy. 


DELICATE STRIN: 
Acqulred from Titchy Gren (M) 


Item Effect Increases chances of being invaded 


A soft sting-ika ring tied around the finger. Makes it easier for invaders to find your world. 
Who would craate such a fing, and why? Perhaps tha answer is better left unknow. 


WHITE RING 


Acqulred from Sparkling Sisters Dyna & Tillo (M) 
Item Effect Take the appearance of à white phantom 


A pracious ring which grants the protection of Quelta, god of draamns. Makes ts wearar 
appear as a phantom, misleading invaders. He who sets the trap must be wary. For traps 
are known to spring upon their owners. 


RING OF WHISPERS 


Acquired from Sweet Shalquoir (M) 


Item Effect Causes a sound when you're near enemies, and can be used 
to talk to Manscorplon Tark 


Ring worn by Rhoy the Explorer. Haar tha innar voices of surrounding foas. Useful for 
loeating hiddan enemies, and perhaps for à few other things, as wel. 


KING'S RING 

‘Acqulred from Undead Crypt (P) 

Item Effect Opens the King's Gates and increases fire element damage 
by 5% 


A powerful soul is ike à cursa. And Vendrik, King of Drangleic used a powerful soul to 
keep the curso at bay. King Vendrick sought greater souls, and made tha giants’ strength 
his own, but even stil, the curse ovarcamne him Wear this ring to open the King's Gate. 


BLUE SEAL 
4 Acqulred from Way of Blue (C) 
Item Effect Covenant ring for apostles of Blue. Increases max HP by 3% 


Ring of the Way of Blue covenant. Increases HP slight Tha Way of Bluo is nota. 
developed religion. Itis humble prayer that spraad naturaly amongst those sacking 
help. When aposties of Blua are invaded by dark spirits, they can receive assistance from 
masters of other worlds 


GUARDIAN'S SEAL 
Acqulred from Blue Sentinels (C) 
Item Effect Automaticaliy summons you to other worlds 


Ring of the Blua Sentinel covanant. Join this covarant and wear this ring to be 
automatically summonad to the worlds of blue aposties who have been invaded by dark 
spits. The ring is engraved with the crast of the Way of Blue, symbolizing the dignified 
aath to protact each world's master from dark spirits 


CREST OF BLOOD 
JA Acqulred trom Brotherhood of Blood (C) 


Item Effect Covenant ring given to those who seek blood. Adds 50 to 
bleed attack 


Ring of the Brotherhood of Blood covenant. No notable effect. This fing is nothing special 
Perhaps, in tha end, an aath is but a window into the ambitions of the oath taker. If you 
have taken this oath, then you know what you want. To be soaked in tha blood of your 
kind. 


CREST OF THE RAT 


Acqulred from Rat King (C) 
Item Effect Ring for the Rat King covenant. Adds 50 to polson attack 


Ring of the Rat King covenant. Join this covenant and wear this ring to lure trespassers of 
the Rat King's territory into your world. If you receive this ring, rejoice in the opportunity to 
demonstrate your allegiance to an erninentiy noble being. 


BELL KEEPER 'S SEAL 
Acqulred from Bell Keepers (C) 


za” 


Item Effect Ring for the Bell Keeper covenant 


Ring af the Bell Kaaper covanant. Join this covenant and wear this ing to be automatically 
summoned to the world of an invader of the bell keepers’ domain. The twin bells 
symbolize the bond between two lovers who could never be united. The bell keepers ara 
their atemal guardäans. For that is thair ove; that is hei cursa. 


5 SUN SEAL 

DEE Acauired from Helrs to the Sun (C) 

Item Effect Covenant ring for Helrs of the Sun. Increases the strength of 
Miracles by 5% 

Ring of tha Heirs to the Sun covenant. Slighty increases miracla attack power. Worship 
of the sun, now a lost belief, was once widespread amongst graat warriors. Members of 


this covanant can leave their galden signs to be mora easily summoned to join brethren 
in joly cooperation. 


VANQUISHER'S SEAL 
Acqulred from Company of Champions (C) 


Item Effoct Covenant ring for Champions. Increase pare handed attack 
power 

Ring of the Company of Champions covenant. Graatly increases attack power of bare 
hands. The souls of fallen heroes found along the way salute those who scoff at danger 


and bravely seek the harder path. Joining this covenant strengthens the enemies within 
your wortd. 


ANCIENT DRAGON SEAI 


Acqulred from Dragon Remnants (C) 


Item Effect Covenant ring for would-be dragons. Estus Flask use restores 
50 HP more 

Ring of the Dragon Remnants covanant. Sightiy increases Estus Flask HP racovery. 
Possassing a dragon scale is proaf of its awner’s prowess. Strength should always 

be displayed boldiy, and meted out justi. Members of the covenant who baar dragon 
scales can fight with one ancther. The survivor af the duel claims the dragon scale of the 
opponent 


ABYSS SEAL 
Acqulred from Pilgrims of Dark (C) 


Item Effect Covenant ring for Pilgrims of Dark. Also increases the power of 
Hexes by 20% at the cost of 30 HP per cast 


Ring of the Pilgrims of Dark covenant. Incraases the attack strength of hexas, but casting 


tham reduces HP What is dark? Parhaps wa already know. Wa fear dark, yat find solace in 
it Those who join this covenant can sea the hidden Dark Chasm, 
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CHAPTER IV 


Extras 

So you've cleared the game for the first time. Now what? Fear not, young 
Undead — possibilities abound! This chapter will provide a wealth of 
information on the activities available after finishing the main story, events 
and interactions you may have missed over the course of the game and a 

list of Dark Souls II's Trophies/Achievements and how to earn every last one. 
The information presented herein will help you achieve the highest degree of 
completion and get the most out of each journey through Drangleic. 


THE NPCS OF DARK SOULS II 


There are many Non-Player Characters (NPCs) in the world of Dark 
Souls Il. Some are straightforward and will interact with you im- 
mediately while others require that you possess particular items or 
fulfill certain conditions before they will deal with you; still others 
are hostile and will attack you on sight. While many NPCs are easily 
overlooked, the information presented in this chapter will guide you 


WHAT ARE NPCS? 


through every available opportunity to interact with them — we will 
tell you the location of each NPC, what conditions must be met be- 
fore they will open up to you, any requirements for advancing their 
paths through the game and how to achieve all possible interactions 
with each. Read on to get the absolute most from your journey and 
the allies (and enemies) you'll meet along the way. 


The term “NPC” stands for “Non-Player Character” and refers to 
any character not under the player's direct control, be they friend 
or foe. Your interactions with these NPCs will range from simple 
conversations to purchasing items and equipment, fulfilling specific 
requests, working together to overcome powerful enemies and in 
some cases even fighting each other to the death. 


INTERACTING WITH NPCS 


There are various possible ways to interact with NPCs in Dark Souls 
Il, and we'll go through them here in detail. Talking, listening and at- 
tacking can all have very different consequences when dealing with 
NPCs so it's important to consider your actions carefully around 
them if you want to see each of their stories and quests through to 
their ends. 


Talk 

The first and most important rule of interacting with NPCs is to talk 
to them. The “Talk” prompt will appear when you approach an NPC 
with whom it is possible to start a conversation. Pressing the Talk 
button will either initiate a conversation or open a menu with several 
options from which to choose. If “Talk” is displayed as a choice 
within this menu, selecting it repeatedly will allow you to continue 
your conversation with the NPC and ultimately advance his or her 
storyline. The goal is to completely exhaust all of the NPC's unique 
dialogue, as this can often trigger them to move to a different loca- 
tion, give you gifts or offer their assistance in battle. 
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Listen 

Talking is good, but you must also listen! Many NPCs speak crypti- 
cally and will provide only vague information rather than definitive 
statements, but by paying careful attention you can often glean 
valuable hints from their ramblings. When not offering leads on 
where to go next, they'll typically tell you about the story, the world, 
or even gossip about other NPCs. Many important fragments of 

the lore of Dark Souls Il can only be collected from these fleeting 
conversations — make good use of this chapter to hear them all! 


Revisit 

Visiting an NPC once is often not enough. As you progress through the 
game, the NPCs' actions or dialogues will change — Merchants may of- 
fer new items or services, for example, and certain magic instructors 
will expand the lists of spells they can teach. It's always a good idea 

to revisit an NPC if you happen to come back to his or her area, as you 
never know what might have changed since your last visit. 


Attack 

Nearly all NPCs in the game can be attacked and killed if so desired 
— we promise we won't judge. NPCs will usually forgive your first 
few attacks but can be expected to defend themselves if you persist 
in making your malign intentions clear to them. In Dark Souls |l 
every choice carries a consequence; the consequences of alienating 
an NPC are not easily undone and you will be unable to engage in 
normal interactions with them as long as they remain hostile to you. 
Angering an NPC to this point is permanent and resting at a bonfire 
or restarting the game will not quell their ire. If your sins lie heavy 
upon you, seek out the Pardoner, Cromwell — he will offer absolution 
of your guilt and restore your standing with any hostile NPCs... for a 
price befitting your transgressions. 

On the other hand, there are a few NPCs whom you may wish to 
eliminate at the earliest opportunity in order to obtain special equip- 
ment or prevent them from becoming bigger problems later on. In 
the following entries for each NPC we will list their Drop Items — the 
items they drop if you kill them. Look through these before attempt- 
ing to assassinate a particular NPC and decide whether or not it's 
worth the consequences. Bear in mind that while it is possible to 
interact with many NPCs after their deaths by praying at their Tomb- 
stones, it may no longer be possible to continue their storylines or 
access their expanded interaction options. 

If you find yourself unintentionally attacking NPCs when you put 
your controller down, we would like to offer a helpful tip: open the 
menu first! No combat inputs will be recognized with the menu 
open, allowing you to set your controller aside without fear of ac- 
cidentally turning your favorite Merchant hostile. 


Buying, Selling and Trading 
A number of Merchant-type NPCs can be encountered through- 
out Drangleic and they specialize in various commodities such as 
weapons, armor and consumable items as well as more specialized 
options depending upon the Merchant. Certain Merchants may trade 
Boss souls for unique weapons or spells while others will offer to 
buy items and equipment from you; knowing which vendor provides 
the goods or services you need is crucial to adequate preparation for 
the challenges ahead. The universal currency in Drangleic is Souls 

— you'll use them for purchasing items and equipment, leveling up 
your character and in certain unique situations , for opening a path or 
other service. As Souls hold universal importance and can be quite 
difficult to obtain early in your journey, you must think carefully about 
when and how you spend them. 


NPC Paths 
The majority of the game's NPCs are either found in fixed locations or 
will move once to take up permanent residence elsewhere, usually 

in Majula, after their initial dialogues have been exhausted. However, 
several transient NPCs will continually travel from area to area without 
ever settling down in one place. The story paths of most NPCs and 
their corresponding movements across Drangleic progress accord- 
ing to specific chronological or event-related triggers, meaning that 

if you advance the story too far you could miss a chance at a critical 
interaction. In some cases skipping a step in an NPC's storyline will 
not interfere with their progression but in others it will; if a mandatory 
interaction is missed in this way it may become impossible to com- 
plete that NPC's quest line in your current game cycle. 

When reading the following chart, pay particular attention to each 
NPC's entry in the “Item or Event” column. This table lists crucial 
interactions which must occur before other points in the game are 
triggered. If you miss a critical event, you could lose your chance to 
interact with that NPC later. 

Listed in each NPC's biography are Event Items — rewards you'll re- 
ceive when certain events occur in that NPC's path. Some of these 


items are unique to the NPC by whom they are given, meaning that 
the only way to obtain them is to complete the associated event. 
Please refer to the “Event Item” and “Conditions for Receipt” 
entries to ensure that you obtain every available reward! 


Tombstones of Deceased NPCs 

Dark Souls Il introduces a new system whereby it is possible to 
interact with NPCs even after they have been killed: Tombstones. 
When most NPCs die — regardless of whether or not their demise 
was your doing- they will eventually be replaced by a large Tomb- 
stone. Depending upon the NPC, this Tombstone may appear either 
in the spot where they were killed or at a fixed, predetermined 
location. By praying at these Tombstones you can make an offering 
of Souls to conjure the spirit of the deceased NPC; while in some 
cases you may proceed to access that person's Merchant inven- 
tory as before, the dead are dead and reawakening their spirits will 
typically not allow you to continue any associated quest lines. In 
general, the more important the NPC the higher the cost to conjure 
his or her Soul- after all, cutting someone down in cold blood carries 
a heavy price. 
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NPC Overview 

In this section we've provided a quick-reference table of all the NPCs 
in the game and their associated events. The NPCs are listed by area 
and in chronological order; the sequence of area progression shown 
in the chart is the suggested (and in some cases required) order in 
which you must visit these regions due to specific items or conditions 


By referencing this table as you advance through the game, you 
can see which areas you could explore next, as well as what NPCs 
will be there and how you should proceed when you meet them. 
The abbreviated text offers general hints or instruction; for a more 
detailed look at each NPC please refer to their individual biographies 


necessary for entry. located later in this chapter. 
Suggested Path 
Aroa NPC | item or Event Area [npc | item or Event 
Strowen ‚ Character Creation Miid-Mannered Pate Duel Event - Event Reward 
Griant Character Creation Cove _ Creighton the Wanderer ___ Duel Event - Event Reward 
Things Betwixt E Brightstone É 
Morrel Character Creation Tseldora Cromwell the Pardoner ‘Absolve Sins - Shop 
Milibeth Character Creation - Event Reward Weaponsmith Omnitex Shop - Boss Soul Blacksmith Shop 
Talk Event - Event Reward - Duke Teeldora Battle Event 
j omaed Hent _Level Up - Strengthen Estus Flask en, - 
Sweet shalquolr Talk Event - Shop kk ae 
Majula Maughlin the Armorer Shop Ladd ENEN Ei > en es ad 
at alk Event (Requires Ring 
Taik Event - Öesture - Covenant - Manscorplon Tark 
Crestfallen Saulden Covonantiiem _ Whispers) -Event Reward 


Talk Event - Event Reward - 


The Victor's Stone El Ee Item Head of Vengarl E Shop Invent 
ForastotFallen _ MiC-MonneredPele___.Summon for Boss Fight nm eter __— 5 
Merchant Hag Melentia___ Talk Event - Shop Emerald Herald Tak Event 
Holde's Tower of __ Masterless Glencour Summon for Boss Fight Chancellor Wellager Tak Event- Shop 
Fame : Darkdiver Grandahi Talk Event 
Lick of Lindelt Talk Event -Shop oen J 
'Cathadral of Blue _ Blus Sentinel Targray Covenant - Covenant Item - Shop e Queen Nashandra _Tak Event 
Lucatiel of Mirrah Talk Event - Summon for Boss Fight Benhart of Jugo Tak Event 
No-Man'sWhart 
Lonesome Gavan Shop Nameless Usurper Invades 
Talk Event - Event Reward - King's Passage __Benhart of Jugo Summon for Boss Fight 
Lucatiel of Mirrah 
Eeen 8 ee non al Boer, Ee Mitanito #1 Tak Event - Event Reward 
je ‚ummon for Boss 
Tie Loet Beedle : Shrine of Amana __ Mifanito #2 Talk Event - Event Reward 
Strald of Olaphis, Talk Event - Shop 
n non Injured Mifanito Tak Event 
eady Hand mith Shop, 
en Talk Event (After Obtalning 
Bell Keeper Covenant - Covenant tem Ren Key to the Embedded) 
Bell Keeper Invades omneete Jake Briers kens Tak Event (After Freeing Hier) - 
shin kid Milfanito #1 Tak Eran nt Reward 
be Creighton the Wanderer __ Talk Event Shrine ot Amana 5 Le zn 
Copse : 8 Mitanito #2 Tak Event - Event Reward 
Merclless Roenna Invades 
Undod Tak Event - Shop -Summon for Boss 
En Titchy Gren Covenant - Covenant tem Grave Warden Agdayne _ Fight -Event Reward (After Obtaining 
Stone Trader Chloa s Undead Crypt qe Find. 
Beer choanne,_…… np Nameless Usurper _Invades 
en Ee hop Emerald Herald Talk Event 
oee Ed Lucatiel of Mirrah Talk Event - Event Reward (conditlonal) 
Ene Mild-Mannered Pate ‚Talk Event ie p= 
mr Jester Thomas _Summon for Boss Fight iik Event Aen Pier ie Haman): 
Lucatiel of Mirah Talk Event - Event Reward Aldia's Koop Murder Request Events (When Player 
Is Hollow) - Shop (After Belng Freed, 
Le) ed ze 5 Royal Sorcerer Navlaan____\vnen Player is Human OR After All 
Grave of saints Mote Eeptorer Invades Murder Requests Fuifled, When 
rave ú n - 
The Rat King Covenant Covenant ter amer Helen banden of Poos) 
Emerald Herald Tak Event - Event Reward 
The Guttor Melinda the Butcher Invades Dragon Aorlo 
Royal Sorcerer Navlaan Invades (If Freed) 
Lucatiel of Mirah Talk Event - Summon for Boss Fioht ar mont 
- jengarl mmon for Boss 
Black Gulch Lone Hunter Schmidt ‘Summon for Boss Fight : 
st Melinda the Butcher Summon for Boss Fight 
Darkdiver Grandahl Talk Event Dragon Shine _‘o, men : 
Magerold of Lanafir Talk Event - Shop gore, : 
Iron Keep E Ancient Talk Event - Event Reward - 
Lucatiel of Mirrah 'Surnmon for Boss Fight #1 Dragon Optional Boss 
Belfry Sol Bell Keeper Covenant - Covenant Item Memory of Captain Drummond Talk Event 
Benhart of Jugo Talk Event arne Er one 
Rosabeth of Melia Talk Event - Event Reward - Shop 
1 E: Captain Drummond Summon for Boss Fight 
Creighton of the Wanderer _ Talk Event Memory of Jeigh - 
Head of Vengarl “ Talk Event - Sh: ml E en Doe 
ShadedWoods __ of Vengat d heal ‘Memory of in Drs Talk Event - Event Reward 
ann Talk Event (Fiequires Ring of Vammar Captain Drummond (after Defeating Giant Lord) 
Tenlesreelien _ Whispers) - Summon for Boss Fight nan 
Weaponsmith Ornifex Talk Event oen 
Darkdiver Grandahl Talk Event Cinelijner Tk Ean 
Er 7 Eke PT ae EP Benhart of Jugo, _Summon for Boss Fight 
arros 5 
Doors ae en Head of Vengarl _Summon for Boss Fight 
Brig of si tor Fioht #1 Queen Nashandra Cutscene/Talk Event - Boss Fight 
Tseldora Ashen Knight Boyd ‘Summon for Boss Fight #2 of Old = = 
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EVENT & QUEST CHARACTERS 


Here we'll take a look at those NPCs with extensive or complicated opportunity and supporting them throughout their journeys can 
storylines and those who make significant contributions to the plot yield useful and sometimes rare or unique rewards. Fulfilling every 
of Dark Souls Il. While none of the NPCs in this category run shops requirement for the completion of these NPCs' quests requires due 
or maintain Merchant inventories, interacting with them at every diligence but is almost always worth the extra time and effort. 


KE STROWEN, MORREL & GRIANT 


The retired Firekeepers are the first NPCs encountered after starting a New Game. 
Entering their home automatically triggers the Character Creation event and restores 
your Humanity via a Human Effigy given by Strowen during the cutscene. If you return 
to Things Betwixt in possession of a Soul Vessel and speak to Strowen, she will use it 
to help you reallocate your character’s Soul Levels; speak with her again after you've 
obtained the King's Ring she will give you six more Human Effigies. 


Human Effigy x6 
None Yes 
None Yes 


Morrol 1090 - 
Graint 1090 5 


Movement Info Event Items 


toosten Ne Candttons tor aci 


Things Betwixt____ Permanent location. Human Eoy x6 hen ny sn en 

Strowen 

As Fire-keepers are often target for Pyromancy and Hex materials, Strowen and her sisters 

have retired to this remote region for their own protection. Wise and cynical with age, Griant 

Strowen offers advice and assistance to the Undead travelers passing through the rift to A retired Firekeeper residing in the dimen- 

Drangleic, The ringleader of the mischievous trio of retirees, Strowen is never above instigat- _sional rift with her sisters and their caretak- 

ing her sisters in enjoying a good laugh at the expense of their Undead visitors. er. Like Morrel, she is disinclined to initiate 
conversations and tends to prefer throwing 

Morrel in her two cents while her somewhat more 

A former Firekeeper living deep in the forest with her sisters Strowen and Griant. They live outgoing sister Strowen is speaking to their 

in isolation but do not turn away Undead travelers bound for Drangleic; in fact they receive a many visitors. Much like her sister Morrel, 

relatively steady stream of wayward visitors and are quite accustomed to company. Morrel Griant participates in the initial series of 

is a bit more reserved than her sister Strowen and will contribute sardonic comments to cutscenes but serves no other function and 

conversation but tends not to start them herself. has no items to give. 


Morrel participates in the Character Creation event cutscenes but gives no items and lacks 
any other gameplay-related role. 


BAMILIBETH 


A housemaid who lives with the three retired Firekeepers in Things Betwixt. Milibeth 
cares for the elderly sisters and handles the chores and housework, a role fulfilled by 
many generations of her maternal ancestors before her. 


al Info HP Souls _ | Prerequisites [item Drops | Grave 
Miilbeth 1090 - None Human Effigy ‚3 ves 
Movement Info Event Items 


It 


Conditions for Recelpt 


Defeat the two Ogres on the beach 
near the stone coffin. 


Things Betwixt Per 


Handmald’s Ladie 


Milibeth will initially provide you with some background information on herself and the 
three elderly women in her care. After venturing past the Firekeepers' home and defeat- 

ing the two Ogres on the beach, speak to Milibeth again and she will reward you with the 
Handmaid's Ladle; this is something of a joke weapon, however, and is practically useless in 
combat. 
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BATHE EMERALD HERALD 


A strikingly beautiful and eminently mysterious young woman whose gentle 
demeanor belies a deep sadness. Known throughout Drangleic as a kind and 
benevolent shepherd of the accursed, she tends the Far Fire in Majula as the last 
active Firekeeper. In this capacity she offers guidance and support to those who seek 
her council, pointing the cursed Undead who visit her down the path to that which 
they desire. Her enigmatic power enables her to reinforce the treasured Estus Flasks 
and embolden human flesh with the power of Souls. 


J HP Souls _ | Preroqulsites Itom Drops | rav 


The Emerald Herald 1320 _ None Aged Feather Yes 


Movement Info 


Maluia Starting location and can always be found here. 
Drangleic Castie____ Moves to this location automatically when you first enter the area. 
Undoad Crypt “Moves to this location after obtaining the King's Ring. 
Dragon's Aerle _ Moves to this location automatically when you first enter the area. 
Throne of Want _Moves to this location automnaticaty when you enter. 

Event Items 


rive; however her expanded menu is not 
Ite Conditions for Recelpt available outside of Majula and in these 
Estu, Talk to her after arriving in Malula cases you should simply exhaust all of her 


Aged Feather Talk to her after arriving in the Dragon's Aerle, 


dialogue and move on. Be warned that the 
Emerald Herald CAN be killed and the price 
The Emerald Herald can âlways be found in Majula, where she will allow you to increase of recalling her spirit is astronomical, so you 
the capacity of your EstuB Flask using Estus Flask Shards and spend your Souls to level are advised not to harm her if you value the 
up. She will follow you td certain other locations and will be waiting for you when you ar- ability to level up your character. 


BN LUCATIEL OF MIRRAH 


A lady knight from Mirrah, though she views feminine traits as unnecessary in the 
knighthood and neither embraces nor acts upon her own. Honorable and loyal to 

a fault, Lucatiel has ostensibly traveled to Drangleic in search of her missing elder 
brother Aslatiel whom she believes fell victim to the Undead Curse and left in search 
for a cure. She is always on the move and can be encountered in several locations; 
after you've crossed paths with her a few times she will open up to you and reveal the 
true reason for her quest to Drangleic. 


Yes (If killed before the 
conclusion of her quest) 


Lucatiel of Mirr: 3220 1700 None Lucatie's Mask 


Movement Info Event Items 


No-Man's Wharf Talk to her In a total of two 
Human Effigy x1 
The Lost Bastilie Appears when you first arrive zi locations. 
and will stay until her dialogue is Ring of Steel Talk to her In a total of three 
meten exhausted. Protection+1 x1___ locations. 
ee Mirrah Greatsword 
n Will move here after encountered in ‘Summon her and defeat the Boss 
ann Kang) al four other locations. Leatlol's Mask___ in at least three of the four areas in 
Lucatlel's Vest Which her Summon Sign appears. 
Lucatiel may not die during any of 
Lcatiel's Gloves aas Boes baftes. 


Lucatiel's Trousers 

Lucatiel's quest can be started in any of the four locations where she is encountered; the 

order in which you meet and summon her does not affect her storyline. In order to obtain her 

equipment, however, it is vitally important that you summon her in at least three of the four you will encounter Lucatiel in person after 
areas where her Summon Sign appears and defeat the Boss together before speaking to her defeating the Covetous Demon in Earthen 

at Aldia's Keep. Lucatiel may not die during the fight and must survive until after the Boss is Peak, she will not leave a Summon Sign in 
defeated or else the victory will not count towards her total. When you exhaust her dialogue this area; likewise you will find her Summon 
at the Foregarden Bonfire she will give you her equipment if you fulfilled the prerequisites Sign outside the Smelter Demon Boss Room 
and then disappear permanently; if you do not receive her gear through this interaction you in the Iron Keep but Lucatiel herself will not 
can kill her before she disappears and then purchase it from Melentia. Bear in mind that while appear there. 
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BE BENHART OF JUGO 


A wandering knight who traveled to Drangleic from his distant homeland of Jugo to 
hone the ancient blade that has been passed down through many generations of his 
family. While he comes across as gruff and a bit standoffish when you first meet him, 
he will open up to you after you remove an obstacle preventing him from continuing 
his journey. He claims, and appears to genuinely believe, that the sword he carries is 
a legendary blade imbued with the power of moonlight; perhaps consulting someone 
with special expertise in such matters will illuminate the truth behind this mysterious 
weapon. 


HP_| Souls | Prerequisit | item Drops | Graw 
Benhart of Jugo 1340 2000 Cure Rosabeth of Melfla's petrification. _ Bluemoon Greatsword 3000 Souls 


LIn 


Movement Info Event Items 
oenen iets | 
Starting location (along the path to …‚… Talk to him after curing 
ShadedWoods __ ‚po woods from Majula). Joy” Geste Rosabeth 
Dranglele Castie__ Tak to him after curing Rosabeth's _Bluemoon Greatsword 
petifcation. Benhart’s Parma ‘Summon him and defeat the 
Boss In at least three of th 
ores of Fallen rak to him in Drangleic Castle Benhart's Knight Helm teur araas in which hie um- 
Benhart's A; mon Sign appears. Benhart 
Memory of Orro__ Tak to him on the battlement in the nerd mey not de during any of these 
Forest of Fallen Glants. Benhart's Gauntiets __goss battles. 
Memory of Jelgh__ Talk to him in the Memory of Orro. ___Benhart’s Boots 
In order to start Benhart's quest you must use a Fragrant Branch may not die during any of these fights and must survive until after 
of Yore to cure Rosabeth of Melfia's petrification, thereby opening the Boss is defeated in order for the victory to count towards his 
the road to the Shaded Woods and allowing Benhart to continue on prerequisites. Furthermore, only the first Boss fight at the Throne of 
his journey. It is important that you remember to speak to Benhart Want will be applied to Benhart's total; the second battle occurring 
after curing Rosabeth or he will not acknowledge that the obstacle in that area will not. Benhart does not disappear at the conclusion 
has been removed and will remain at the entrance to the Shaded of his quest and will eventually make a permanent move to the 
Woods. In order to obtain Benhart's equipment you must sum- Memory of Orro, so you can obtain his gear at any time by speaking 
mon him in at least three of the four areas in which his Summon to him there after fulfilling his quest requirements or killing him and 


Sign appears and defeat the corresponding Boss together. Benhart purchasing it from Melentia. 


EAMILD-MANNERED PATE 


A self-styled treasure hunter with a calm demeanor, he appears outgoing and 
friendly. perhaps a bit too much so. Pate is encountered in several locations and 
will lend his assistance in battle as well as point you toward various treasures while 
offering warnings when there is danger ahead; however his overtures lend him a 
decidedly suspicious air and there may be more to him than meets the eye. Trusty 
comrades support each other even through rough patches, but is Pate truly a worthy 
confidant? 


| HP | souts |Prorequisites | tem Drops | grave 


Ring of Thors, Yes (before the conclusion of his quest 
Pate's Spear or afterward if you sided with him) 


Miid-Mannered Pate 1120 _ 1100 _ None 


Event Items 


lem | conditions tor Rocolpt 


Forest of Fallen White Sign Talk to him after escaping the trap in the 
Glants Sart oomen Soapstone Forest of Fallen Glants 
Earthen Peak a! to pe in the esi of Fallen Pate's Spear 
lants after escaping the trap. vs bend 
Brightstone Cove Talk to him In Earthen Peak after 
Tseldora escaping the trap. baaierd Talk to him after defeating the Last 
Pate's Armor Giant together. 


You will first encounter Pate down the stairs _pate’s Gloves 
from the destructible wall of the Cardinal 
Tower Bonfire room in the Forest of Fallen 
Giants. He will tell you that there is treasure Ring ofThoms 
through the nearby gate but will warn you __Tseldora Den Key Complete his quest by siding with him. 
pointblank that this is an ambush; proceed 

anyway and speak with him after escaping. Pate will reward you with the White Sign Soap- 
stone and can then be summoned outside the Last Giant Boss room to assist with the fight; 
he will give you his equipment if you speak to him after defeating the Last Giant. You will 
encounter him again on one of the upper floors of Earthen Peak outside a locked door. Again 


Pate's Trousers 
Kill hie. 
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Pate will tell you that there is treasure ahead while warning you of a 
trap; speak to him after triggering it and he will move to Brightstone 
Cove Tseldora. In order for Pate to appear in the Cove you must 
also have completed Creighton the Wanderers parallel quest up to 


arrived they can be found fighting each other in the house accessed 
by riding the first zipline from the Chapel Threshold Bonfire. If you 
kill Creighton, Pate will give you the Tseldora Den Key. Pate will NOT 
leave a Tombstone if killed during this event nor will he give you the 


the point at which he moves to this area; once both of them have key if you watch the battle from afar without interfering. 


BA CREIGHTON THE WANDERER 


A traveler from Mirrah who hides his face behind a steel mask. You will find Creighton 
imprisoned in Huntsman’s Copse; after freeing him he will offer a suspiciously generic 
explanation for his presence in Drangleic and warn you about a man whom he claims 
deceived and attempted to murder him. Creighton’s forceful and aggressive way of 
speaking quickly betrays a violent, unstable personality; he seems to know more 

than he is telling, but could his words still hold truth? Sometimes it is best to gather 
information and seek a second opinion before trusting a stranger… 


Info HP__|__ Souls [item Drops | Grave 
Creighton the 2200 1450 Creighton's 2000 Souls (will not leave a grave If you 
Wanderer Steel Mask __ side with Pate during their duel) 
Movement Info Event Items 


n | conditions tor Re 


Talk to him after freeing him 
from the Undead Lockaway. 


Huntsman’s Copse__ Starting location. “Ppumped Up” Gesture 


Release and speak to him in 
Shaded Woods Huntsmar's Copse. Croighton’s Stoel Mask 
Brightstone Cove Talk to him at the Ruined Fork Road Crelghton's Chalnmal! 
Tseldora Bonfire in the Shaded Woods. Complete his quest by 
Crelghton's Chain Gloves sliding with him. 


Crelghton's Chain Leggings 
Creighton can be found in the Undead Locka- _rseigora Den Koy 
way in Huntsman's Copses; in order to free 
him you will need the Lockaway Key. After 


opening the cell door, speak with him and exhaust his dialogue. He 
will move to the Ruined Fork Road Bonfire in the Shaded Woods; 
exhausting his dialogue there will cause him to move to Brightstone 
Cove Tseldora. Once you have also triggered Mild-Mannered Pate 
to move to the Cove, you will find the two of them fighting to the 
death in a house accessed by riding the first zipline from the Chapel 


Threshold Bonfire. Siding with Creighton by killing Pate will result 

in Creighton rewarding you with his armor and the Tseldora Den 
Key. If you already killed Pate before this point and are carrying his 
Ring of Thorns, Creighton will demand it from you; hand it over and 
he'll give you the Tseldora Den Key. Refusing to give up the ring will 
cause Creighton to attack you. 


KACARTOGRAPHER CALE 


A purveyor and connoisseur of maps, Cale traveled to Drangleic from his homeland 

of Mirrah but can't seem to remember exactly why. His reasons for making such a 
dangerous journey seem related to his love of cartography; to this end he has taken up 
residence in an abandoned house in Majula in order to study an ancient raised-relief 
map in the structure’s basement. Although his memory seems to be deteriorating due 
to the effects of the Undead Curse, Cale may still be able to recall valuable scraps of 
information on others from his homeland. 


General Into Souls _ | Prerequlsites 


Cartographer Cale 860 800 None 


| ttem Drops 
Cale's Helm Yes 


| Grave 


Movement Info Event Items 
oenton [ate [content Fit 
Forest Ca Starting looation. House Key __ Talk to him in the Forest of Fallen Giants. 
Cale's Helm ___ Talk to him in Majula after defeating 
Will move here permanent after exhausting cares Armor _ Althe skeletons in his basement and 
Majula all dialogue in Forest of Fallen Giants, defeat lighting all 8 fires on the map in the 
Ing the Last Giant and defeating all enemies _Cale's Shoes _ basement. 


In the basernent of the mansion in Majula. 


Beware that a giant boulder will roll through the cave as you approach 
the item just inside; let it safely pass and then find Cale at the top 

of the slope. Exhaust his dialogue and he will give you the key to his 
house in Majula. After defeating the Last Giant, make your way there 
and eliminate any skeleton enemies in the cavern below the map 


You will find Cartographer Cale digging through a pile of rubble in a 
cave at the Forest of Fallen Giants. The cave can be accessed via a 
series of jumps off of the giant roots into the courtyard below the 
Cardinal Tower Bonfire; from ground level you will need to climb a 
ladder and walk across the scaffolding to reach the cave entrance. 
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room in order to trigger his return. From this point onward Cale can 8 and speak to Cale to receive his equipment and unlock an Achieve- 
be found in the basement of his house poring over the map. Complet- _ment/Trophy (Curious Map). Check out P454 of the Achievement/ 
ing certain key events in the game will light fires on this map; light all Trophy guide to find out exactly how to light these fires. 


ES MANSCORPION TARK 


The product of a twisted experiment in an age long past, Tark's body is human above 
the waist and scorpion below. While his terrifying appearance unilaterally scares away 
visitors or misleads them into assuming he is a monster and attacking him, in actual 
fact Tark is a respectable and upstanding person whose apparent loneliness is more 
than understandable given his circumstances. Tark resides in the Shaded Ruins and 
originally lived together with his wife Najka, a female human-scorpion born from the 
same experiment as he. Najka’s transformation, however, had rendered her mind 

fragile and unstable; she gradually went insane and ultimately devolved into a raging 


beast. 
General Info |_HP | _ souts _|Prerequisites | item Drops | Grave 
Must be wearing the Ring of 
Manscorplon Tark__1790 1200 Whispers In order to talk to hin. _S®cond Dragon Ring _— 
Movement Info Event Items 
Permanent Fragrant Branch of Yore x1__ Talk to him after defeating Scorploness Naka. 


oontion. Second Dragon Ring 


Talk to him after defeating the Duke's Dear Freja. 
Black Scorplon Stinger 


Tark can be found in the sandy lower area of the Shaded Ruins through the rooms full of curse 
jars. In order to be able to speak to him you must be wearing the Ring of Whispers; after ex- 
hausting his dialogue you will be able to summon him for the fight against Scorpioness Najka 
even if you are no longer wearing the ring. Speak to Tark after defeating Najka and he will give 
you a Fragrant Branch of Yore; speak to him again after defeating the Duke's Dear Freja to 
receive a Second Dragon Ring and the Black Scorpion Stinger. 


KA MILFANITO (BLONDE) 


A songstress given eternal life by the Great Dead One. The Milfanito, an immortal 

race who sing to comfort those bound by death and Dark, reside in the Shrine of 
Amana and have never seen the outside world. They are partially linked to one another 
through a hive mind and possess only rudimentary awareness of their individual 
selves; this trait combined with their purity, innocence and general naiveté has 
resulted in several of their number either wandering into the territory of the Demon of 
Song or being kidnapped and carried off by outsiders with ill intentions. 


General Info |__HP__|__ souls _|Preroqulsites | rtem Drops | Grave 
Milfanito (Blond 


Movement Info Event Items 


Location __ | Notes Conditions tor Recept 
Shrine of Permanent Smooth & Sliky Stone x1 Talk to her for the first time. 


Amana location. 


Divine Blessing x1 Talk to her after defeating the Demon of Song. 


Talk to her after rescuing the Imprisoned Milfanito. 


The blond Milfanito lives in the hut visible 
from the Tower of Prayer Bonfire in the 
Shrine of Amana. Speaking to her when first 
arriving at the Shrine will yield a Smooth & 
Silky Stone; doing so a second time after 
defeating the Demon of Song will net you a Divine Blessing and checking in with her a final 
time after rescuing the Milfanito imprisoned in the tower of Castle Drangleic rewards you 
with another Divine Blessing. 
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[A MILFANITO (BRUNETTE) 


A member of the Milfanito race, immortal maidens given life and purpose by the Great 
Dead One. She spends her days at the Altar of the Living, praying for those bound by 
death and Dark. 


| tem Drops 


Player is Hollowed and has 
Milfanito (Brunette) 920 500 rescued the Injured Mitfanito. None Yes 


Movement Info Event Items 


Conditions for Re 
Smooth & Silky Stonex1 Talk to her for the first time. 

Divine Blessing x1 Talk to her after defeating the Demon of Song. 
Are Seed x1 Talk to her after rescuing the Imprisoned Milfanito, 


The brown-haired Milfanito can be reached by opening the Door of the Undead after defeat- 


== 


ing the Demon of Song. This is the black door above the Rise of the Dead Bonfire in Amana this Milfanito are the same as for the other, 
Shrine; it can only be opened while you are Hollowed and after rescuing the Injured Milfanito although this one will give you a Fire Seed 
outside the Boss room. The conditions you must meet in order to receive any rewards from in lieu of a second Divine Blessing. 


A Milfanito kidnapped and imprisoned by the one known as The Embedded. Unable to 
fulfill her duty in calming the dead, she now spends her days in tears and sorrow. 
Souls _ | Prerequisites [item Drops | Grave 
Hiriaansd After obtaining the Key to 
rlr 1090 500 the Embedded, useitto Ring of the Dead No (after rescuing her). 
free her from her cage. 
Movement Info Event Items 
acten | 
DranglelcCastie _ Starting location Dark Pyromancy 
Flame Talk to her after unlocking the cage. 
Disappears permanentiy aft 

(Wisappears) rescuing hee nnn Ring of the Dead 

The Imprisoned Milfanito can be found locked in the cage atop the tower just beyond the 
Central Drangleic Castle Bonfire. In order to rescue her you must defeat the Demon of Song 
and obtain the Key to the Embedded; use this item to unlock her cage and speak to her to 
receive the Dark Pyromancy Flame and the Ring of the Dead. == 


BAINJURED MILFANITO 


A scarred and wounded Milfanito found cowering outside the Boss room in the 
Shrine of Amana, apparently attacked by the Demon of Song. How she survived the 
encounter is uncertain; she might actually be a ghost. 


| Prerequisites [item Drops | Grave 
Injured Mitfanito 10 - None None No (after rescuing her). 


Movement Info Event Items 


Shrine of Amana _ Starting location, 
(Disappears) Disappears permanently after rescuing her. 


The Injured Milfanito sits outside the Boss room in the Shrine of Amana; to rescue her sim- 
ply speak to her. She will disappear without a word and without leaving behind a reward, but 
saving her fulfillis one of the requirements for opening the Door of the Undead. 
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BR THE EMBEDDED 


Once a human, but his worldly desires began spiraling out of control and ultimately 
corrupted him. Realizing that he lacked the strength to resist the temptations of the 
flesh, The Embedded chained himself for eternity in the tower of Drangleic Castle to 
ensure that he could never act upon his sinful urges. Though he covets the pure and 
innocent Milfanito held prisoner by his own chains, he can never touch her and is able 
only to wait in anguish for the bearer of his key to arrive and deliver him from his 


torment. 
General Into HP Souls requlsites | item Drops 
The Embedded Invincible - Key to the Embedded _ None 
Movement Info Event Items 


nn Cn 


Drangleic Castie__ starting location. 
(Disappears) Disappears permanently after saving him from his fate. 


The Embedded is a stationary and invincible NPC chained to the cage in the tower of Drangle- 
ie Castle. Speaking to him with the Key to the Embedded in your inventory will allow you to 
release him from his torment, thereby opening the cage and freeing the Imprisoned Milfanito. 


KADUKE TSELDORA 


The arachnophiliac proprietor of Brightstone Cove Tseldora and founder of the mining 
town that once flourished there. The brightstone boom brought great wealth and 
prosperity to the community, but one day the mine was overrun by giant spiders while 
Duke Tseldora merely stood by and watched. The Duke vanished without a trace after 
the town's destruction and is widely presumed to have been among the casualties; 

a more detailed investigation has not been conducted as those who visit the ruins 
frequently fail to return. 


nfo HP Souls requlsites | item Drops |a: 
Defeat the Duke's Fragrant Branch of Yore, Dark, 
DukeTseldora 400 700 Dear Freja. ‘Quartz Ring +1, Brightstone Key _ N° 
Movement Info Event Items 
Item Conditions tor Recelpt 
Lord's Private Chamber ___ Permanent location. Tseldora Den Key __ Put him out of his misery. 


Duke Tseldora is found in the Lord's Private Chamber after defeating the Duke's dear Freja. 
He cannot be engaged in conversation and must be defeated in order to obtain the Tseldora 
Den Key. 


BN CAPTAIN DRUMMOND 


Captain of the Drangleic Army battalion stationed at the fort during the invasion by the 
Giants. He is a noble, honorable and highly competent commander whose family has 
protected the kingdom from the Giant scourge for generations. Captain Drummond 
and his men stood bravely against grim odds and very few of them survived; it is said 
that with the help of an unnamed hero they were finally able to defeat the king of the 


Giants and bring an end to the war. 


oneral Info HP Souls [item Drops 
ptain Drummond ___ 2900 2500 Drangleic Helm Yes 
Movement Info Event Items 
Locat | notes tom | conditions tor Recelpt 
Memory of Vammar _ Starting location. Talk to him after summoning him In 


Dranglelc Helm the Memory of Jeigh and defeating 


After speaking to him In the the Glant Lord together. 


Memory of Vammar his Summon 
Sign will appear outside the Fog 
Gate, 


Memory of Jeigh 
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Captain Drummond is only encountered in two of the Memories of location he can be summoned outside the Fog Gate in the Memory 

Giants. He is initially encountered in the Memory of Vammar lying of Jeigh. Speak to the Captain after defeating the Giant Lord to- 

among the corpses of his men; after exhausting his dialogue in this gether and he will hand over the missing piece of his armor set, the 
Drangleic Helm. 


HIS MAJESTY THE KING 


EN VEN DRICK 1 OF DRANGLEIC 


Founder of Drangleic along with his brother Aldia, Vendrick was later crowned as the 
fledgling kingdom's first monarch. While widely respected by his subjects, Vendrick 
was plagued with misfortune throughout his rule — the epidemic spread of the Undead 
Curse throughout Drangleic forced him to resort to increasingly brutal and inhumane 
measures to contain it, meanwhile the kingdom’s armies faced imminent invasion by 
the great Giants of the Northern continent. With nowhere left to turn, Vendrick finally 
departed the castle on a last desperate errand and was never heard from again. 


General In |__HP | _Souts _ |Prorequisites [item Drops | Grave 


Vendrick tof Clear the way to his chamber In 
Drangleie 1450 90000 he cryptby defeatingvelstaat. None We 
Movement Info Event Items 

Undead Crypt Permanent location. King'sRing _ Checkthe discarded pile of his armor. 


Can be taken without fighting him. 


You will finally track Vendrick down in the Undead Crypt, but he won't be much help in his 
present state. You do not need to fight him to clear the game; it is possible to simply take 
his ring and depart. If you do intend to fight Vendrick, be aware that he will gain a massive 
defense multiplier if you are carrying fewer than five Souls of a Giant when you initiate 
hostilities with him. Though the King himself will not drop any items when defeated, putting 
him out of his misery will allow you to open a door in the Shrine of Amana behind which can 
be found Vendrick's equipment and his Soul. 


HER MAJESTY THE QUEEN 


KANASHANDRA [ OF DRANGLEIC 


A woman of mysterious origin who appeared at Drangleic Castle claiming to have 
ventured there from a foreign land. She bore a warning for King Vendrick of a looming 
threat beyond his borders and urged him to take action; after mobilizing the kingdom's 
army the King took Nashandra's hand in marriage. The circumstances surrounding 
Nashandra's arrival in Drangleic and her motives for seeking an audience with the 
King remain shrouded in uncertainty; in Vendrick's absence the truth behind these 
events is known only to the Queen herself. 


Souls __ | Prerequisites 


8770 90000 Gain access to Drangleic Castle. Soul of Nashandra No 


Dranglelc 
Movement Info Event Items 

Dranglole Castie__ Starting location. ‘Soul of Nashandra_Defeat her. 

Throne ofwant _ After obtaining the Giant's Kinship and defeating 


the Throne Watcher and Throne Defender. 


Nashandra is first encountered in Drangleic Castle. She will cryptically suggest that you visit 
Vendrick but offer no other information; her dialogue will change slightly after obtaining the 
Ashen Mist Heart and she will disappear when you acquire the Giant's Kinship. From this 
point onward she can be found at the Throne of Want once you have defeated the Throne 
Watcher and the Throne Defender; depending upon the order in which you complete the 
endgame plot events you may be forced to fight Nashandra in a consecutive battle immedi- 
ately after the two guardians. 
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COVENANT CHARACTERS 


Covenants in Dark Souls Il are large, organized factions of player 
characters led or represented by a particular NPC who serves as 
the group's administrator. The Covenant leaders handle recruitment 
and quartermaster duties for their respective constituents and are 


distinct from ordinary Merchants in that they typically make unique 
items or other special services available to those who swear al- 
legiance. They will also sometimes offer important fragments of 
game lore which some players may find more valuable than the 
Covenants' tangible rewards. 


ABOUT COVENANTS 


Nine Covenants exist in Dark Souls Il, each with its own unique 
objectives and significance to the game's story. Each Covenant 
tracks its participants’ contributions using a three-tier ranking 
system whereby rewards are granted as members attain progres- 
sively higher ranks; in addition nearly all Covenants offer some form 
of immediate benefit when you first establish membership. Some 
Covenants provide reliable sources of otherwise rare items such as 
Pharros’ Lockstones or Bonfire Ascetics while others simply offer 
opportunities to cut loose and duke it out with fellow players; certain 
completely unique rewards can only be obtained by joining particular 
Covenants and achieving the maximum level of prestige. 


You can leave your current Covenant simply by joining a new one or 
speaking to Sweet Shalquoir in Majula and selecting the “Abandon 
Covenant” option. Leaving a Covenant in Dark Souls Il will neither 
decrease your rank nor increase your Sin count, and you can rejoin 
at any time with the same level of prestige you had when you left. 


Think of a Covenant as a greater cause, a banner beneath which you 
can choose to fight for the sake of the group's goals (or purely for 
your own benefit). 


Killing a Covenant's administrator while you are a member of that 
faction will typically cause them to leave behind a Tombstone; by 
praying at that NPC's Grave and conjuring their spirit it may be pos- 
sible to restore membership and resume normal operation of the 
associated Covenant. Bear in mind, however, that the unprovoked 
slaughter of innocent NPCs will earn you one point of Sin for each 
murder you commit and when you reach a high enough total of Sin 
points you will become a target of the Blue Sentinels. Moreover, 
beware that killing a Covenant administrator before joining his Cov- 
enant may permanently disable the dialogue options through which 
he would have initially recruited you; this will effectively prevent you 
from accessing the associated Covenant for the remainder of your 
current game cycle. 


Covenant Rank & Prestige 


ministrator 


| Condition for Rank Up 


to the Sun Sunlight Aar Offer Sunlight Medals 10 20 30 
Way of Blue Crestallen Saulden eren ripe ms 1 5 1o 
° Death of Black Phantoms during co-op OR Death 
Bluo Sentinels Blue Sentinel Targray _ of the target host when invading as a Revenge 50 150 500 
Phantom OR Victory In a Training Match 
Brotherhood of Blood _ Titchy Gren DORE 50 150 500 
Rat King The Rat King Ofter Rat's Tails 10 20 “36 
Defeat the host when invading In the Belfries as 
Bell Kooper Bell Kaspers a Gray Phantom OR Defeat Black Phantoms that 10 20 100 
invade in the Belfries 
Dragon Remnants Magerold of Lanafir___ Offer Dragon Scales 1 20 30 
Company of Champions Victor's Stone Otter Awestones 10 26 50 
Successtuily clear one Lht alt three braziers in _ Defeat the Boss of the 
Pilgrims of Dark Darkdiver Grandahi__ increases automatically after certain events Srerer bin benk Onnette Chou Ook 


* Requirements listed In this table represent the total necessary for attaining the corresponding rank, not the difference between 
the previous and current ranks. For example, to attain Rank 3 In the Heirs to the Sun Covenant you must offer total of 30 Sunlight Medals. 


*« Once the area Is clear you must leave via the exit hole. Dying, warping vla Homeward Bone or falling into the wrong pit wil not register a successful completion. 


Overview of Covenant Rewards 


| Intal Reward 


Rank 1 Reward Rank 2 Reward 


| Rank 3 Reward 


Heirs to the Sun Sun Seal Sunlight Parma, Sun Sword Sunlight Spear 
Way of Blue Blue seal Bloodbite Ring Hush Blue Tearstone Ring 
Bluo Sentinels Guardians Seal Spirit Tree Shield Wrath of the Gods Bountfui Sunlight 
Brotherhood of Blood Crest of Blood Curved Twinblade Crescent Sickle Great Chaos Fireball 
Rat King Crest of the Rat Small Smooth & Silky Stone x10 Smooth & Silky Stone x10 Slumbering Dragoncrest Ring 

Bell Keeper Helmet; Bell Keeper Bellyband; 
Boll Keepers Bell Keeper's Seal Titanite Slab x1 Hidden Weapon Bel Ke Cuffs; Bell Keeper Trousers 
Dragon Remnants Dragon Eye; Ancient Dragon Seal Dragon Head Stone Dragon Torso Stone Black Dragon Greatsword 
Company of Champions _Champlon’s Tablet Great Magic Weapon First Dragon Ring Vanquisher's Seal 
Pilgrims of Dark Abyss Seal Resonant Soul Great Resonant Soul Krab erpdhtenmkthe der ber 


Xanthous Gloves; Xanthous Waistcloth 
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BE CRESTFALLEN SAULDEN 


A victim of the Undead Curse who traveled to Drangleic in the usual way, for the usual 
reasons, only to realize that the cure he sought was not so easily obtained. Saulden 
lost the will to continue his quest and settled down in Majula, where he spends his 
days wallowing in misery. He still has good advice on offer, however, and heads 

the Drangleic chapter of the Way of Blue- a Covenant which provides protection and 
guidance to Undead travelers newly arrived in the kingdom. While the bleak and 
desolate landscape of Majula only serves to deepen Saulden’s sadness, livening up 
the town by bringing in some new residents will raise his spirits considerably. 


General Info HP Souls _ | Prerequisites 
Grestfallen Saulden 1320 800 None Ring of Steel Protection _ Majula 
Event 
“Welcome” Gesture Initlally available when accessing his expanded menu. 
Ring of Stael Protection __Die 100 or more times In single-player mode. Deaths as à phantom do not count 
Soul Vossel x1 At least nine new NPCs have taken up residence in Majula. 


Saulden can be found perpetually moping at the monument in Majula. He will initially 
provide you with some information on the town and the surrounding areas as well as some 
basic lore; speaking to him later in the game when you've triggered more NPCs to move to 
Majula will get you a valuable Soul Vessel. You do not need to join the Way of Blue to access 
Saulden’s expanded menu and can learn the “Welcome” gesture from him immediately. 


BA BLUE SENTINEL TARGRAY 


Sir Targray oversees the original chapter of the Blue Sentinels based in the Cathedral 
of Blue in Heide. Although he sometimes comes across as condescending due to his 
unwavering faith in the righteousness of his actions, in reality Targray is selfless and 
stoic; determined to train himself to achieve a higher state of mind and help fellow 
Knights of Blue. Targray remained in Drangleic to continue supporting his comrades 
even after people began fleeing the ruined kingdom and he himself became Undead. 


General into | HP | Souts |Preroqulsites [item Drops | Location | Grave 
Blue Sentinel You must possess at least Cathedral of 
Taroray 1850 1500 one Token af Fidelity, Blue Knight's Halberd re 8000 Souls 
Event Items Merchandise 
lom | conditions tor Recelpt IJ item | aty.Avaltable | Cost_ | Prerequisites 
epual Bou” Jon the Blue Santnole __Moming Star = 1600 — 
Gesture to him. 5 Halberd = 2500 -— 
Targra/s elen Den Monastery Charm 3 2200 -— 
n En on Holy Water Urn » 300 _-— 
Targray's Armor__ nis expanded menu after ne 
Targray's Manitors _(eochng Rank Sin the Boltstone = 7000 _-— 
e Sentinels Covenant e 
pays Lagsege Emit Force = 4200 
Heavenly Thunder > 3300 — 


Targray waits on the balcony accessed after defeating the Old Dragonslayer in the Cathe- 
dral of Blue. He will not deal with you unless you are carrying at least one Token of Fidelity; 
furthermore you cannot access his merchant inventory unless you are a member of the Blue 
Sentinels. Among other things Targray sells a consumable thrown item, the Holy Water Urn; 
these highly potent weapons will deal significant damage to nearly all early-game enemies 
and can be used to easily eliminate the Old Knights scattered throughout Heide. Select the 
“Talk” option in Targray's expanded menu after reaching Rank 3 in the Blue Sentinels and he 
will reward you with the full set of his equipment. 
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B TITCHY GREN 


A follower of Nahr Alma, the God of Blood. He leads the Brotherhood of Blood, a 
Covenant whose members tout themselves as servants who offer blood to the gods; 
however in reality they are merely lovers of violence seeking to recruit those with 
similar personalities. Gren makes no pretenses about his Covenant's objectives and in 
fact advertises them with sadistic pride: they live to slaughter the innocent in droves 
until blood runs in rivers across the land and view their enemies, the Blue Sentinels, 
merely as another opportunity to sow carnage and death. 


Spite. After reaching Rank 3 in this 


Generalinfo | _HP | Souls | Prorequisites [item Drops _ |Location | Grave 
You must possess at least Nahr Alma Undead 
Titchy Gren 1690 1600 one Token of Spite. Hood Purgatory 6000 Souls 
Event Items Merchandise 
Scythe of Nahr Select the “Talk” option Great Scythe Ed 3000 — 
Alma In his expanded menu 
Nahr Alma Hood after reaching Rank 3 in Priests Chime id 000 _- 
the Brotherhood of Blood Bone Crown 1 3600 
Nahr Alma Robes Covenant B King Robe 1 Deteet the 
à Bone King Cutts 1 4200 _ Skeleton Lords, 
Titchy Gren can be found in the nee - 
Undead Purgatory after defeating Rane MiG Bed 
the Executioner's Chariot; in order Baaantioner Helm 1 5400 pefeatthe 
for him to offer you entrance into Exocutloner Armor 1 7600 es 
the Brotherhood of Blood you must Executloner Gauntlets 1 6000 cante Stine 
be carrying at least one Token of Emscutioner Logninge ï 6700 _ of Winter. 
Covenant, speak to Gren using the _ F"°storm 8 be 
“Talk” option in his expanded menu _ Great Combustion 1 4800 — 
and he will give you the complete Fre Whip 1 3800 — 
three-piece set of his equipment. Dellcate String 1 20000 -— 

Red Sign Soapstone 1 5000 — 
Silver Talisman Ed 1300 _— 
Hexing Um z 350 - 


EE THE RAT KING 


King of the rats who dwell in the underground domain. Easily underestimated due to 
his plain appearance and modest stature, in reality he is a just, honorable and virtuous 
ruler. The Rat King harbors a deep and bitter distrust of all who walk the surface 
world, especially humans; while this often causes him to give the impression of 
haughtiness and contempt, he does not bear such ill sentiment without good reason. 
By demonstrating your loyalty and dedication to him, however, you may be able to 
restore a measure of his faith in humankind and convince him to open up to you about 


his past. 
Generalinfo | HP | Souls | Prorequisites [tem Drops _ | Location | Grave 
_ You must possess at Grave of Saints; 
TheRatKing _ 4330 hat orn Hatem None of Pharrgs 2500 Souls 
Event Items Merchandise 
han Long Ati | cont emit 
None — Common Fruit e 1600 — 
Red Leech Troches « 1600 — 

The Rat King can be found in the Telops Snake 5 2000 - 

small chambers past the Boss rooms Woches E 

in the Grave of Saints and the Doors Dung Ple = 600 — 

of Pharros. Accessing him requires Corrosive Um El 700 -— 


that you defeat the Boss in either of 
these two areas and he will not deal with you unless you are carrying at least one Rat's Tail. 
It is important to note that the Rat King looks very similar to the other rats found elsewhere 
in these zones, particularly the Grave of Saints, so take care not to mistake him for an 
enemy and attack him. 
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MABELL KEEPERS 


Inanimate dolls given life by the Prince of Alken and Princess of Venn in a forgotten 
age, they were tasked with protecting the great bells which serve as symbols of the 
forbidden love between the two. The Bell Keepers have long outlived their creators 
and even their kingdoms as they continue to watch over Belfry Luna and Belfry Sol, 
viciously expunging intruders in the names of their lost masters. 


|_HP | Souls |[Prerequisites |ttemDrops _ |Locatton | Grave 
2100 350 None None Belfry Luna; Belfry Sol__4500 Souls 
Event Items 
Item | condittons tor Recelpt 
Rusted Coln x5 Ring the bell to summon another Bell Keeper Phantom at least three times. 


The Bell Keeper in charge of Covenant recruitment can be found at Belfry Luna in the Lost 
Bastille and Belfry Sol in the Iron Keep. The Keepers who fulfill this role in each area are 
actually the same person and turning him hostile in one location will carry over to the other. 


KE MAGEROLD OF LANAFIR 


A self-proclaimed treasure hunter and purveyor of eclectic and unusual items. 
Magerold presents himself as casual and friendly, speaking in a relaxed and informal 
manner; he claims not to care for the material value of an item and instead chooses 
them by instinct based on what “grabs” him. His disarmingly nonchalant personality 
seems a bit out of place for someone of such a dangerous profession, however, and 
he gives a faint impression of being far more knowledgeable than he lets on. 


| sous | Pr | item Drops [Location _ | Gra 


1650 Petined Egg (only for access Covetous Gold 
to his Covenant options). Serpent Ring +1 


General Info 


Iron Keep 8500 Souls 


Event Items 


Conditions for pt 


Covetous Gold Serpent _ Purchase at least 10,000 Souls worth of merchandise from him and then select "Talk" from, 
Ring +1 his expanded menu. 


Merchandise 

Spiked Bandit Holm » 1000 — Groat Heavy Soul 1 40 - 

Bandit Armor e 1600 - lied 

Bandit Gauntiets e 1200 — elk wd 

Bandit Boots e 1300 — dd | En 

Jesters Cap __e 2000 - midd A Ke 

teng pers" Hollo Carving 12000 — 

Jostor's Gloves = _ 2300 - vn Gree Ĳ RS 

“Joster'sTights 2600 - lei dei 1 200 

Dragonrider Helm 17200 eer hee e en 7 

Dragonrider Armor 1___11500 pranglele 

Dragonrider Gauntiets 1 __gooo CastieinNew „Charcoal Pine Resin NS 

Dragonrider Leggings 1 mo en aerdhierd - a 

urssbits Rino in. Rusted Goin 5 900 — 
jr er me Repalr Powder 1___2500 — 

Graat Soul Arrow 13000 - pane My mm __ 

Heavy Soul Arrow 1___2000 — 

Magerold can be found in the Iron Keep. To locate him, open the can use it with Magerold's help; bringing him the Petrified Egg from 
double doors past the Threshold Bridge Bonfire and enter the large the Dragon Shrine will enable you to join the Dragon Remnants 
room with a flame-spewing bust of a bull; immediately turn right Covenant. After defeating the two Dragon Riders in Drangleic Castle 
and proceed down the hall to the circular room overlooking the lake during a New Game+ cycle or higher, Magerold will add their equip- 
of lava. If you are carrying any Simpleton's or Skeptic's Spice, you ment to his lineup. 
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B DARKDIVER GRANDAHL 


A mysterious old man encountered in several out-of-the-way places throughout 

your journey. He will initially offer only vague musings and cryptic remarks, but after 
crossing paths with him three times he will reveal that he is the leader of a group of 
pioneers dedicated to exploring the fragmented remains of the legendary Abyss. While 
Grandahl's wheelchair and his aged, wizardly appearance lend him an air of frailty, 

his ability to open dimensional gates to the Dark Chasm and seemingly teleport from 
place to place indicate that there is far more to him than meets the eye. 


Generalinto | HP | Souls |Proroquisites _ |item Drops _ | Location | rave 
Shaded Ruins; 

Darkdiver Speak to him in Black Gulch (requires . 

Grandahl 1690 2700 syypreetocations. Dragon Chime _ Forgotten Key; best 


Drangleic Castle. 


* If killed before Joining the Pilgrims of Dark, he will leave a Grave at the location of his death and will not resume Covenant 
functions. If killed after Joining the Covenant he will leave Graves at all three locations and will resume Covenant functions. 


Event Items Merchandise 
Itom | conditions tor Rocoipt IJ tom | aty.Avaltabie |_ cost _ | Preroqulsitos 
Defeat the boss of the Cast Light 1 3000 md 
Dragon Chime 
Dark Chasm of Old. ren : ns 
Dark Hall 1 1500 — 
You will encounter Darkdiver Gran- Delors 7 pre 
dahl after opening the Forgotten Key | aaan 
door in Black Gulch, dropping through …Prefeun L 5 
the false floors in the Shaded Ruins __ Human Efflgy 3 0e 


and behind the Soul-activated door in Bonfire Ascetic 10 7500 _-— 
the far left corner of the large room 

adjoining the King's Gate Bonfire in Drangleic Castle. When you speak to him 

for the third time, regardless of the order in which you meet him, he will offer 
you the chance to join the Pilgrims of Dark and subsequently grant you access 
to his expanded menu. Speak to him after defeating the Darklurker in the Dark 
Chasm of Old and he will reward you with the Dragon Chime. 


MERCHANTS 


Merchants represent the backbone of any economy; their own sanity has resulted in the emergence of Souls as the de 
their services are vitally important to those depen- facto currency of Drangleic; this being the case, the Merchants 

dent upon them for equipment and supplies. This is of Dark Souls Il will accept no other form of compensation. Virtu- 
especially true in the lawless, crumbling kingdom of ally every transaction you complete will require Souls and you will 
Drangleic and no matter what your circumstances, you invariably face difficult decisions on when and how to spend them. 
are assured to eventually find yourself browsing their In the following subsection you will find a complete list of the game's 


wares. The universal need of the Undead to preserve various Merchants as well as their locations and inventories; use this 
information to help you decide which items and equipment you wish 
to buy and plan your budget accordingly. 


KA MAUGHLIN THE ARMOURER 


An entrepreneur from Volgen, Maughlin traveled to Drangleic in hopes of establishing 
a commercial armory. Unfortunately, business has been slow and he is struggling to 
make ends meet. By lending him your support as a customer, however, you can give 
the business a shot in the arm and help him get his franchise off the ground. Though 
his memories are already fading due to the effects of the Curse, he will remember 
your generosity and may return the favor should you find yourself bankrupt. 


oral In HP_| souis | sites |item Drops 
Maughlin theArmourer _1100 900 None Beesel erin ien 4 seldora 3500 Souls 
Movement Info Event Items 
Majula____ Permanent location. Helm of Aurous 


Purchase à total of at least 16,000 Souls worth 
Armor of Aurous of merchandise from Maughlin and then speak 
Gauntiets of Aurous to him va the Talk” option in his expanded 

menu when you have O Souls In your stock. 
Leggings of Aurous 


Item |aty.avau.| cost | Prerequisites tom |aty. Avait.| cost | Prerequisites Item |aty. Avatt.| cost | Preroquisites 
7800 


Iron Parma ‚ Smelter Demon : Throne Watcher : 10200 Defeat the 


Siiver Eagle Kite her an Helm Gauntiets Throne Watcher 
Shield Smelter Demon i wo Throne Watcher 1 ___neoo AdThrone 
Twin Dragon s Armor Deteat the Leggings Defender. 
Greatshield ad rol Smelter Demon : gsog Smeer Demon, Defeat all 
: Gauntiets Bosses listed 
Standard Helm A emeer Demon Moon Butterfly Hat 1 10000 above during the 
Hard Leather Armor @ 1260 — Leggings 1 9000 third game cycle 
Hard Leather - ‚ (New Game+2). 
Gauntiets Ge ri kookdng lee Moak: 200 Moon Butterfly ih Defeat all 
” : Looking Glass Wings 5000 Bosses listed 
= 113500 
HardLeather Boots 1100 Armer Defeat the Kian Betis above during the 
Falconer Helm = 900 -— Looking Glass à Looking Glass Cuffs me 1__10000 second game 
7 9500 knight cycle (New 
Falconer Armor «1600 Gantiets Moon Butterfly Skirt__1 10000 Game}. 
Falconer Gloves «1050 — pre Glass 1 10800 
Falconer Boots = 1200 — ed 7 n 5 
EE Ponal Mask 1___7000 Maughlin runs his business out of a repur- 
ey " » k Penal Straightjacket 1 8200 pefeatthetost Posed forge in Majula. After spending at 
ye nn Penal Handoufts 1 eso Sinner. least 1000 Souls on his merchandise he will 
Infantry Boots = 840 -— Di nat di Tone expand his inventory; he will upgrade his 
Royal Soldier Helm = 1600 Ne k stock a second time when you have spent a 
Royal Soldier Armor» 2700 K total of 16,000 Souls. Furthermore, once you 
8 à Velstadts Armor 1 13000 pefeat Velstadt, have defeated certain Bosses Maughlin will 
Royal Soldier dbs k pda 
Gauntiets «1900 VelstadtsGauntiets 1 10700 theFoyalAegis, add their unique equipment to his lineup. To 
oval Soidier babe en Velstadt's Leggings 1 12000 update his inventory simply rest at the nearby 
Leggings 2200 Bonfire after making the requisite purchases 
gging: ‘Souls worth of Throne Defender 1 11000 d th k to him. © h ' 
Elite Knight Helm 3 7"2200 merchandise Helm dl and then speak to him. Once you have trig- 
ENE ie from Maughlin. “Throne Defender gered the second expansion to Maughlin's 
5 0 à „4000 Armor 1 15000 inventory by spending at least 16,000 Souls, 
dn NN Throne Defender, “ipso Detestthe speak to him via the ” Talk” option in his 
Eilte Knight « 2900 Gauntiets 2600 Trone Watcher expanded menu with 0 Souls in your pos- 
„tegoings an ‘Throne Defender ‚yggoo “eTirone session and he will give you a free set of the 
Alva Helm @__5200 Purchase a Leggings 3800 Defender. Armor of Aurous. 
E total of at least : 
Alva Armor = 8000 1eooos Throne Watcher 1 eso 
Alva Gauntiets =___6000 worthof mer ad 
8 8 chandise from _ Throne Watcher 
Alva Leggings = 7100_Maughlin. Armor 1 12500 
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BN SWEET SHALQUOIR 


The epitome of deceptive appearances, at first glance Shalquoir looks every bit like an 
ordinary cat. Beneath her cute and fluffy exterior, however, she is actually a sentient 
being who has lived since ancient times and has watched the repeating cycles of 
history with her own eyes. Shalquoir prefers the company of the Undead to that of the 
living and only reveals her true nature to those afflicted with the curse; in front of all 
others she pretends to be normal cat. 


For all her pretenses, however, Shalquoir displays the genuine narcissism and 
selfishness of a real cat; she involves herself in the affairs of men solely for her own 
amusement and treats the suffering of others as a source of entertainment. While even 
the gentle Emerald Herald speaks sardonically of her, Shalquoir’s long life and vast 
experience have made her highly knowledgeable of the land and its inhabitants. She 
offers sound advice… provided you catch her on a good day. 


[item Drops | Grave 
t Shalquolr _ Invincible - None None - 
Movement Info Event Items 


Item | conatttons tor R 


Majula Permanent location. None ed Shalquoir lives in one of the houses on the 
edge of The Pit in Majula and can be found 
there throughout the game. She sells a 
number of rare and valuable items including 


Avallable Ps sit ni 

Fiying Feline Boots ecn 1 zal Er cerealdoi the Silvercat Ring, which will allow you 

bom : ' Kd heien to access several restricted areas at the 
Pang of the Evil Bve, ] 400 ___- very beginning of your adventure, and will 
Sitvercat Ring 1 13400 - eventually offer important tidbits of lore. 
Redeye Ring 1 6700 pe Once you've opened the door to the Shrine 
Name-engraved Ring 1 6500 pn of Winter, Shalquoir will restock her inven- 
Ring of Whispers î Bu00 5 tory with an unlimited supply of her usual 

7 consumable items. 

Prism Stone 10» 300 
ee en 20 Infinite stock after opening the Shrine of Winte 
Lloyd's Talisman 10 1600 is mid ze zak 
Homeward Bone 10e 600 


BLACKSMITH LENIGRAST 


A simple and humble blacksmith, when Lenigrast became Undead he moved to 
Majula to continue practicing his trade. He established a shop in one of the abandoned 
residences and stored all of his tools and supplies inside, but it seems a local 
prankster locked him out of the building and made off with the key. Retrieving the 

key to Lenigrast's forge will enable him to get back to work, from which point he will 
repair your weapons and armor as well as perform basic equipment upgrades. In spite 
of his eloquent and somewhat haughty exterior, Lenigrast is a family man and firmly 
believes in settling down to establish a permanent home; he speaks of his transient 
daughter Chloanne with the exasperation and worry of a doting father. 


General Info HP_|__ Souls _|Prerequlsites | tem Drops | Grave 
Blacksmith Lenigrast 1320 1350____Unlock the door to his house. _Blacksmith's Hammer 2000 Souls 
Movement Info Event Items 


Permanent location, Blacksmitiys Spend a total of at least rn Souls on Lenigrast's merchandise 
Hammer and then speak to him vla the “Talk option In his expanded 
menu. 


Merchandise In order to unlock Lenigrast's house you 
must purchase Lenigrast's Key from 

Vatanen edn 
Longsword » 1300 — Spear = 400 _— Fallen Giants. Once you've let him back 
Broadsword 3 1700 — Wood Arrow = 10 -— into his shop, he will resume operations 
Estoc 1500 -— Iron Arrow so et and offer his services straight away. After 
Rapier EN KT Ie TR SR spending a minimum of 8000 Souls on 

5 s … merchandise, Lenigrast will give you a 
Falchlon e 1200 — Heavy Bolt 50 50 — Blackamitt’s Harmer: 
Battle Axe «1500 — Titanite Shard 10 1000 _— 
Mace » 1200 — Repair Powder 1 2500 _— 
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Chloanne is the daughter of Blacksmith Lenigrast. Much to her father’s dismay she 

has taken up the profession of a wandering ore trader, combing the land’s mineral 
deposits for rare and valuable stones. Chloanne's relaxed, carefree disposition 
contrasts sharply with her father’s rigid stoicism and although both are good people 
at heart, their lack of common ground has made it difficult for them to live with each 
other. Nevertheless, convincing Chloanne to settle down in a safe place- even if only in 
the short term- will greatly ease her fathers mind. 


G; l Into HP Souls | item Drops Gr 
Stone Trader 2500 Souls (at the location 
Chioanne ee ee las In which she is killed) 
Movement Info Event Items 
Harvest Valley __ Starting location. Purchase at least 20,000 Souls 
Majula Exhaust her dialogue In Harvest Valey. _ Twinkling Titanite xt Wh of metnandise Lom 
option In her expanded menu. 
Merchandise 
Item | aty. avan. | cost | Prerequisitos Item |aty.avan. | cost | Prerequisttes 
Soul Appease 1 8800 — Titanite Slab 1 13000 
Dead Again 1 4000 — Twinkling 
Bonfire Ascot 1 7500 ne, 5 and 
tn 5 lair! 3 17600 
Avallable by de-__ Dragon Bone 
fault. Infinite stock 
TitaniteShard  10ez 1000 gfercioaring ron _FelMtstone 3 7000 
keep. Boltstone 3 7000 ie 
‘Added to inven- Flredrake s zoa, raand Crypt You will encounter Chloanne just past 
tory after clearing _Stone the Poison Pool Bonfire in Harvest Valley; 
Large Titanite the Iron Keep. Darknight exhausting her dialogue options here will 
10=x _ 2500 ol k t pi 
Shard wen ee ind Stone ie 10 trigger her to move to Majula outside her 
a de 
Cake ne Raw Stone 3 6000 father's shop. Chloanne will periodically up- 
PS Magie Stone 3 7000 date her inventory as you progress through 
tory after etn Old hundens the game and will give you a free Twinkling 
Titanite Chunk _ 10: gooo the Undead Crypt. Stone 8 10000 Titanite if you select the “Talk” option in her 
reen ad Infinite stock after “poison Stone rj rn expanded menu after purchasing at least 
defeating the final Clear Dranglelc 20,000 Souls worth of her merchandise. 
boss. Bleed Stone 3 7000 _ Castie, 


BASTEADY HAND MCDUFF 


A master blacksmith who lives only for his trade. Quiet and unsociable by nature, he 
despises distractions to the extent that he locked himself in the Bastille to concentrate 
on his study of smithing. McDuff's long career in the forge has given him an intimate 
understanding of fire and brought him to the realization that the power of flame was 
never meant for humankind. Though this wealth of experience has brought the world's 
fundamental truths nearly within his grasp, McDuff lacks the words to express his 
thoughts to others; his vast knowledge and erudite wisdom are easily misinterpreted 
as madness due to his antisocial disposition and obsession with fire. 


HP Souls _ |Prerequisites | rav 
1860 1600____ Dull Ember Titanite Slab 3600 Souls 
Movement Info Event Items 


Location | Notes Item | condttions for Recept 
None = 


The Lost Bastille Permanent location. 


MeDuff resides in a cell most easily accessed from The Tower Apart Bonfire in The Lost Bastille; 
you will need the Bastille Key to unlock the door. You can enter without the key by locating the 
keg of gunpowder at the top of the nearby stairs, positioning it next to the cracked wall at the 
bottom of the steps and setting it off, though doing so without getting caught in the blast can be 
problematic. Firebombs are the best way to detonate the barrel from a safe distance; the sur- 
rounding enemies should be eliminated beforehand to prevent them from destroying it while 
attacking you. 
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Beware that the barrel has a tendency to fall 
out of sight, rendering it inaccessible and 
potentially forcing you to reset the area via a 
Bonfire warp. If this happens when the barrel 
is close to the cracked wall, try throwing a 
few Firebombs at the spot where you last 
saw it; it will often get stuck just below the 
floor and in these cases can still be detonated 
with splash damage. Lighting the torch near 
the anvil at the far end of the room will lure 
the flame-loving McDuff away from the 
treasure chest he is sitting on, allowing you 
to swipe its contents. 


EN MERCHANT HAG MELENTIA 


Merchandise 

Item |_aty. | cost | Prerequisites | tem |_atv. | cost | Prerequisites 
Uchigatana 1se__ 5000 Wood Arrow = 10 - 

Bastard Sword “tsx 3000 tron Arrow Ee 

Groataxe 1se__ 6200 mn rs esi 

Eeen ed ne Ens Nents Stock IM Heavy Bolt = ‚ 50 = 
prees nes 0600 ron Greatarrow » 120 - 

Light Crossbow 15e 1500 Large Titanite Shard = 2500 — 
Royal Kite Shield ___1sr _ 2400 Repair Powder 


A destitute citizen of Drangleic who wanders the land with her few possessions 
packed on her back and ekes out a living as a peddler. Although cunning and capable 
of delivering a convincing sales pitch, at heart Melentia is a kindly woman who has 
suffered through decades of war and crushing poverty. 


Merchant Hag Melentla 


| item Drops 
Covetous Silver Serpent Ring +1 


2500 Souls 


Movement Info 


Forest of Fallen Glants Starting location. 


Event Items 


Spend a total of at least 10,000 


Covetous Silver Souls on Melentia's merchandise 
Mads Exhaust her dlaloge in the Serpent Ring +1 _and then select the “Talk” option In 
Forest of Fallen Giants. her expanded menu 
Merchandise 
Broken Straight Cale's Leather 
Sword 0 — Armor 1 6500 Km Canogroter 
Hand Axo = 1000 — Cale's Shoes 15200 
Cub « 800 -— Mirrah Greatsword 1___10000 
Caostus e 1000 — Lucatiel's Vest 16800 (am Lucatei of 
’ Mirrah 
Tavel Mentant co - Leste Gloves 15200 aty.Ava.| Cost | Pr 
2 Lucatiel's Trousers 1___6000 halte by 
Teveling Merchant … 4500 - Black Robes 1__6000 default stock 
" . Kil Strald of becof 
Traveling Merchant geene Black Gloves 1 4200 Ojaphis. ië Uteoem 10se 300 finite wien 
Gloves 2 Black Boots 1___4800 she moves to 
Taled Morchant «1280 - Saint's Hood 1 3600 Me. 
Added to 
: : Saint's Dr 1___6000 
Darkarift 1___15000 khedd riten % Radtant Litegem so sooo Inventory after 
lere Kil Grave Saint'sLongGloves 1 4200 clearing the Lost 
Robe NN Saint's Trousers 14800 ri hae; 
Agdayne's Cuffs 1 4800 Hexer's Hood 1 3600 Amber Herl 1600 — 
Crolghton's im Hexer's Robes 1___6000 a Felkin the abd Le 
Chainmall Tiencare Gloves 1777400 Hoer. Witching Um = 400 - 
Creighton's Chain {groo KCreighton hianard Bests ien Flrebomb = 400 - 
Gloves theWanders. Human Eloy 6 """a000= 
Crelghton’s Chain maine mn maen 
Leggings 1 eon Chaos Gloves 1 4200 191 Royal Sor- 
: cerer Nadlaan.___ Melentia is initially located at the Cardinal 
Benhart's Parma 1___5000 Chaos Boots 1___4800 ET E 
er - he arie Tower Bonfire in the Forest of Fallen Giants. 
Helm nie 1 5000 rde a 1 8200 pn After exhausting her dialogue there she 
ee nT vn : Ttehy Gren. _\vill move to Majula, where she will remain 
fer neel 8 Jugo. Ariba En for the rest of the game. As Melentia is a 
BenhartsGauntiets 1 5900 Targray's Helm 1 4800 scavenger and obtains many of her com- 
Benhart's Boots 1 6400 Targray's Armor 1 7200 Ki Blue Sentinel modities from the corpses of the deceased, 
Pate's Shield 1 6800 Targray's Manifers 1 5400 Targray. killing certain NPCs will update her inventory 
masten 50 renster ie det Te 
î Kill Miid-Man- 
Pae ARner Ä 5500 nered Pate onebirned L ld the “Talk” option in her expanded menu after 
„Pate's Gloves 13800 Heal 1 1600 _— spending at least 10,000 Souls on her wares. 
Pato's Trousers 14600 Lenigrast's Key 11000 — 
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IN LONESOME GAVLAN 


Chief of the Gyrm, a stocky dwarf-like race that dwell underground. While most Gyrm 
are cheerful and friendly, they also harbor a strong distrust of the humans who exiled 
them from the surface world; nevertheless Gavlan will happily wheel and deal with 
you over the course of his travels throughout Drangleic. 


General Into HP _ | __Souls _ | Proroqulsitos |itom Drops | Grave 
Lonesome Gavlan 1520 


Movement Info 

Location | conditions tor Recelpt 
No-Man'sWharf___ Starting location Purchase at least 15,000 Souls 
Harvest Valley Talk to him in No-Mar's Wharf. GyrmGreataxe Werth of merchandise from Gavlaan 


and then select “Talk from his, 
Doors of Pharros___ Talk to him in Harvest Valley. expanded menu. 


|_aty. Avallabie Prerequisites 


5000 (first meeting); 6000 (second Restocks and Increases In price each 
meeting); 7000 (third meeting) _ time Gavan moves. 
Polson Moss 20 1500 
Rotten Pine Resin 20e 2000 Available by default. Infinite stock 
when Gavan moves to the Doors 
Polson Throwing Knife 20 350 of Pharros. 


Polson Arrow 20e 150 


Ring of Glants 1 


Gavlan is initially found on the top floor of a house in No-Man's Wharf. After meeting him for 
the first time he will move to a cave adjoining the large poison pool next to Chloanne’'s starting 
location in Harvest Valley; speaking to him there will trigger him to move to the Doors of Phar- 
ros where he will permanently remain in the circular antechamber on the way to Brightstone 
Cove Tseldora. Gavlaan is the only merchant in the game what will buy items from you and will 
accept nearly anything besides key items or those required to advance the story. 


BN ROSABETH OF MELFIA 


A student of Carhillion of the Fold who journeyed with him to Drangleic to further her 
study of Sorcery, which she loves. Innocent and well-meaning but also scatterbrained 
and a bit of an airhead, Rosabeth proved inept at Sorcery but discovered that she 
possessed a natural aptitude in Pyromancy. She laments the divergence of her 
hobbies from her talents but cheerfully presses on in spite of the circumstances, much 
to the chagrin of her more composed and serious mentor. Rosabeth was separated 
from Carhillion soon after setting out and eventually fell prey to monsters, leaving her 
petrified on the outskirts of Majula. 


al Info |__HP | __ souts _|Proroquisites | item Drops | Grave 
Rosabeth of Melfla 1280 1300____Fragrant Branch of Yore__ Fire Seed 4000 Souls 
Movement Info Event Items 
locaton Nett | 
Shaded Woods Starting location. Pan min Exhaust Rosabeth's dialogue after 
maaide Cure Rosabethis petrification and ling er patrastlan. You will find Rosabeth petrified at the en- 
gve her something wou. trance of the Shaded Woods. As she is ob- 
structing the switch to the gate and thereby 
Merchandise blocking access to the areas beyond, you 
Item | aty.Avan. | cost | Preroquisitos If item | aty.Avait. | Cost | Prorequisites ae need De her rd seo, Pli 
of Yore in order to pass. Out of modesty 
Froball 1 1200 — Thunder Quartz Rin, = p À 
nen bien n n 0e Rosabeth will not move to Majula until her 
Fre Orb 1 400 — Dark Quartz Ring 1 2000 — tattered clothes have been replaced; you 
Combustion e 1 1500 — Small Blue Burr ed 1200 — may trade her any desired combination 
Polson Mist 1 3400 — ‘Small Yellow Burr » 1200 — of armor via her expanded menu in order 
Fash Sweat 1 2300 <= Smal Orange Burr pn 1200 2 to achieve this, but bear in mind that you 
hon Fess î 3500 Fie mand 5 000 can never retrieve what you give her and 
ï a single inexpensive piece of equipment 
Fame Quartz Ring 1 2000 — 


will meet the conditions for her to relocate. 
Rosabeth sells basic Pyromancies and can 
upgrade your Pyromancy Flame. 
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EN CARHILLION OF THE FOLD 


An accomplished sorcerer and formerly a professor at the Magic Academy of Melfia. 
Carhillion grew increasingly disgusted with the Academy's internal politics and shortsighted 
administration until he finally decided to leave Melfia and pursue his research alone. 
Although he is a bit of a megalomaniac and has trouble communicating with others, 
Carhillion is a good person at heart and his only desire is to expand his knowledge. 


Info 


G; HP Souls _ | Prerequisit em Drops |e: 
Carhlillon of the Fold 1510 1300 Your INT must be 8 or higher. _ Northern Ritual Band +1 3500 Souls 


Movement Info Event It 


CENT CT 


No-Man'sWharf __ Starting location. 


onditions tor Ru 


pt 
Select the “Talk* option from his 


Northern Ritual 
Mali Exhaust his dialogue In No-Man's Band +1 kaan menu wen your INT ls 30 
Wharf and defeat the Flexie Sentry. 
Merchandise 
| aA. | cost | Proroa 
e 1000 — 

Spell Quartz Ring 1 2000 — 

Clear Bluestone Ring 1 2000 — d 
Carhillion can be found on the 

Amber Herb 1o 1e — docks at No-Man's Wharf. He 

Twilight Herb 5 2400 — will not speak to characters with less than 

Simpleton's Spice 1 13000 — 8 Intelligence; bonuses from equipment 
are not counted toward the total and this 

Soul Arrow 1__1500 Avallable by default; stock becomes Infinite after passing through Shrine of Winter. 


requirement applies directly to your base 
3000 Available by default; stock becomes Infinite after passing through Shrine of Winter. stats. Carhillion will move to Majula once 
2000 Avallable by default; stock becomes infinite after passing through Shrine of Winter. his dialogue has been exhausted and you 
have defeated the Flexile Sentry. Like 
Rosabeth, Carhillion can upgrade your 
Pyromancy Flame and sells basic spells; 
2500 _Avallable by default; stock becomes Infinite after passing through Shrine of Winter. speaking to him via his expanded menu 
2000 Avallable by default; stock becomes Infinite after passing through Shrine of Winter. when your Intelligence is 30 or higher will 
3000 Available by default; stock becomes Infinite after passing through Shrine of Winter. __ Impress him so much that he'll hand over 
a Northern Ritual Band +1. 


Graat Soul Arrow 1 
Heavy Soul Arrow 1 
Great Heavy Soul Arrow 1 _ 4500 Avallable by default; stock becomes Infinite after passing through Shrine of Winter 
Shockwave 1__1800_Avalable by default; stock becomes infinite after passing through Shrine of Winter. 
Soul Spoar Barrage 1 
Magic Weapon 1 

1 


A greedy yet strangely likable merchant from Volgen who worships 
money above all else, Gilligan specializes in the somewhat niche ladder 
industry and serves a fairly narrow base of clientèle. Nevertheless, he 
gets around enough to have made a number of enemies and claims 

to have come to Drangleic to avoid them; however in reality his goal 

is simply to maximize his profits by taking advantage of the ruined 
kingdom’s (apparently) dire need of ladders. 


Info |_HP_| Souls | Pre [item props | Grav 


Laddersmith ‚5,0 4300 Complete his event in Earthen Paak _ Melu Scimitar, 13,000 
Gliiigan or defeat Mytha, the Baneful Queen. Ladder Miniature Souls Reinforced Club 


ulsi 


Whip 
Movement Info Event Items ren e "1500 
tenten ot RE 
Earthen Peak__ Starting location. Hani daaar oane rl nn) 
Moves here permantly after buying — pense ladder 
Majula his ladder In Earthen Peak or de- Black Leather a A2dr= 
feating Mytha, the Baneful Queen, Armor 
F r 8 Black Leather 
Gilligan is first encountered in Earthen Peak. To find him, climb the castle Gloves „M= 
to the landing at which the large windmill blades attach to the axle and 
8 & Black Leathor 
destroy the wooden railings to access the lip of the balcony. Step out onto Boots » Moo — 


the ledge and follow it to the left; Gilligan stands on a hidden outcropping. 
Buy the ladder he offers in order to access the items on the ledge below, 
and then exhaust his dialogue. Gilligan will return to Majula after either pur- Aromatic Ooze » 2000 — 
chasing his ladder in Earthen Peak or defeating Mytha, the Baneful Queen; Bleeding Serum » _ 2000 — 
beating Mytha without speaking to him will still trigger him to change loca- Ladder 
tions. If you select “Talk” in Gilligan's expanded menu after buying his most Miniature 
expensive ladder in Majula, he will give you a Melu Scimitar. 


LaceratingKnite => 350 — 
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MESTRAID OF OLAPHIS 


A legendary sorcerer born in the lost land of Olaphis, a civilization which once 
occupied what is now the kingdom of Drangleic. Straid was brilliantly talented at 
both Sorcery and Pyromancy, devising a wide array of potent new spells and earning 
renown as one of the greatest sages of his time. Such was Straid’s reputation that he 
was invited to the capital and granted an audience with the king; but the people of 
Olaphis eventually grew fearful of his incredible power and, acting on their irrational 
fears, betrayed and imprisoned him in the Bastille along with the hordes of cursed 
Undead. Not being one to sit idly by and accept his fate, Straid nearly succeeded in 
escaping but was ambushed and turned to stone. 


HP Souls | Grave 
3860 1800 _Straldof Olaphis 3860 1800 FragrantBranchofYore BlackHood  14,000Souls Branch of Yore Black Hood 14,000 Souls 
Movement Info Event Items 
EN EG | conditions tar Racolt 
The Lost Bastille Permanent location Black Hood 
Black Robes 
Black Gloves Trade him four or more Boss Souls. 
„BakBoos || Boots 
Merchandise 
Homing Soul Arrow 1 6500 — Flame Swathe 1 9500 — You will find Straid petrified in a cell at the 
Strong Magic Shleld 1 6300 -— Dark Orb 1 600 - top of the Lost Bastille opposite Sinner's 
Gast Light OE ob (ren El Roe Rise. Using a Fragrant Branch of Yore to 
hanne in ij en EER ; een eure on will grant you access to his inven- 
tory of spells and items; you can also trade 
Groat Lightning 1 13000 Clear the Affinity 1 11500 — him your Boss Souls for rare and unique 
Spear Undead Ring of Knowledge 1 28000 — weapons. Beware of the swarm of Undead 
Sunlight Blade 1 12400 Crypt Lingering Dragon- Citizens outside his cell- their explosion 
Unvoll 1 2200 — crost Ring 3 2500 — attack inflicts petrification buildup and they 
Lingering Flame 1 6700 — Rouge Wator 3 may damage Straid if you attempt to speak 
to him without eliminating them. 
Boss Soul Trades 
Weoape Cost ‘Soul Requl | Prorequisites 
Pursuer's Ultra Greatsword 1500 
bg ee ep Soul of the Pursuer Defeat the Pursuer In Forest of Fallen Glants or Iron Keep. 
Glant Stone Axe 1500 Soul of the Last Giant Defeat the Last Giant In Forest of Fallen Giants. 
Dragonrider’s Halberd 1500 
Dragonrider Twinblade 1500 
Dragonrider Soul Defeat the Dragonrider in Helde's Tower of Flame or Drangleic Castle. 
Dragonrider Bow 1500 
Dragonrider Greatshield 1600 
Warped Sword 1500 
Arced Sword 1500 Flexile Sentry Soul Defeat the Flexile Sentry in No-Man's Wharf. 
Barbed Club 1500 
Charlot Lance 1600 Executioner's Chariot Soul Defeat the Executioner's Charlot in Undead Purgatory. 
Shield Crossbow 1500 Executioner's Charlot Soul Defeat the Executioner's Charlot In Undead Purgatory 
Roaring Halberd 1600 Skeleton Lord's Soul Defeat the Skeleton Lords in Huntsman’'s Copse. 
Bone Scythe 1500 Covetous Demon Soul Defeat the Covetous Demon In Earthen Peak. 
Mytha's Bent Blade 1500 Mytha, the Baneful Queen Soul__Defeat Mytha, the Baneful Queen In Earthen Peak. 
Smelter Sword 1500 Smelter Demon Soul Defeat the Smelter Demon In Iron Keep, 
Spotted Whip 1600 Demon of Song Soul Defeat the Demon of Song In Shrine of Amana. 
Gargoyle Bident 1500 Belfry Gargoyle Soul “Defeat the Belfry Gargoyles In Belfry Luna. 
Heavy Homing Soul Arrow 1500 Ruin Sentinel Soul Defeat the Ruin Sentinels In Lost Bastille. 
Soul Shower 1500 Scomioness Najka Soul Defeat Scoploness Najka In Shaded Woods. 
Toxle Mist 1500 Royal Rat Vanguard Soul Defeat the Royal Rat Vanquard In Grave of Saints. 
Acld Surge 1500 Royal Rat Authority Soul Defeat the Royal Rat Authority in Doors of Pharros. 
Ì Sacred Oath 3000 Soul of Velstadt Defeat Velstadt, the Royal Aegis in Undead Crypt. 
Repel 5000 Glant Lord Soul Defeat the Giant Lord in Memory of Jeigh. 
Ufedrain Patch 5000 Darklurker Soul “ Defeat the Darklurker in Dark Chasm of Old 
Fame Weapon 5000 Old Witch Soul i Defeat the Lost Sinner In New Game+ in Sinner's Rise. 
Blinding Bolt 10000 Old King Soul Defeat the Old Iron King in New Game+ In Iron Keep. 
Numbness 5000 Old Dead One Soul Defeat The Rotten in New Game+ In Black Gulch. 
Crystal Soul Spear Ì 10000 Old Paledrake Soul Defeat the Duke's Dear Freja In New Game+ In Brightstone Cove Tseldora. 
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MALICIA OF LINDELDT 


A shady, suspicious woman who claims to be a cleric from Lindeldt. She goes to great 
lengths to convince others that her goal is to selflessly spread the art of Miracles, but 
her tendency to inadvertently speak her true thoughts quickly betrays her obvious 
hunger for profit. Licia is friendly enough as a simple con artist, but so consumed is 
she by her desire for Souls that the full extent of her efforts to procure them reaches 
far beyond simple racketeering… 


G HP_| Souls |Prerequisites [item Drops | Gra 
Ucla ofLindeldt 2440 1000 Your FTH must be 8 or higher. Idols Chime, Rotunda Lockstone 7000 Souls 


ral Info 


Movement Info Event Items 
Kolda Toner ef starting location. Idol's Chime 
Saint's Hood 


Exhaust her dialogue in Heide's Select the “Talk” option from 


Majula Saint's Dress her expanded menu when your 


Tower of Flame. 
Saint's Long Gloves FTH is 30 or higher 
Saint's Trousers 
Merchandise 
Item | aty.Aval. | Cost | Prerequisites Item | aty-Avait. | Cost | Prerequisites 
Gleric’s Sacrad m uòb: Available by 
Chime default; stock 
E g Caressing Oe becomes Infinite 
Ring ofPrayer 1 28000 Prayse 1 2000 afer passing 
Available by through Shrine of 
default; stock Winter 
Hoal lee 1600 Geersing Avaliable by 
through Shrine of is 
Winter Fo 1= 1800 
peren ad as after passing Licia is located directly above the Dragon- 
Aerait: Uk Vegt Shine of___ rider Boss room in Heide’s Tower of Flame, 
Med Heal í becomes Infinite but in order to access her inventory of 
ee =e 3000 sper passing rid ek goods and spells you must have at least 
trough Shrine of sontning becomes infinite 8 Faith; bonuses from equipment are not 
Winter 1e 6000 Í Í 
Spear after passing counted toward the total and this require- 
rard through Shrine of ment applies directly to your base stats. 
rest Heal ee booorte kaaks Vamtar After exhausting her dialogue, she will 
Ie 4 Available by the und: d rotunda behind 
Excerpt after passing move to the underground rotunda behin 
through Shrine of Fords Shalquoir's house in Majula. For a fee Licia 
Winter Homeward 1e 2400 eter passing will switch the rotunda's path between the 
Avallable by through Shrine of Tower of Flame and Huntsman's Copse; she 
beni Winter will also sell basic Miracles and is analogous 
Replenishment len 3000 efter passing Avallable by to Carhillion as an early-game magic instruc- 
through Shrine of menshad is tor. Select the “Talk” option from Licia's 
Winter Guidance 1e 3700 after passing expanded menu when your Faith is 30 or 
Avallable by through Shrine of higher and she will give you the full set of 
default; stock Winter her equipment. Using the Crushed Eye Orb 
nent 1e _ 4600 polie from the Undead Crypt while inside the 
through Shrine of rotunda will reveal Licia as a traitor and pit 
Winter you against her in a battle to the death. 
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MA FELKIN THE OUTCAST 


Blessed with natural talent at Sorcery as a child, Felkin attended a prestigious 
school of magic and was thought to have a promising career as a sorcerer. 

He had little interest in Sorcery, however, and learned almost nothing at 

the university; he was drawn instead to the forbidden Hexes and dedicated 
himself to research on Dark magic. This invariably drew fear and hatred from the 
people around him and he was shunned as an outcast, but in spite of others’ negative 
reactions Felkin remained in Drangleic to continue his research even after the 
kingdom’s collapse. Although Felkin’s prolonged exposure to the power of darkness 
has left him more than a bit eccentric, at heart he is a pure and earnest man who will 
readily extend a hand in friendship to those with a knack for Hexes. 


Info HP | Prerequisit | item Drops | ora 
Your INT and FTH must both 
Felkin the Outcast 1650 150 beukt Sunset Staf 9000 Souls 
Movement Info Event Items 
Item | Conatttons tor Recelpt 
Huntsman’s Copse__ Permanent location. Sunset Staff 
Uiteten Select the “Talk” option In his 
Haxer's Robes expanded menu when both your 
rimers Glans INT and FTH are 20 or higher. 
Hexer's Boots 
Merchandise 
Item | aty.Avan. | cost | Proroquisitos If item | aty.Avalt. | Cost | Prerequisites 
Archdrake Staff 1 4000 — Dark Orb 1 600 — 
Archdrake Chime 1 4000 — Dark Weapon 1 2700 — 
Ring of Life ì Resonant Soul 1 noo — 
Protaction Great Resonant Soul 1 2400 — 
Dark Pine Rosin = 1500 _— Resonant Flesh 1 2400 — 
Magic Barrlor 1 2700 — Resonant Weapon 1 4000 — 


Felkin can be found sitting in a chair facing 
wall just before the Undead Refuge Bonfire: 
in Huntsman’s Copse. He will not deal with 
you unless both your Intelligence and Faith 
are at least 8; bonuses from equipment 
are not counted toward this total and the 
requirements apply directly to your base 
stats. Speaking to Felkin when your Intel- 
ligence and Faith are each 20 or higher will 
impress him enough to grant you the full 
set of his equipment. 


ME ROYAL SORCERER NAVLAAN 


A former court sorcerer surrounded by conflicting rumors and great controversy. 
Navlaan gained infamy when he was supposedly executed along with his entire 
village for practicing the forbidden art of Dark magic, but the truth behind his 
disappearance is far more complicated. At first glance Navlaan appears to suffer from 
dissociative identity disorder and displays two diametrically opposite personalities 
reminiscent of Jekyll and Hyde, switching back and forth between them depending 
upon whether he is being addressed by a human or a Hollow. The reality behind this 
phenomenon, however, is not so easily explained; perhaps it would be better to draw 
your conclusions after meeting him yourself. 
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HP Souls __ | Prorequlst Drops __ | Grave 
Speak to Navlaan while Hollow to initiate 
his quest line; release him from his prison 
bed 2000 __ to enable his invasion events. Complete all Chaos Hood 9000 Souls 
assassinations to get access to shop or re- 
lease him and speak to him while human. 
Movement Info Event Items 
Lo | Notes tem | conditions tor Recelpt 
Aldia's Keep Starting location. Reward for his first 
Dispelling Ring eesassination request. 
Aldla's Koop Invades here If you release him. 2 Reward for his second 
Simpleton'sSploe assassination request. 
The Gutter Invades here If you release him. E 
Fo jen Sun Reward for his third 
Brightstone Cove aad assassination request. 
Invades here If you release him. 
Tseldora Unleash Magic Reward for his fourth 
pna en pe QC assassination request 
ranglele Castie__Invades here if you release him. Ve en 
the “Tal ion from 
Di Aert, Invades here if lease hi 
ttl merk ds Chaos Robe Navlaan's expanded menu 
Chaos Gloves after completing all four of his 
assassination requests. 
Chaos Boots 


Navlaan is sealed behind the barrier on the Merchandise 


ground floor of Aldia's Keep. Initiating a 5 = 
conversation with him when you are human Li |aty. Ava. | cost | Prerequisites IJ] tem | aty. Ava. | cost | Prerequisites 


will yield only a few lines of cryptic dia- Moon Hat ed 3600 — Ughtning 5 10 - 
logue; doing so while Hollow will start his Astrologlst’s Robe » 6000 — Greatarrow 

series of assassination quests. Pulling the Astrologist's 8 zo — Are Greatarrow = 180 — 
lever on the opposite side of the manor will Gauntlets Destructive 

break the seal and release Navlaan, which Astrologist’s Bottoms 4800 — Greatarrow had 180 — 
will cause him to repeatedly invade you Black Witch Robe pe 7700 Z Dragon Cilarm E ijn 
throughout your quest. In order to access ere a B 

Navlaan's expanded menu, you must either Crimson Water 5 4200 — 
release him and then speak to him while Bleek Wie Wousers ee Bonfire Ascotic to 7500 — 
human or else complete all of his assassina- Black Witch Hat = 7200 — aroat Magie Weapon je pn 
tion requests and then speak to him while Thunder Quartz : 400 — 

Hollow. Navlaan will not take the items he Ring +2 Strong Magic Shield ® 6300 — 


requests and it is not even necessary to ac- 
tually kill the targets; in each case the item 
Navlaan specifies can be obtained from its 
original owner without resorting to violence. 


IM WEAPONSMITH ORNIFEX 


A woman of an ancient and near-extinct species, she is among the few of her race who 
have survived by learning the common language and assimilating into human culture. 
Calm, civil and intelligent, Ornifex wears her kind heart on her proverbial sleeve and 

in spite of the chilling memories, her unmistakable silhouette is likely to evoke in 
Souls veterans, she should not be mistaken for an enemy. Ornifex’s clan has special 
expertise in the production of unique weapons from so-called “Wondrous Souls,’ and 
she will make this service available to you once you have earned her trust. 


neral Info HP Souls [item Drops | Grave 
Weaponsmith Rescue her in the 
Omlfox E - Shaded Ruins ane “200 BoUs 
Movement Info Event Items 
oaton [Ne 
Shaded Ruins Starting location. None ee 
Brightstone CoveTseldora__ Rescue her in the Shaded Ruins. 
Merchandise Ornifex is locked in an underground cave in 
the Shaded Ruins directly below the false 
Ito ty. Avail. | Cost | Prerequisite: ite ‚Avail. | Cost | Prerequisites i 
ergen => lan: | Ln — laty | Ee floor near the Giant Basilisk; in order to 
rs e) rd eeeh free her you will need the Fang Key. After 
Partizan - 3000 — Green Blossom Oee 100 enerdeteating exhausting her dialogue she will return to 
Twinblade » 5000 — Nashandra, her workshop next door to the Lower Bright- 
Composite Bow 3 5500 — Flame Butterfly - 600 - stone Cove Bonfire in Brightstone Cove 
Heuwy Croesbour ei 3000 Temina Soul Andes Â 8800 Tseldora, from which point you will be able 
An - m5 en 4 aa to access her expanded menu. Ornifex will 
= trade Boss Souls for unique weapons and 
Fra Bokt Nr „FallControl______ 1 4800 — can perform the same basic weapon and ar- 
Stock becomes mor upgrades as Lenigrast; she also stocks 
Amber Herb 10o=e 1600 sijn an unlimited supply of the otherwise rare 
Nashandra, on Amber Herbs and Green Blossoms. In honor 


of her debt to you, Ornifex will perform your 
first Boss Soul trade free of charge. 
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Boss Soul Trades 


pon Cost __ | Soul Required | Prerequisites 
Dragonslayer Spear 1500 Old Dragonslayer Soul Defeat the Old Dragonslayer in Cathedral of Blue. 
Lost Sinner's Sword 5000 ‘Soul of the Lost Sinner Defeat the Lost Sinner in Sinners Rise. 
Iron King Hammer 5000 Old Iron King Soul Defeat the Old Iron King In Iron Keep. 
Butcher’s Knife 5000 Soul of the Rotten Defeat the Rotten in Black Gulch. 
Spider Fang 1500 
Soul of the Duke's Dear Freja Defeat the Duke's Dear Freja at Brightstone Cove Tseldora. 
Splder’s Silk 1500 
Thomed Greatsword 3000 
Looking Glass Knight Soul Defeat the Looking Glass Knight In King's Passage. 
King's Mirror 3000 
Sacred Chime Hammer 3000 ‘Soul of Velstadt Defeat Velstadt, the King's Aegis in Undead Crypt. 
King’s Ultra Greatsword 10000 
King's Shield 10000 ‘Soul of the King Found in Shrine of Amana after defeating Vendrick. 
Ruler's Sword 10000 
Drakewing Ultra Greatsword 1500 
Guardian Dragon Soul Defeat the Guardian Dragon In Aldia's Keep. 
Spitfire Spear 1500 
Curved Dragon Greatsword 1500 __Anclent Dragon Soul Defeat the Ancient Dragon in Dragon Shrine. 
Scythe of Want 10000 
Chime of Want 10000 ‘Soul of Nashandra Defeat Nashandra in Throne of Want. 
Bow of Want 10000 
Defender Greatsword 3000 
Throne Defender Soul Defeat Throne Defender and Throne Watcher In Throne of Want. 
Defender's Shield 3000 
Watcher Greatsword 3000 
Throne Watcher Soul Defeat Throne Defender and Throne Watcher in Throne of Want. 
Watchers Shield 3000 
Chaos Blade 10000 Old Witch Soul Defeat the Lost Sinner in New Game+ In Sinner's Rise. 
Dragonslayer Greatbow 10000 Old King Soul Defeat the Old Iron King in New Game+ In Iron Keep. 
Crypt Blacksword 10000 Old Dead One Soul Defeat The Rotten in New Game+ In Black Gulch. 
Moonlight Greatsword 10000 Old Paledrake Soul Defeat the Duke's Dear Freja In New Game+ In Brightstone Cove Tseldora. 


B CHANCELLOR WELLAGER 


The ghost of the former Chancellor of Drangleic, one of King Vendrick's most trusted 
confidants. Wellager was an honorable man and a loyal servant of his kingdom, but 
appears to have fallen victim to the widespread chaos left in the wake of his lord's 
disappearance and is not even aware of his own death. The sad state in which he 

is first encountered raises suspicions of foul play and leaves more questions about 
the plight of Drangleic than answers; yet even in death the Chancellor is cordial and 
hospitable toward his guests and will endeavor to make you feel welcome at the 
castle, 


Souls _ |Prerequisites [iem Drops | Grave 
Chancellor Wellager 


Movement Info Event Items 


ton am | eoa or Fi 


Dranglelc Gastie Permanent location. Royal Dirk Select “Talk” from Wellager's expanded menu 
Espada Ropera after defeating the Glant Lord. 
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Merchandise 
Item | aty. Avail. | cost | Prerequisites Item | aty.Avait. | Cost | Prerequisites 
Famberge 4200 — 
rg’ = Block Famestone 4 a000 
Lucerne » 4800 -— wad 
Bracing Knuckle j 2605. = Yellow Quartz Shield 1 8000 
Ring +1 ‘Added to inventory after defeating Looking 
E Bound Wood; 
Magic Arrow » 60 -— rnd zaad 1 gooo Glass Knight. 
Ughtning Arrow e eo — 
- : : Homunculus Wooden 
Magic Bolt En Cn Shield 1 8000 
Eee ee en Curved Twinblade 1 10000 
Radlant Lifegem 10 2500 — 
Wilted Dusk Horb. 1o 4000 — kred \ eed 
Divine Blessing 1 6000 — Spirit Tree Shield 1 10000 Added to inventory after defeating Looking 
Glass Knight and Nashandra in fourth game 
Repalr Powder = 2500 — Wrath of the Gods 1 8200 cycle (New Game+++} or later 
dette d me Bountitul Sunlight 1___nooo 
Black Famestone 
Daans 1 8000 Great Chaos Fireball 1 1200 
Yellow Quartz 
Longsword n kind 
Bound Hand Axe 1 8000 Added to Inventory after deteating Looking 
- Glass Knight. 
Homunculus Mace 1 8000 
Transgressor's Staf 1 8000 
Transgrossor's 
Laather Shield L 1, 


Wellager's ghost stands atop the staircase in the threshold of Drangleic Castle; he will provide 
several important pieces of lore and access to his merchant inventory when you first speak to 
him. His selection is initially quite limited, but will expand once you have defeated the Looking 
Glass Knight; he also sells an unlimited supply of Repair Powder which can prove invaluable if 

you are using a weapon with a Durability-consuming special attack. 


EACROMWELL THE PARDONER 


A chaplain who acquits sinners of their crimes, Cromwell is a shadowy figure whose 
quiet and calculating demeanor belies inhuman intelligence and power. While his 
religious authority is questionable at best, his true strength lies in his ability to instill 
penitence by telepathically forcing sympathy on others. How Cromwell learned such 
a skill remains shrouded in mystery, but his morbid appearance and enigmatic way of 
speaking seem to indicate a connection to Aldia. 


fo HP Souls | item Drops | Grave 
Cromwell the Pardoner 1240 1200 Ring of Resistance ___ 7000 Souls 
Movement Info Event Items 
acten [te 
Brightstone Cov Ring of Select “Talk” from his expanded menu 
Tsoldora Formanant loontkan. Resistance ____when your FTH is 35 or higher. 
Merchandise 
Item | — Avail, | Cost L requis. Ij item — Avail, | Cost en Prerequis. 
White Priest Headplece 4500 Great Heal 
White Priest Robe 1 5000 — Replenishment 1 3000 — 
White Priest Gloves 1 4600 — Caressing Prayer 1 2000 — 
White Priest Skirt 1 4800 — Force 1 1800 _— 
Polsonbite Ring 1 5500 — Emit Force 1 4200 — 
se : ee bef , zn his merchant inventory, Cromwell can com. 
i Î , - 
tn 5 en herbe jk pletely absolve you of any Sins you have 
Dak nechen = 1200_— Scraps of Ute 1 2200 — accumulated if you can afford his exorbitant 
rates. Furthermore, he will grant you a Ring 
Cromwell is relatively well-hidden in the attic of the Brightstone Cove Chapel. To reach him, of Resistance if you select the “Talk” option 
exit the Prowling Magus Boss room and turn around 180 degrees to face the building. To from his expanded menu when your Faith is 
the right of the exit is a narrow niche with a ladder leading to the upper floor. In addition to at least 35. 
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GRAVE WARDEN AGDAYNE 


A member of the Fenito race, immortal guardians of the Undead Crypt who were 
originally given life and purpose by the Great Dead One. While his morose appearance 
and manner give the impression of one obsessed solely with death, Agdayne is in fact 
quite level-headed and inestimably wise due to the fact that he has lived for thousands 
of years and witnessed the land's history as it transpired. Agdayne and the other 
Grave Wardens take their jobs very seriously; while they welcome visitors to the Crypt 
as a matter of course and harbor no ill will toward humans in general, they will not 
hesitate to cut down infidels who would defile the graves they so meticulously attend. 


General Into HP Souls _ | Prerequisites |item Drops rave 
rr 4580 4000 wg Agdayne's Kit 3000 Souls 
Movement Info Event Items 
_— 
Undead Crypt_____ Permanent location. __Darkdrift 
Agdayne's Black Robe select “Talk” from his expanded menu after 
‘Agdayne's Cutts obtaining the King's Ring. 
‘Agdayne's Klit 
Merchandise 
Shield of the Insolent 1 6400 — Dark Bolt Ld 80 — 
Insolent Helm 1 5400 — Human Effigy 13 3000 — 
Insolent Armor 1 9000 _— Eilzabeth Mushroom 13 4500 - 
Insolont Gloves 1 6300 — Soul Spear 112000 - 
Insolont Boots 1 7200 — Soul Vortex 110400 - 
Ring of Thoms +1 1 9000 — Soul Appease 1 8800 — 
Dark Arrow - 60 - Warmth 1 5200 — 


Agdayne and several generic Grave Wardens await visitors in an antechamber not far into 
the Undead Crypt. When you first enter this room you will hear Agdayne's voice warning 
you not to proceed if you are using a source of illumination such as a Torch or the Cast Light 
Sorcery; ignoring his warning and carrying a light into the room will immediately turn Agda- 
yne and all of the Grave Wardens hostile. Select the “Talk” option from Agdayne's expanded 
menu after obtaining the King's Ring and he will give you the full set of his equipment. 


EN VENGARL OF FOROSSA 


A bestial warrior originally born in the kingdom of Forossa... or what's left of him. 
When Forossa eventually collapsed from constant warfare and strife, its people 
dispersed and many became bandits or sellswords. Vengarl, who had spent his 

entire life on the battlefield and knew only how to fight, found himself supporting the 
Drangleic Army as a mercenary. He was decapitated in an especially bloody battle but, 
by some inexplicable twist of fate did not die; when he awoke his body was gone and 
all that remained of him was his severed head. 


HP |__ Souls erequisites |item Drops | Grave 

1240 8000 None Vengar's Helm 3000 Souls 
Movement Info Event Items 
Shaded Woods Peamanai london Vengarts Helm Exhaust Vengarl's dialogue when 


{only his head) you first meet him. 
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Merchandise 
Ben [atv Avat.| cost | Prerequisites Item |aty Ava.| Cost | Prerequisites 
Claymore = 4300 — Ring of 
3 ‘Soul 1 8000 — 
Greatsword > 5000 — son 
Red Rust 
Sword 1___ 7000 agged to Inventory eesti dao: — 
Red Rust after defeating Body of row 
Schmitar 1__7600 VengarlinBrightstone __ Lightning Er 
Cove Tseldora um 
Red Rust 
14500 Gold Pine 
Shloid Gold ne 
Magic 
Barrler 1 2700 — 


Vengarl's head lies in a pile of rubble in the 
foggy section of the Shaded Woods. To 
find him, exit the Ruined Fork Road Bonfire 
room through the door to the right and pro- 
ceed into the mist; follow the left wall and 
eventually you will reach Vengarl's head. He 
will give you his helmet after his dialogue is 
exhausted and will expand his inventory to 
include his unique swords and shield after 
you have defeated his body. 


Twin sisters residing in the ancient forest. Though they never 
show themselves to humans and their true forms remain 
unknown, Dyna &Tillo are enamored of all things silky smooth 
and will cheerfully call out to passersby in hopes of adding new 
trinkets to their collection. 


He 
Sparkling Sisters Ghve them some- 
Dyna &Tillo NA NÀ ming siky smootn. NA Na 
Movement Info Event Items 


Location | Notes Item ___ | Conditions for Recelpt 


Things Betwixt _ Permanent location, None - 


Trades 


| toms Recelvede 


Soul of a Lost Undead, Soul of a Proud Knight, Titanite 
Shard, Titanite Chunk, Twinking Titanite, Titanite Slab, Petri 
filed Dragon Bone, Boltstone, Magic Stone, Firedrake Stone, 
Poison Stone, Bleed Stone, Darknight Stone, Raw Stone, 
Faintstone, Old Mundane Stone, Lifegem, Crimson Water, 
Divine Blessing, Amber Herb, Human Effigy, Cracked Red 
Eye Orb, Cracked Blue Eye Orb, Old Whip, White Ring, 
Demon's Great Hammer, Channeler's Trident, 


Small Smooth & Silky Stone, Smooth & Silky Stone or 
Petrified Something 


* Al trades with Dyna and Tillo yleld rewards selected at random from this list. 


Dyna &Tillo reside in the bird's nest on the cliff just past the Fire Keepers’ Dwelling Bonfire in 
Things Betwixt. To reach them you must enter the first Fog Gate on the left and proceed along 
that path until you exit through another Fog Gate onto a ledge. The nest is directly to the left, 
adjacent to a ladder which can be kicked down to allow an easy return. To trade an item to Dyna 
&Tillo, simply drop it in their nest using the “Leave” option (do not select “Discard” or you will 
permanently lose the item without placing it on the ground). If the sisters accept what you have 


offered them, the trade will take effect imme- 
diately and the item you left will be instantly 
replaced with the one you are given in return; 
there is no need to quit to the title screen as 
in previous Souls games. Dyna and Tillo do 
not offer fixed rewards for specific items and 
will instead randomly select a reward from 
their list regardless of what they received 
from you; however trading them a Petrified 
Something has the highest chance of yielding 
more valuable results such as Titanite Slabs, 
Petrified Dragon Bones and the Demon's 
Great Hammer. 
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BATTLE COMRADES 


In addition to the Summon Signs left by other players, certain NPCs 
will inscribe their signatures in fixed locations and can be summoned 
to assist you in battle. Some of these characters you'll immediately 


LUCATIEL OF MIRRAH 


MILD-MANNERED PATE 


recognize; others lack any backstory whatsoever and are merely 
there to lend a helping hand. Unlike human players, you can sum- 
mon NPC allies even when playing the game in Offline Mode. 


PILGRIM BELLCLAIRE 


No-Man's Wharf 

The Lost Bastille Initiate Lucatiel's quest line by 
exhausting her dialogue the first 

Iron Keep time you meet her. 

Black Gulch 


After starting her quest, Lucatiel's Summon 
Sign can be found in the following locations: 


1. Behind the one-way gate on the far 
side of No-Man's Wharf, accessible 
from the rooftop with two Varangian 
archers near the Pharros’ Lockstone 
receptacle. 

2, At the bottom of the elevator in Sin- 
ner’s Rise. 

3. Outside the Smelter Demon Boss 
room in the Iron Keep. 

4. In the Hidden Chamber Bonfire room 
in Black Gulch. 


BENHART OF JUGO 


Area Conditions 
Brightstone Cove 
Tsoldora 

vens  Initiate Benhart's quest line by 
King's Passage resouing Foeabeth end then, 
Memory of Jelgh _ exhausting his dialogue. 
Throne of Want 


After initiating his quest, Benhart's Summon 
Sign can be found in the following locations: 


. In one of the tents surrounding the 
Royal Army Encampment Bonfire in 
Brightstone Cove Tseldora. 

‚ Outside the Looking Glass Knight Boss 
room in the King's Passage. 

‚In the Memory of Jeigh, down the 
stairs from Captain Drummond'’s Sum- 
mon Sign. 

‚ Next to the Fog Gate at the Throne of 
Want. 


Nn 


EN 


HEAD OF VENGARL 


Dragon Shrine Exhaust his dialogue when you 
Throne of Want first meet him. 
Vengarl will leave his Summon Sign in the 
following places: 


1. Outside the Ancient Dragon Boss room 
(only if you have turned the Ancient 
Dragon hostile). 

2. Next to the Fog Gate at the Throne of 
Want. 


Aroa Conditions 
Forest of Fallen Obtain the White Sign Soapstone 
Glants from Mild-Mannered Pate. 


Pate's Summon Sign can be found outside 
the Last Giant Boss room after progressing 
through his dialogue to the point at which 
he gives you the White Sign Soapstone. 


MANSCORPION TARK 


Area | conattions 
n Exhaust his dialogue while 
ie De wearing the Ring of Whispers. 


Tark will leave his Summon Sign outside 
the Scorpioness Najka Boss room once you 
have exhausted his dialogue. In order to 
speak to Tark you will need to first equip the 
Ring of Whispers. 


LONE HUNTER SCHMIDT 


Aroa | conditions 
Black Gulch - 


Lone Hunter Schmidt's Summon Sign 

can be found near the Boss room in Black 
Gulch; there are no special conditions for its 
appearance apart from the universal require- 
ments for summoning Phantoms. 


MASTERLESS GLENCOUR 


Aroa Conditions 
Helde's Tower of Flame ad 


Masterless Glencour's Summon Sign can 
be found outside the Dragonrider Boss 
Room in Heide's Tower of Flame; there are 
no special conditions for its appearance 
apart from the universal requirements for 
summoning Phantoms. 


ASHEN KNIGHT BOYD 


Aroa Conditions 
Brightstone Cove Tseldora - 


Ashen Knight Boyd's Summon Sign can be 
found behind one of the pillars opposite 
the Duke's Dear Freja Boss room entrance 
in Brightstone Cove Tseldora; there are no 
special conditions for its appearance apart 
from the universal requirements for sum- 
moning Phantoms. 
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Area Conditions 


The Lost Bastille - 


Pilgrim Beliclaire's Summon Sign can be 
found in one of the cells lining the hallway 
leading to the Ruin Sentinels Boss room from 
The Tower Apart Bonfire; there are no special 
conditions for its appearance apart from 

the universal requirements for summoning 
Phantoms. 


MELINDA THE BUTCHER 


Area Conditions 
Dragon Shrine Defeat her in The Gutter. 


Melinda the Butcher's Summon Sign is 
located on the first landing to the right 9 


Boss room in the Dragon Shrine, bú 
only appear if you have already dé 
in the Gutter and tuned the 
hostile. 


Conditions 
Shrine of Amana 


Felicia the Brave's Summon Sign can be 
found in the abandoned hut halfway through 
the Shrine; there are no special conditions 
for its appearance apart from the universal 
requirements for summoning Phantoms. 


CAPTAIN DRUMMOND 


me Exhaust his dialogue when you 
jory of Jeloh st meet him. 


Captain Drummond will leave his Summon 
Sign in plain sight outside the Giant Lord 
Boss area in the Memory of Jeigh after you 
have met him in the Memory of Vammar 
and exhausted his dialogue. 


GRAVE WARDEN AGDAYNE 


Exhaust his dialogue when you 
ee on first meet him. 


Grave Warden Agdayne will leave his Sum- 
mon Sign along the wall to the left of the 
Velstadt Boss Room in the Undead Crypt 
after you have exhausted his dialogue. 


INVADERS 


Not all of the NPCs you'll encounter throughout your journey will have your best interests in 
mind. Some of them will invade your world in fixed locations and attempt to cut you down in 
cold blood. Unlike player characters, these NPCs can and will invade even if you are playing 


the game in Offline Mode. 


RHOY THE EXPLORER 


Area | conditions 
Grave of Saints = 


Rhoy the Explorer will invade in the Grave 
of Saints as soon as you approach the lad- 
der leading to the upper balcony along the 
Underground river. 


MELINDA THE BUTCHER 


The Guttor - 


When you jump from the top of one of the 
wooden towers in The Gutter to the ledge 
with a chest containing a Ring of Soul 
Protection, Melinda the Butcher will invade 
atop a nearby platform. 


VORGEL THE SINNER 


The Lost Bastille - 


Vorgel the Sinner will invade as soon as you 
descend the ladder to the enclosed court- 
yard below the Upper Ramparts Bonfire in 
Belfry Luna. 


MERCILESS ROENNA 


Huntsman's Copse__ — 


Merciless Roenna will invade next to the 
Skeleton Lord Boss room in Huntsman's 
Copse as you are approaching the area 
along the narrow ledge. 


NAMELESS USURPER 


(LUCIA OF LINDELT) 


Ar | conditions 
nglele Castie 
Undead Crypt 


She must move to Majula before 
she will begin invading you. 


After meeting Licia at Heide's Tower of 
Flame and exhausting her dialogue, she will 
move to Majula. From this point forward 
she will invade you in the lower levels of 
Drangleic Castle and in the room immedi- 
ately before the two Imperious Knights in 
the Undead Crypt. By using the Crushed 
Eye Orb obtained in the Undead Crypt while 
standing near Licia in the rotunda, you can 
counter-invade and kill her as a Revenge 
Phantom; if she is already dead when you 
reach either of the areas where she would 
otherwise have invaded you will not have to 
deal with her. 


BOWMAN GUTHRY 


Area | conditions 


Doors of Pharos — 


As soon as you enter the Rat King's territory 
in the Doors of Pharros, Bowman Guthry 
will invade at the opposite end of the room. 


PECULIAR KINDALUR 


Shrine of Amana - 


Peculiar Kindalur will invade among some 
nearby ruins when you exit the cave in which 
Rhoy's Resting Place Bonfire is located, 


ASLATIEL OF MIRRAH 


Aldia's Koop ie 


Aslatiel of Mirrah will invade in the hallway 
next to the first cage cart as soon as you 
pass through the front door of Aldia's Keep. 


DRAGONFANG VILLARD 


Dragon Shrine - 


As soon as you enter the spiral staircase 
leading to the Petrified Egg in the Dragon 
Shrine, Dragonfang Villard will invade in the 
room at the top of the stairs, where the egg 
is stored. 


ROYAL SORCERER NAVLAAN 


Area | conditions 

Aldla's Keep 

The outer. Free Navlaan by pulling the lever 
Brightstone Cove Surrounded by warning mes- 
Tseldora sages on the opposite side of 


Drangleic Castle the manor's ground floor. 


Dragon Aerle 


If you free Navlaan in Aldia's Keep, he will 
invade you in the following locations: 


1. In the room with the second Ogre 

just before the Guardian Dragon Boss 
room in Aldia's Keep. 

On the platform adjacent to the Upper 
Gutter Bonfire in The Gutter. 

Just before entering the Writhing Ruin 
in Brightstone Cove Tseldora. 

In the lower levels of Drangleic Castle. 
Halfway through the Dragon Aerie. 


ad 


nn w 
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DARK CHASM LO FOLD 


According to Darkdiver Grandahl, these ancient caverns are the remains Ln 


of what was once a vast and expansive void. Only the Pilgrims of Dark Forest Spit (Staf 
venture into this mysterious and forbidden dimension, exploring its 


innermost reaches in search of a deeper and truer darkness. E Foret pit Sacred Chima) mans 
Abyss lronclad aaa 

Tenebrous Rogue 446 

& Underworld Deadeye 446 

8 snadowvell Assassin 447 

& Pretender to the Xanthous Throne 445 

The Ghost of Princes Past 448 

A Chip Off the Ol' Rock aag 

& Darklurker 449 


Shrine to the Abyss 


DARK CHASM OF OLD 


This mysterious area takes a bit of effort to get into, and even more 
to complete. There are three steps that you need to complete be- 
fore you can enter, and you'll be required to travel to three different 
areas to accomplish them. Hidden within the Black Gulch, Shaded 
Woods and Drangleic Castle are the Shrines to the Abyss, and near 
each of them you'll find the NPC, Darkdiver Grandahl. You need to 
speak with him at each of these locations, and then he'll give you 
the option of joining the Pilgrims of the Dark Covenant. 


Once you're in the Covenant, you'll have the option of offering a 
Human Effigy, and if you do so a surge of magical energy will flow 
through the Shrine and open a portal to the Dark Chasm of Old. If 
you die while in the Chasm you'll be transported back outside and 
have to use another Human Effigy if you want to return. Each Shrine 
takes you to a different section of the Chasm and you'll need to light 
an Abyss Beacon in each section before you'll finally be able to face 
the boss 
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While you're in the Chasm you'll take the form of a Dark Spirit, 
along with all of the restraints that accompany it. Most of the 
enemies you'll face in this area are also Dark Spirits, and they are 

a lot trickier than your normal enemies. You should also make sure 
you have some Flame Butterflies with you when you enter these 
areas, because you need to use the Torch to light the Abyss Bea- 
cons and there's no natural source of fire to use. If you're playing 
through this area while online, it's important to remember that you 
can be invaded by up to three other players at the same time in the 
Chasm, so always make sure you're prepared for the worst. All of 
the enemies, and any invaders that you kill in this area will have the 
chance of dropping Bonfire Ascetics, so it can be an excellent place 
to stock up on them 


d You can attempt these areas in any order you wish, but for the 

purposes of this guide, we'll be starting from part of the Chasm 
that the Shrine in the Black Gulch takes you to At the start 
of this area you'll be in a tunnel, so follow it along until it opens out 
to a small room. Along the way you'll pass beneath a small 
waterfall, and if you're using a torch to illuminate the area, make 
sure you avoid walking through the water, because it will extinguish 
the light. If you only have a few Flame Butterflies, it's recommended 
that you save them for lighting the Abyss Beacons, just to ensure 
that you don't run out beforehand. If you walk forward to the end of 
the upper ledge in the room you should be able to see an Abyss 
lronclad below, so if you have ranged attacks, start attacking it from 
up here to get an early advantage. 


If you don't have ranged attacks you should still try and lure the 
enemy up the ramp on the right and fight it in this area, because 
there's another Dark Spirit and a Forest Spirit in the area below. The 
second Dark Spirit is the Pretender to the Xanthous Throne, and 
both it and the Forest Spirit have access to a number of spells, so 
dealing with them at the same time as the Abyss Ironclad can be 
difficult. If the Pretender did not get alerted during the fight with the 
first Abyss lronclad, you should be able to see it by looking down to 
the right from the ramp leading down, again giving you the chance 
to get an early advantage using ranged attacks. 


d Carry on down the path until you come to a fork, and then take 

the left branch to reach the area with the first Abyss Beacon at 
Position A; use a Flame Butterfly to light your Torch, and then set 
the light on the Beacon. Make your way back to the fork in the path 
once you're done at the Beacon, and follow the other branch this 
time until you come to another small room. The same group of 
enemies you faced in the previous room is also present in this one, 
and again, the Dual Great Hammer wielding Phantom will be the 
first that you encounter. It's usually positioned at the bottom of the 
ramp on the right, so try and lure him back up towards you to keep 
the fight away from the other enemies. Be careful not to move too 
far over to the left during the fight, however, because there's a hole 
in the ground there that leads to a small ledge below. 


Providing that you've killed the other enemies along the way, once 
you kill the final enemy here, the Fog Gate in the area should disap- 
pear; all enemies have to be defeated for the fog to dissipate, so if 
you left any behind, you'll have to go back and kill them to remove 
it. Run down the path that the Fog Gate was blocking, and then fall 
into the hole at the end to be transported back to Black Gulch. Get 
to one of the Bonfires in the Black Gulch now, and then Travel to 
the Shaded Ruins Bonfire in the Shaded Woods and make your way 
around to the Shrine in that area. Hand over another Human Effigy 
to Darkdiver Grandahl to activate the Shrine, and then use it to 
transport to the next section of the Chasm 


World Event 

Lighting the first Abyss Beacon will strengthen the bond with 
the Pilgrims of Dark Covenant, so when you next speak with 
Darkdiver Grandahl, he'll give you the Resonant Soul Hex. 


Follow the path along until you come to a narrow section along 
the left side of the cliff that takes you around a pitfall. The room 
just after that one contains two Dark Spirits and a Forest Spirit 
‚ One of the Dark Spirits is the Tenebrous Rouge with dual 
daggers, and the other is the Underworld Deadeye using a Bow; try 
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to hit the Tenebrous Rogue with a ranged attack and lure it back up 
the path so that you can fight it away from the Underworld 
Deadeye. 


The Forest Spirit usually moves around that area as well, so retreating 
back up the path will also give you some cover from its spells. If the 
Forest Spirit is in the same area as the Underworld Deadeye, then 
make sure you take it out first because it can cast Shockwave, which 
knocks you down to the ground and leaves you vulnerable. There are 
also a number of pitfalls in the area, so make sure you keep an eye on 
your surroundings and don't accidentally fall into one. 


When all of the enemies have been defeated, light the Abyss 

Beacon at Position B, and then continue down the path and pull 
the lever at the end to summon the elevator . Ride the 
elevator down, but make sure you're ready for a fight because you'll 
see another Tenebrous Rouge as soon as it reaches the bottom 
There are no other enemies in the immediate area, however, so you 
can just fight it normally. That's also the final enemy in this area, so 
continue along the path and fall into the hole at the end to transport 
back to the Shaded Woods. Make your way back to a Bonfire, and 
then Travel to the Under Castle Drangleic Bonfire in Drangleic Castle 
to reach the next Shrine; offer another Human Effigy to Darkdiver 
Grandahl once you get there to gain access to the final part of the 
Chasm, 


d Be extremely careful when you first enter this part of the Chasm, 

because you begin on a small rocky platform in the middle of a 
pool of deep water, and one wrong step will lead to your death. 
Angle the camera down so that you get a better view into the water 
and you'll notice that there is a slightly submerged path leading 
away from your starting position; follow the path around between 
the rocky sections to reach the solid ground on the other side of the 
cave ‚The boundaries of the path are lined with stalag- 
mites, so you can also use those as a handy visual aid. 


d Just after passing beneath the waterfall you should see the first 

enemy on the other side of the area, and it's A Chip Off the Ol’ 
Rock ‚Try not to go too far forward while fighting this 
enemy because a second Dark Spirit is hiding along a path on the 
opposite side of the area. Once the first enemy is down, move up 
and engage the second one, who is The Ghost of Princes Past. A 
Forest Spirit is a short distance away along the path to the left from 
this area; try and fight the second Dark Spirit within the confines of 
the path it's on so that the walls can shield you from the Forest 
Spirit's spells. If the narrow confines of the path are making the 
battle difficult for you, retreat back to the area with the waterfall to 
get more space. 


d Take care of the Forest Spirit after defeating both Dark Spirits, 
and then continue down the path to reach the final Beacon at 
Position C ‚ After lighting the Beacon, backtrack to where 
you faced the first group of enemies, and then take the path leading 
in the opposite direction. One final enemy, in the form of the 
Shadowwveil Assassin, will be blocking your path, and the area you 
fight it in can make things a bit tricky. 
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Shrine to the Abyss 


‘Abyss Beacon 
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Shrine to the Abyss 


‘Abyss Beacon 


The path leading up to the Phantom is extremely narrow, and there's 
a pitfall in the middle of the room where it's standing. If you have 
ranged attacks, however, you can simply fire at it before going down 
the path, or go into the area and keep circling around the hole in the 
middle and time your hits to stay safe. Taking out that final enemy 
will remove the Fog Gate that was blocking your path so that you 
can advance towards the hole at the end. 


d Because all three Beacons should now have been lit, when you 

fall off the end of the path this time you won't be transported 
back to Drangleic Castle, but instead you'll be taken to a boss room, 
where you have to face off against the Darklurker ‚After 


defeating the boss, take the only exit out of the room and drop off 
the end of the path to now transport back to Drangleic Castle. 


f 


World Event 

Make sure you speak with Darkdiver Grandahl a number 

of times after exiting the Chasm, because lighting all of the 
Beacons and defeating the Darklurker will fulfill all of the 
requirements for maximizing the bond in his Covenant. The 
Covenant rewards can only be received when you first speak 
with him, and not through the Talk option that comes up 
afterwards. For lighting all of the Beacons you'll receive the 
Great Resonant Soul Hex, and for defeating the Darklurker 
you'll get the Climax Hex, and a full Xanthous Armor Set. 
Through using the Talk option in the menu, he'll also give you 
the Dragon Chime. 
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DARK CHASM OF OLD - ENEMIES 


BN FOREST SPIRIT 


A ghostly entity that drifts through the Dark Chasm. Although 
its true nature and origins are entirely obscure, its twisted root- 
like appearance is somehow familiar... 


Strategy 
Staff 
Forest Spirits wielding staves will cast a wide variety of powerful 
spells, including Soul Spear Barrage, Heavy Soul Arrow, Soul Spear 
and Unleash Magic. They can be poisoned from a distance with 
Poison Arrows and left to die or assaulted up close with melee at- 
tacks. Forest Spirits are susceptible to Backstabs and using a Small 
Blue Burr before engaging this type will render their Sorceries far less 
dangerous. 


Sacred Chime 

Forest Spirits carrying Sacred Chimes can prove incredibly trouble- 
some due to their wide variety of knockback Miracles such as Wrath 
of the Gods and Emit Force; they are also capable of casting Great 
Lightning Spear and Great Heal. A Small Yellow Burr will significantly 
mitigate the damage from their Lightning attacks and they are 
susceptible to poison via Poison Arrows or Poison Throwing Knives. 
These enemies are priority targets and should be eliminated as 
soon as possible due to their healing abilities and powerful ranged 
attacks 


HP Souls Rospawn 

er 
Forest Spirit (Staff) 560 600 Yes 
Forest Spirit (Sacred Chime) 560 600 Yes 


Probability Pago 


Bonfire Ascetic 401 


One of many travelers of the Dark Chasm of Old, identity 
unknown. This Dark Spirit takes the form of an lronclad with 
twin Great Hammers, which it uses with a rare and frighteningly 
powerful Dual Wield technique. 
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Strategy 
Encountered in the Black Gulch section of the Dark Chasm, the 
Abyss Ironclad is horrifically powerful due to its use of two Great 
Hammers in the Dual Wield stance. However, it is also quite slow 
and can be defeated with relative ease from a distance or via 
poison. Attacks from heavy weapons such as Ultra Greatswords 
will stun it; players should adjust their tactics according to their 
character's combat style. Its massive hammers will quickly crush 
a weak guard so attempting to block it with lighter shields is not 


recommended. 
He Souls __Rospawn Pago Page 
nn 
Dark Spirit: Abyss lronclad 2510 2400 No Ironclad Helm 370 lronclad Leggings 370 
Can heal vla Estus Flask Ironclad Armor 370 Drakekeeper’s Great Hammer 332 
Pruh tronclad Gauntiets 370__ _Drakekeeper's Great Hammer __ 332 
Bonfire Ascetic 5 401 


DARK SPIRIT - PRETENDER 
TO THE XANTHOUS THRONE 


A traveler of the Dark Chasm of Old, this Dark Spirit casts an 
unmistakable shadow and attacks with an array of deadly 
Pyromancy. But could it really be? 


Strategy 

Encountered in the Black Gulch section of the Dark Chasm, the 
Xanthous Pretender will assail the player using lethal Pyromancies 
such as Great Chaos Fireball, Great Combustion, Flame Swathe and 
Forbidden Sun. A shield with strong fire reduction will stop these in 
their tracks, as will a Small Orange Burr, at which point players can 
slaughter the Pretender with impunity as it has no means of attack 
other than fire damage. 


Souls" Respawn 


Great Chaos 


Dark Spirit: 2510 2400 No 
Pretender to the Xanthous Throne 


Can heal via Estus Flask 


Probability Page 
ee 
Bonfire Ascetie 5 401 
Page Page 
nn 
Xanthous Crown 377 Xanthous Walstcloth 377 
Xanthous Overcoat 377 Dark Pyromancy Fame 242 
Xanthous Gloves 377 ___Dark Pyromancy Fame 42 
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BN DARK SPIRIT IT ENEBROUS ROGUE 


One of many pilgrims 
wandering the Dark Chasm 
of Old, this unidentified 
Dark Spirit wields a 
Bandit's Knife and Mytha's 
Bent Blade; a tattered hood 
conceals its malevolent 
face. Who are these 
nameless explorers of the 
Dark, and what do they 
hope to gain when their 
pilgrimages reach an end? 


Strategy 

Appearing in the Shaded Ruins section of the Dark Chasm, this 

opponent will persistently attempt to break the player's guard with makes it vuinerable to all manner of attacks. It can be defeated most 
shove attacks followed by flurries of slashes from its Bandit's Knife easily by luring it toward one of the pits in this area and pushing it 

It will rarely bring the Mytha's Bent Blade in its other hand to bear in using consecutive weak swings. Like all residents of the Dark 

for long enough to inflict poison on the player and its low poise Chasm, it is also susceptible to Poison, 


HP Souls Respawn pago Pago 

nn 
Dark Spirit: Tenebrous Rogue 2510 2400 No Hexer's Hood 384 __Hexer's Boots 384 
Can heal via Estus Flask Hexor’s Robes 384 _ Bandits Knife 312 


Hexor’s Gloves 384 ___Mytha's Bent Blade 313 


Bonfire Ascotie 5 401 


An explorer of the Dark whose visage lies concealed by the 
monocle of Durgo's Hat. Whether this is in fact the legendary 
archer himself is uncertain — after all, what could so noble a 
hero hope to gain from lurking the dark depths? 
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Strategy 
Encountered in the Shaded Ruins section of the Dark Chasm, this 
spirit will attack from a distance with a powerful Compound Bow 
and draw a Shortsword at close range. He is easily thwarted by a 
shield and can be lured toward one of the pits, enabling players 

to simply push him in with a flurry of weak attacks. His low poise 
renders him vuinerable to all weapons light and heavy; he will 
sometimes attempt to dodge spells and projectiles by rolling, but 
backing him into a corner or against a ledge will allow ranged and 
magic-oriented characters to pin him down and prevent his escape 


He Souls Respava 

Dark Spirit: Underworld Deadeye 2510 2400 No Es Page 
Can heal via Estus Flask en 

Durgo's Hat 376 Leather Boots 360 

Probatlty Page Loather Armor 360 Compound Bow 47 

Bonfire Ascatic 5 401 Leather Gloves 360___Shortsword 314 


EN DARK SPIRIT - SHADOWVEIL ASSASSIN 


Yet another of the pilgrims traversing the Dark Chasm, its face is obscured IV 
beneath a shadowy hood. Its wicked and murderous armaments raise many 
questions about the intentions, and the sanity, of those who walk the Dark. 


Strate 

ERcolintsud in the section of the Dark Chasm accessed from head-on is best approached with sweeping horizontal swings to 
beneath Drangleic Castle. The Shadowveil Assassin is capable of prevent it from escaping and launching a counterattack; it is quite 
bypassing shielded defenses with its Shotel and is extremely ag- agile and spells with area of effect damage or tracking capability are 
gressive; however this can be used against it to lure it towards a pit recommended. Archer characters may have difficulty with this Dark 


and knock it in with weak attacks. Fighting the Shadovweil Assassin Spirit and in such cases are encouraged to push it off one of the 
nearby ledges. 


HP Souls Respawn Page Page 
nnen) 
Dark Spirit: Shadowvell Assassin 2510 2400 Desert Sorceress Hood 34 Desert Sorceress Sldrt 374 
Can heal via Estus Flask Desert Sorceress Top 34 Shatel 321 
Probabity en Desert Sorceress Gloves 374 ___Warped Sword 322 
ann 
Bonfire Ascotic 5 401 
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Strategy 
Encountered in the sec- 
tion of the Dark Chasm 
accessed via Drangleic 
Castle. This traveler of 
the Dark is capable of 
using a deadly multi- 

hit rapier technique 
which, in spite of its 
impressive execution, 

is easily blocked by a 
shield. Conveniently en- 
countered close to a pit 
in case you choose to 
so dispose of him, this 
enemy will strafe slowly 
around you before clos- 
ing in to attack and can 


Souls Respawn 
Dark Spirit: The Ghost of Princes Past 2510 2400 No 
Can heal via Estus Flask 
Probability Page 
Bonfire Ascotic 5 401 


Though at first glance this netherworld traveler might appear 
nondescript and mundane, its lightning-fast sword technique 
tells a different story. Who is this nimble warrior of shadow, and 
from whom did he learn this deadly art? The mysteries of the 
Dark Chasm are as numerous as the murderous eyes glinting 
from its shadowy corners. 


be struck with ranged attacks or magic as long as he is out of melee 
range or obstructed by terrain (or the lack thereof). 


Page Page 

mmm ne 
Elite Knight Helm 361 Elite Knight Leggings 361 
Elite Knight Armor 361 Ricard's Rapler 325 
Ellto Knight Gauntiets 361__ Target Shloid 349 


A pilgrim of the 

Dark Chasm whose 
striking resemblance 
to an old friend 
couldn't possibly be a 
coincidence… could it? 


Strategy 
Encountered in the 
section of the Dark 
Chasm accessed via the 
basement of Drangleic 
Castle, it uses powerful 
physical attacks and can 
block nearly anything 


HP Souls Respawn 


Dark Spirit: A Chip Off the Ol’ Roek 


2510 2400 No 


Can heal via Estus Flask 


Probability 


Bonfire Ascetic 5 401 
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thrown at it with its mighty Greatshield. Unfortunately for it, it is 
encountered in the immediate vicinity of a pit and can be pushed in 
with the greatest of ease; players attempting to fight it through other 
means will have a battle of attrition on their hands and are advised 

to roll sideways through the swings of its massive Great Hammer; 
Backstabs are effective, as are powerful spells when it is executing 
an attack and cannot guard. If all else fails, trusty Poison Throwing 
Daggers will eventually get the job done. 


Havel's Helm 377 _Havels Leggings 377 
Havel’s Armor 377 _Dragon Tooth 332 
Havel’s Gauntiets 377 ___Havel's Greatshleld 367 


EBOss - DARKLURKER 


An entity cloaked in complete and total mystery. It has been in the 
Dark Chasm since the dimension was first split asunder and its 
existence was unknown until now; the only thing that is certain is 
its hostility toward interlopers. What manner of unholy being is 
this, and from what great Darkness was it born…? 


Hellfire Barrage 
The Darklurker will create a fiery sphere above its head which will 
charge for several seconds and then release three large fireballs 

at the player. These have no tracking capability but are launched in 
succession and will target your current location To avoid them either 
dash to the side or roll forward through them. The fireballs inflict 
area of effect damage and can be blocked by a shield, but each one 
drains a large amount of stamina, and blocking all three consecu- 
tively will produce disastrous results unless using a shield with high 
Stability and fire reduction. 


Dark Soul Bomb 

The Darklurker will create a black sphere above its head; another 
black sphere will appear somewhere else on the battlefield, usually 
either above you or near the Darklurker. The Boss will throw a small 
black orb similar to the Affinity Hex into the sphere above its head; 
this will then emerge from the other sphere and fly towards the 
player, generating a large dark-based explosion when it connects. To 
avoid it, roll forward through it or dash away sideways. The timing 
required to roll through this attack is fairly precise and the explosion 
can be blocked by a shield with high Stability and strong darkness 
Dark Spear reduction, but the toll on Stamina will be severe. 

The Darklurker will launch a dark-based projectile resembling a 

smaller version of Soul Spear. This can be dodged by rolling to either 

side and can be blocked by a shield with high darkness reduction 
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Black Laser 

The Darklurker will ascend into the air and sweep a dark-based laser 
from the ground at its feet progressively higher and farther away 
from itself. It will generally project the beam in a straight line, but 
will adjust its aim slightly sideways to track the player. It is possible 
to strafe or dash away from the laser or simply stand behind the 
Darklurker when it uses this attack. The laser can be blocked with 

a shield whose darkness reduction and Stability are high, but even 
under the best of circumstances it will inflict tremendous Stamina 
damage. 


Abyss Blast 
The Darklurker will use this attack at close range. It will slowly cross 
its arms over its chest and then quickly spread them, generating 

a large dark-based explosion around itself which will inflict heavy 
damage. The explosion can be blocked but is almost guaranteed to 
fully deplete your Stamina; evading this attack is best accomplished 
simply by backing or rolling away. 


Dual Darkness 

When its health is reduced to between 50% and 60% the Dark- 
lurker will create a doppelganger of itself which acts identically to 
the original and will remain for the rest of the battle. Both share the 
same life bar and attacking either one will contribute to the overall 
damage the Boss has incurred; striking both simultaneously will add 
the damage received by each to the total, effectively doubling the 
effects of the attack. 


Shadow Blade 

When the player is in melee range of the Darklurker it will use a 
spell identical to Soul Greatsword except that its damage is dark- 
based. This can easily be blocked by a shield with high resistance to 
darkness; players can also roll under it or stand behind the Dark- 
lurker and avoid it completely. The Darklurker can execute a second 
swing of its energy blade, so you should be prepared to block or 
dodge the follow-up strike 


Strategy 

Melee characters should stand close to the Darklurker to bait 
Shadow Blade, as this is the best opportunity to strike. If the Boss 
begins using a ranged attack, such as Hellfire Barrage or Dark Soul 
Bomb, you should put as much distance between it and yourself 
as possible in order to make evading these attacks easier. Ranged 
characters and mages may find it easier to follow this strategy as 
well since it will minimize the Darklurker's use of its more danger- 
ous area-effect abilities. This Boss will periodically tum invisible 
and appear to teleport, but in fact can be targeted and damaged 
throughout the process. Dodge its attacks according to the move 
list above until the Darklurker's health drops to about 60%, at which 
point it will clone itself. 


At this juncture you may choose to lure both Darklurkers as close 
together as possible or separate them. Consolidating them accom- 
plishes two objectives: making it easier to keep track of the Bosses 
and evade their ranged attacks, and enabling you to hit both of them 
at once for essentially doubled damage. To keep both Bosses close 


to each other, you should remain within melee range and continue 
to bait Shadow Blade while waiting for opportunities to launch a 
counterattack. Mages should make use of area-effect spells and me- 
lee characters are advised to use wide, sweeping swings; ranged 
characters with no area-effect attacks will be forced to continue 
damaging the Darklurkers individually until they are defeated. 


Separating the Darklurkers is an alternative for ranged characters 
and players experiencing difficulty dealing with them in close prox- 
imity. This strategy eliminates the necessity of dodging attacks from 
both Darklurkers at once, but requires that the player monitor two 
opponents in separate locations. By drawing the Darklurkers as far 
apart as possible players can attack one at close range while dealing 
with its easy-to-dodge Shadow Blade and take evasive or defensive 
action when the distant Boss uses a long-range attack, The Dark- 
lurkers cannot be poisoned, so it will be necessary to inflict direct 
damage instead; patience and prudence are the keys to winning this 
challenging fight. 


HP Souls Respawn Parry Block Stamina Damage 
mmm mmm 
Darklurkor 5770 35000 No Dark Spear No Yes Light 
en Helinre Barrage No Yes Heavy 
Dark Soul Bomb No Yes Heavy 
et 100 397 Black Laser No ves Heavy 
Shadow Blade No Yes Light 
Abyss Blast No Yes Heavy 
Dual Darkness NA NA NA 
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AME+ OVERVIEW 


The first thing you need to be aware of when starting subsequent 
trips into Drangleic is that on each successive trip, you will both deal 
less damage to enemies, and take more damage when they hit you. 
On NG+ it starts with you dealing half the damage you did on the 
previous playthrough and taking 50% more; each of those figures 
will increase on subsequent playthroughs. What this means is that 
you'll generally have to play even more carefully when venturing into 
New Game+ and beyond, especially since things are not always the 
same as they were before. 


You'll notice subtle differences as you play, such as an increased 
number of consumables being picked up from the numerous 
corpses around the land, but there are also some very big changes. 
Numerous items can only be obtained on New Game+, and while 
many of them are better versions of items you could previously get, 
some of them are totally new and extremely powerful. On top of 
new items you'll also find that enemies are sometimes in different 
places, a general increase in the numbers of normal enemies, and 
new Dark Spirits being commonplace. 


HINGS BETWIXT 


Now Items 
ame | 

Falconer Helm 

Falconer Armor 

Falconer Gloves 

Falconer Boots 

Heavy Crossbow +5 

Imported Hood +5 

Imported Tunic +5 

Imported Manchettos +5 

Imported Trousers +5 

Shortsword +5 


Dropped by the Falconers 


Dropped by the Heavy Crossbow Dark Spirit 


Now Enemies 


‘Scattered around the clearing you start in 
At the far end of the starting clearing. 


Go through the second Fog Gate on the left after the Fire 
Keeper's hut, and after kicking the tree down and crossing 
the chasm, drop down the hole on the other side 


Falconers 
Dark Spirit Goblins 


Heavy Crossbow Dark 
Spirit 


It's important to remember, however, that you don't actually need 
to make it all of the way to New Game+ to see a lot of this extra 
content, thanks to the power of Bonfire Ascetics. Any time you 
come to an area where you like the sound of some of the New 
Game+ enemies or items, simply use a Bonfire Ascetic at a nearby 
Bonfire to raise the playthrough rating of the area. You can even do 
this while on New Game+ to access some of the items that would 
otherwise require you to reach New Game++. While most areas do 
either have new items or enemies, some remain largely the same 
and are not covered here. 


MAJUL 


New tems 
NN 
Moon Butterfly Shleld* _ Can be found in the chest inside Maughlin's shop 
Moon Butterfly Hat” 
Moon Butterfly Wings 
Moon Butterfly Cufts 
Moon Butterfly Skirt 
New Enemies 


Skeleton An additional Skeleton will take up rasidenoa in the basement of the 
lockad house for each playthrough you're on up to 8 


You need to spend over 15,000 Souls with Maughlin, and 
have defeated: Smelter Demon, Looking Glass Knight, 
Lost Sinner, Velstadt, the Royal Aegis, Throne Guardian and 
Throne Watcher 


FOREST OF f 


LLEN GIANTS 


Helde Knight Sword 
Helde Knight Greathelm 
Heide Knight Chainmall__Dropped by the Heide Knight 
Helde Knight Gauntiets 
Helde Knlght Leggings 

New Enemies 
Name | Location 
Dark Spirit In the ambush room full of Ballistae 
Dark Spirit Ironclad In the courtyard opposite the ambush room, 

near the Withered Giant 

Dark Spirit Ironclad Near the Soldier's Rest Bonfire 


Dark Spirit Hollow On the stairs leading up to the main Pursuer battle area, just 

Soldier „After passing through the Soldier Key door 

Dark Spirit x2 In the open area just before the King's Gate after obtaining 
the King's Ring 

HEIDE'S TOWER OF FLAME & CATHED BLUE 

New Enemies 


Old Knight «2 One of the Old Knights is at the back of the large circular 
room, and the other is near the exit on the right 

Dark Spirit On the path leading up to the Cathedral of Blue, shortiy after 
exiting the large circular room, 

Dark Spirit x 2 Further along the path leading to the Cathedral of Blue, just 
after going up the stairs 

Old Knight Near the switch that lowers the drawbridge to the 
Cathedral of Blue 

Dark Spirit Just In front of the Fog Gate leading to the Dragonrider boss 
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NO-MAN'S WHARF 

New Items 

Name Deals 
Stone Twinblade 
Old Knight's Shield 
Helm of Aurous 
Armor of Aurous 
Gauntiets of Aurous 
Leggings of Aurous 
Shadow Dagger 

New Enemies 

Name On | 
Dark Spirit On the deck of the ship 
Susplclous Shadows During the battie with the Flexile Sentry 


Each piece can be dropped by the Twinblade Dark Spirit 


Dropped by the Suspicious Shadows 


Helde Knlght Greathelm 


Helde Knlght Chainmall o by the Helde Knioht 
ropped nl 
Helde Knight Gauntiets 


Helde Knlght Leggings 


Miracle: Rosplendent on a corpse in the cel next to the Stakd's Cell Bonfire 


Govetous Gold Serpent optained upon deteating the Belfry Gargoyle 


Ring +2 

Crystal Soul Spear Trade the Old Paledrake Soul to Straid of Olaphis 

Blinding Bolt Trade the Old King Soul to Straid of Olaphis 

Fame Weapon Trade the Old Witch Soul to Straid of Olaphis 

Numbness Trade the Old dead One Soul to Straid of Olaphis 
Now Enomi 


Dark Spirit Undead At the top of the stairs just past the Exlle Holding Celis 


Jaller Bontre 
reld Just In ront of the chest containing the Antiquated Key 


At the bottom of the spiral staircase you reach shorty after 
defeating the Belfry Gargoyle 


At the top of the ladder In the room with the Pharros’ 
Contraption Just past the Antiquated Key door 


HUNTSMAN'S COPSE & UNDEAD PURGATOR 


Now Items 


Chloranthy Ring +2 Obtalned upon defeating the Executioner Chariot 
Clear Bluestone Ring +2 Obtained upon defeating the Skeleton Lords 


Dark Spirit Stray Dog x2 
Dark Spirit Stray Dog 


New Enemies 


Dark Spirit Artificial On the roof of the building just past the cave with 


Undead the Great Moths 
Along the path just before the bridge leading to the 
Dark Split Torturer 4 ___\ndaad Purgatory 


Dark Spirit Artificlal 
Undead 


On the narrow path Just ahead of where Merclless 
Rowena invades 


IARVEST VALLEY 


Now Items 


Eng Silver Serpent _optained upon defeating Mytha, the Baneful Queen 


Now Enemies 


Dark Spirit Artificial In the area that features a large number of Artificial Undead, 
Undead just past The Mines Bonfire 

Dark Spirit Artificlat In the small alcove full of items behind the boarded up area 
Undead that a Horseman breaks through 
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EARTHEN PEAK 


New Enemies 


Grave Warden On the opposite side of the first narrow bridge you come to 
after passing the Lower Earthen Peak Bonfire 

Grave Warden In the room containing the Pharros' Contraption near the 
Upper Earthen Peak Bonfire 

Grave Warden Along the path leading to the Fog Gate you have to pass 


through to face Mytha, the Baneful Queen 


E PIT 


New tems 
Dingy Hood +5 
Dingy Robe +5 
Dingy Cuffs +5 
Blood-Stalned Skirt +5 


Dropped by Dark Spirit: The Forlorn Sister 


New Enemies 
Name | Location 


Dark Spirit: The Forlom _Along the dead end path at the end of the area where 


Sister and Greatsword _ you drop down and get attacked by the Red Core Undead 
Dark Spirit Citizens 
New Items 

Dingy Hood +5 

dert Dropped by Dark Spirit: The Forlom Sister 

Dingy Cuts +5 

Blood-Stalned Skirt +5 
New Enemies 

Name | Location 


Dark Spirit: The Forlom _Along the dead end path at the end of the area where 
Sister and Greatsword _ you drop down and get attacked by the Red Core Undead 
Dark Spirit Citizens 


THE GUTTER 


New tems 


ULCH 


Old Dead One Soul Obtained upon defeating The Rotten 


IRON KEEP & BELFRY SOI 


New Items 

Dragonrider Helm 

Dragonrider Armor Can be purchased from Magerold after defeating 
Dragonrider Gauntiets _ the Dragonriders in Drangleic Castle 
Dragonrider Leggings 

Old King Soul Obtained upon defeating the Old Iron King 

New Enemies 
Name | Location 
Dark Spirit Alonne In the room containing the Iron Key near the 
Knight Captain start of the area 
Dark Spirit Alonne Below the end of the path on the left side of the 
Knight Captain first large lava filled room 
Dark Spirit Alonne Just inside the doorway near where you pick up the Dull 
Knight Ember 


Dark Spirit Alonne 
Knight Captain 2 


Inside the central furnace room that requires you to 
turn a valve to enter 


Dual Avelyn Dark Spirit __ The rooftop section of Belfry Sol 
Dark Spirit Alonne At the end of the moiten rock path In the large room just 
Knight past the bridge guarded by the two Iron Clads 

Dark Spirit Alonne 

Knight Captain On the stairs leading up to the roof section of F2 

Dark Spirit Alonne On the narrow metal beam near the smelting pot where you 
Knight get the Gold Covetous Serpent Ring 

Dark Spirit Just before you climb the ladder up to the 


Eygil's Idol Bonfire 


SHADED WOODS 


Southem Ritual Band +2 Obtained upon defeating Scorploness Najka 


Gower's Ring of Pick from a corpse along the right-hand side of the mist 
Protection filed forest area 
Now Enemies 


Name | Location 


Dark Spirit Goblin On the path leading up to the Shrine of Winter 


BRIGHTSTONE COVE TSELDORA & 
LORD'S PRIVATE CHAMBERS 
New Items 
Name Dee eee 
Chaos Blade Trade the Old Witch Soul to Weaponsmith Omnifex 
Moonlight Greatsword _ Trade the Old Paledrake Soul toWeaponsmith Ornifex 
Dragonslayer Greatbow Trade the Old King Soul to Weaponsmith Ornifex 
Crypt Blacksword Trade the Old Dead One Soul to Weaponsmith Ornitex 
Old Paledrake Soul Obtained upon defeat the Duke's Dear Freja 
New Enemies 


Fanged Beasts Near the Royal Army Campsite Bonfire 


The Duke's Dear Freja __She'l crawl up the cliff just past the boulder trap, and you'll 
have 30 seconds within which to damage her. After that 
she'l retreat back down and any damage you dealt will carry 
over into the real fight. 


In the narrow corridor you reach by golng through the hidden 
door Just before the Prowiing Magus battie 


In the room above the Lower Brightstone Cove Bonfire 


Dark Spirit Dark Cleric 


Dark Spirit Parasito 
Spiders x2 


Dark Spirit 


In the same area as the Porcine Peasant Dark Spirit, just 
before crossing the wooden bridge above the spikes. 


SINNER'S RISE 


Now Itoms 


Old Witch Soul Defeat the Lost Sinner 


Now Enemies 


Dark Spirit Red Core Just past the area with all of the Enhanced Undead 
Undead Citizen 


Dark Spirit Undead Standing outside each of the rooms you can enter to ignite 
Jat 


the black liquid before facing the Lost Sinner 
During the battle with the Lost Sinner 


Dark Splrit Pyromancer 
2 


New Enemies 

Name [Location 

Dark Spirit Just outside the castle gates 

Royal Swordsmen x4 __ Groups of 4 instead of 3 wlil spawn while you try to open 
the castle gates 

Pursuer 2 In the throne room behind Chancellor Wellager 

‘Alone Knight Captain _An additional Alonne Knight Captain Is up on the mezzanine 

2 of the great hall lines with Primal Knight statues 

Dark Spirit In the room at the top of the tower that requires 
the long elevator ride 

Dark Spirit x2 Just outside the King's Gate after obtaining the King's Ring 


KING'S PASSAGE & SHRINE OF AMANA 


New tems 


Ring of Steel Protec- Recelve upon defeating the Looking Glass Knight 


tlon +2 
New Enemies 

Name | Location 

Dark Spirit Near the set of ruins that lead off to the Door of the Living 
UNDEAD CRYPT 
New Items 


Royal Soldier's Ring +2 Obtained upon defeating Velstadt, the Royal Aagis 
New Enemies 


Name | Location 

Imperlous Knights x2 In the room full of Leydia Witches just past the 
undead Crypt Entrance Bonfire 

Wall Warrlor x2 After dropping down off the bridge near the two Royal 


Guard, you'Il find the first one on the along the wall at the 
bottom. The second will attack you as you climb the ladder 
out of that area 


ALDIA'S KEEP 


2 
Lj 
E 
= 
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Monastery Headeloth 


Monastery Longshirt each piece can be dropped by Dark Spirit 
Monastery Long Gloves The Painting Protector 
Monastery Skirt 


Name [Location 


Dark Spirit: The Painting Behind the painting opposite the door that requires 
Protector the Aldia Key 


SHRINE OF WINTER & DRANGLEIC CASTLE 

New Items 

ame De | 
Helde Greatiance 
Helde Knight Greathelm 
Helde Knight Chalnmall 
Helde Knight Gauntlets 
Helde Knight Leggings 
Crescent Sickle 
Curved Twinblade 
Spirit Tree Shield 
Bountiful Sunlight 
Wrath of the Gods 


Dropped by the Heide Knight 


Can be purchased from Chancellor Wellager after defeating 
the Looking Glass Knight on NG++ 


Great Chaos Fireball 
Ring of Blades +2 Obtained upon defeating The Pursuer 
Washing Pole Obtained upon defeating The Pursuer on NG++ 


Great Magic Barrier On acorpse under the stairs of the room just beyond the 


room full of Ruin Sentinels near the King's Gate Bonfire 


MEMORIES Of 


New tems 


THE ANCIENTS 


Ring of Glants +2 Obtained upon defeating the Glant Lord in Memory of Jeigh 
THRONE WANT 

New items 

Name Detalls 


Recelved upon defeating the Throne Watcher and 


Ring of the Evll Eye+2__rone Defender 
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TROPHY/ACHIEVEMENT GUIDE 


GAME PROGRESSIO 


On your quest through Drangleic to flee your cursed destiny as an 
Undead, you will complete these events naturally, unlocking the 
Achievements/Trophies as you go. While you can attempt many of 
them in no particular order, it is highly recommended that you follow 
the order in the Area Guide. 


Achievement/Trophy Details 


ë 


Ps3 | Xbox 360 | Description 


En SeltRecollection Bronze 106 Heede andsetout 
ral Last Glant Bronze 106 Defeat the Last Glant 
pe) Guieh Bonfire mer Oz nn 
2} lron Koop Bonfire _ Siver 206 Kas kenton kaai 
40) Brightstone Bonfire siiver 206 eerdere 
€) SinnorsBontre _ Sier _ 206 _ gonne prmalBonfke In 
rä ted es Siver __20G _ Defeat Looking Glass Knight 
ra King's Ring Sitver ___20G __Acqulre the King's Ring 
a) Anclent Dragon Silver 206 Acquire Ashen Mist Heart 
va The Helr Gold 100G See the ending 


Self Recollection 

You'll unlock this after completing the creation of your first charac- 
ter. After starting the game, carry on to the Fire Keeper's Hut and 
finalize the creation of your character, selecting a name, class and 
starting gift at the bare minimum. Once you regain control of your 
character, you'll unlock this Achievement/Trophy. 


Last Giant 

This Achievement/Trophy is unlocked by defeating the first major 
boss of the game, the Last Giant. He can be found in the Forest of 
Fallen Giants. For more details about where he can be found and to 
find out exactly how to beat him, see PO60. 


Gulch Bonfire 

Upon defeating The Rotten in the Black Gulch area and claiming its 
Soul, you'll be able to access a large cavern behind the boss room. 
You'll find a Primal Bonfire inside; light it to unlock this Achievement/ 
Trophy. See P163 of the Area Guide to see exactly when and where 
this takes place. 
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Iron Keep Bonfire 

After besting the Old Iron King in the bowels of the Iron Keep, head 
inside the hut near where the battle took place. At the back, you'll 
find another Primal Bonfire. For more details, see P177. 


Brightstone Bonfire 

Once you find and defeat The Duke's Dear Freja and claim its Soul, 
proceed onwards to the next chamber. You'll eventually find the 
Primal Bonfire, but this one is defended by a strong foe known as 
the Body of Vengarl. Defeat it and light the Bonfire to unlock the 
Achievement/Trophy. See P217 for more details. 


Sinner’s Bonfire 

After proceeding through Sinner's Rise and defeating the Lost Sin- 
ner, you'll find another Primal Bonfire in the rear chamber behind the 
tattered cloth. Light the Bonfire to unlock the Achievement/Trophy. 
See P232 for more details. 


Looking Glass Knight 

Once you gain access to the King's Passage in Drangleic Castle, 
you will soon come face to face with the Looking Glass Knight, who 
guards the lift that takes you to the Shrine of Amana at the end of 
the passage. Defeat him to unlock this Achievement/Trophy. See 
P248 for more details. 


King’s Ring 

After journeying through the Undead Crypt, you will eventually find 
King Vendrick himself. Whether to fight him is up to you, but be sure 
to pick up the King's Ring from the back of this chamber to unlock 
this Achievement/Trophy. See P264 for more details. 


Ancient Dragon 

Reaching the top of the Dragon Shrine and battling past its many 
defenders, you will finally encounter the majestic Ancient Dragon. 
Speak to it to receive the Ashen Mist Heart, which will allow you 
to explore the memories of withered things, and also to unlock this 
Achievement/Trophy. See P286 for more details. 


The Heir 

Defeating the true form of Nashandra won't just result in you fulfill- 
ing your destiny as the chosen undead; it will allow you to unlock 
this Achievement/Trophy after you've viewed the ending. 


COMPLETIONIST 


Achievement/Trophy Details 


Ps3 Xbox 360 | Description 


The Completionist Achievements/Trophies will take up the bulk of L/| . we pn gog _Reinforce a weapon to 
your time to unlock. Thanks to Bonfire Ascetics, you can get all of mnd Ö Its limit 
these items in one playthrough, so even the rarest of items can 7 
be farmed to some extent. Many of them require some interaction | Gesture Maestro Silver 506 Learn all Gestures 
with an NPC; remember that if you kill one for whatever reason, you 
can usually revive them from their gravestone. If you have made È 
them hostile towards you, you can also get Cromwell the Pardoner aen aen ha am en oenen, 
to forgive your sins and restore neutrality. 
Master of Miracles Siver 30G __Leam all Mracles 
Master of Pyromancy Silver 30G Learn all Pyromancies. 
Mastor of Hoxos Siver 30G __Leam all Hexes 
Supreme Weapon 5 î Rointore t | Matertais | Souts | Matertat Dropped By | Enemy Location 
As soon as you gain access to Blacksmith Leni- Ee EN ao en 
grast and have the relevant materials and Souls, __…tengsworde1__ 1 Titanite Shard ‚„Hervont Valen Ohors 
you can unlock this Achievement/Trophy. Be Longsword+2 _ 2Titanite Shards 630__Undead Peasant ‚ Brightstone Cove Tseldora 
advised that you should upgrade a normal piece Longsword+3 _ 3Titanite Shards 750 _ Undead Steelworker Earthen Peak, Others 
of equipment that only requires Titanite Shards “ Brightstone Cove Tseldora, 
for the initial upgrade if your only intention is to Lougsworde4 1 LargeTRanite Shard_ 1000 _ Parnalte Splcte Others 
unlock the ctavorment moet, since more rare tongsword+5 _2LargeTitanite Shards 1130 Undead Poasan t Brightstone Cove Tseldora 
equipment requires harder-to-find materials. The _ “ongswords6 3 Large Tianite Shards 1250” Bel ke “Beit are 
table below shows the requirements for fully eneen Eras crank oi ibo U en 8 ee m, me jrs 
upgrading a typical early game weapon — in this ee hen maal „Brtahtstone Cove Taeldors 
example, a Longsword. Remember that the Longsword+8 _ 2 Titanite Chunks 1690__Coel Tar „Black Guk 
enemies listed are not the only ones that drop Longsword+9 _ 3 Titanite Chunks 1750__Gyrm Warrior „Doors of Pharos 
the needed materials, but are recommended Longsword+10 1 Titanite Slab 2000 _ Stone Soldier Dranglelc Castle 


because they are easy to find and farm. 


Gesture Maestro 

This Achievement/Trophy will require you to find every Gesture in the game. While you 
will start off with 8, the rest must be learned from NPCs you will meet along your journey. 
Check out the table to see where to get them all, and how to get the NPCs in question to 
teach you them. 


Name | Location | Acquisition Detalis | Page Name 
Point None Owned by default None 
Joy 
À| Iwon't bite None Owned by default None 
Warmup 
Bow None _Owned by default None 
4] Wave None __Owned by default None 
Hurrah! 
A) Pumpedup None Owned by defauit None 
This 
| Warcry None ___Ownedby default None assen 
Have 
A Rlghty-hol_ None Owned by default None ri 
Prostration 
Noway None Owned by default None 
Can be learned from Crestfallen Saulden 
when you first enter Majula by going through Decapitate 
4] Welcome _ Malla ap of nis dialogue and galning accesstohis “20 
menu. 
After acquiring a Token of Fidelity, speak with 
Duelbow _ Cathedral Blue Sentinel Targray; once you go through 409 Mock 
of Blue _ all of his dialogue and can access his menu, 
_you'l be able to leam the Gesture. _ 
Unlock the door to the room containing Praise the 
Hunts-_ the Undead Lockaway Bonfire and next to Gan 
FstPump man's __ it you'Ilfind Creighton the Wanderer; go aa 
Copse __ through all of his dialogue to get the option 


to learn the Gesture. 


| Location | Acquisitton Detalis 


Majula 


| Page 


After un-petrifying Rosabeth of Melfla just 
before the Shaded Woods, go back and 
speak to Benhart of Jugo. Go through his 
dialogue until you get the option of learning 
the Gesture. 


Equip the Ring of Whispers which can be 
purchased from Sweet Shalquoir in Majula 
and speak to Manscorplon Tark, then speak 
to him again after defeating Scorploness 
Naka. 


413 


416 


After acquiring the Ashen Mist Heart from 
the Ancient Dragon, use it to access the 
Memory of Vammar. Speak to Captain Drum- 
mond in the memory and exhaust dialogue 
to learn his Gesture. 


417 


‘Speak to Chancellor Wellager on the stairs 


Just inside the main entrance until you get 
the option to leam the Gesture. 


Approach and speak to Grave Warden Agda- 
yne without having a Torch lit, and learn the 


Gesture from him. 


Upon encountering Laddersmith Gilligan at 
Earthen Peak and paying him 2000 Souls, 
you can learn the Gesture. Or, learn it from 
him after he has moved to Majula. 


429 


“Speak to the Head of Vengarl who can be 


found In a clearing in the Shaded Woods. 
Learn Gesture after going through all 


„dialogue. 


Find the petrified Straid of Olaphis In a cell in 
Lost Bastille. Use a Fragrant Branch of Yore 
to free him. Speak to him to get option to 
learn his Gesture. 


You can learn this Gesture at the Altar of 
Sunlight without having to rank up the 
Covenant. 


419 
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Master of Sorcery 

This Achievement/Trophy will require you to 
find every Sorcery in the game. Check out 
the table to see where to get them all. For 
more information, check out the Area Guide 
(P030) to see where an item or NPC is, or 
the NPC section (P408) to find out how to 
access their items. 


Acquisition Details 


Purchased from Merchant Hag 


Soul Arrow __Melentia/Carhillon of the Fok 
Magerold of Lanafir 
Purchased from Carhillon of 
Al the Fold/Magerold of Lanafir or 
found in Forest of Fallen Glants 
Heavy Soul___Purchased from Carhillon of 
Arrow the Fold/Magerold of Lanafir 


Great Heavy _ Purchased from Carhillion of 


Soul Arrow _ the Foki/Magerold of Lanafir 
Homing Soul _ Purchased from Strald of Ola- 
Arrow phisWeaponsmith Omiex 
eid Trade with Strald of Olaphis 
prees using Ruin Sentinel Soul 
Purchased trom Weaponsmith 
Homing 
Seuimeas ___Omifex or found In Shaded 


Woods 


Homing Crys- 
tal Souimarg Found In Shrine of Amana 


Ds 5e In on Is se Se os) 


Master of Miracles 

This Achievement/Trophy will require you to 
find every Miracle in the game. Check out 
the table to see where to get them all. For 
more information, check out the Area Guide 
(P030) to see where an item or NPC is, or 


Name | Acquisition Detalis 


ú 


Name Acquisition Detalis 


Purchased from Grave 
‘Soul Spear _ Warden Agdayne or found in 
Huntsman's Copse 
Trade with Straid of Olaphis 
Fl Soul__ sing Old Paledrake Soul 
(New Game+) 
Purchased from Carhillon 
Shockwave of the Fold 
Soul Spear Purchased from Carhillion 
Barrage of the Fold 
Trade with Strald of Olaphis us- 
Soul Shower ‚ng scorploness Najka Soul 
Soul Great- 
Peri Found In Drangleic Castle 
Purchased from Grave Warden 
SoulVortex _ Agdayne or found in The Piy 
Brightstone Cove Tseldora 
SoulBolt ___Found in Drangieic Castie 
Soul Geyser _ Found In Aldia's Keep 
Magic Purchased from Carhlilion 
Weapon of the Fold 
Reward for reaching Rank 1 In 
the Company of Champions 
Ween Covenant or purchased from 
Royal Sorcerer Navaan or 
found In The Gutter 


Reward for reaching Rank 3 In 
Blue Sentinels Covenant or pur- 
chased from Chancellor Wellager 
(New Game++) 


Bountitui 
Sunlight 


Caressing _Purchased from Licia of Lindely 


the NPC section (P408) to find out how to 5 Prayer Cromwell the Pardoner 
access their items. 
Purchased from Licia of Lindelt/ 
EE SE 
Purchased from Merchant Hag, S 
Heal Reward for reaching Rank 2 in 
D entend Wrath of ___Blue Sentinels Covenant or pur- 
i the Gods _ chased from Chancellor Wellager 
(New Game++) 
Med Heal Purchased from Licia of Lindelt 
, Purchased from Blue Sentinel 
Emit Force _ Targray/Cromwell the Pardoner or 
Great Heal found in No-Man's Wharf 
Excerpt Purchased from Licia of Lindelt 
Purchased from Cromwell the jd Heavenly __ Purchased from Blue Sentinel Tar- 
Great Heal _Pardoner or found in Grave of Thunder gray/Cromwell the Pardoner 
Saints 
Lightning _Purchased from Licia of Lindelt or 
Soothing _irvade and defeat Licia of Lindelt Spear found in Harvest Valley 
Sunlight 
a ‘Avallable for purchase from, 
Replenish- __ Purchased from Licia of Lindel Ughtning Vats bl on fer defatng 
ment Cromwell the Pardoner Spear Undead Ci EDE, ie 
Purchased from Strald of Olaphis/ eachi 
Gente _ teef Lindelt or found in Lost Spaar zi ef Kors orine Sn Conner 
Bastille (New Game +) 
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Name | Acquisition Detalis 


Crystal Magie 
Weapon 


Strong Magic 
Shleld 


Yeam 


Hush 


Fall Control 


Hidden 
Weapon 


Repalr 


Cast Light 


Chameleon 


Unleash 
Magic 


% 


Guldance 


Sacred 
Oath 


Unvell 


Sunlight 


Found in Dragon Aerle 


Purchased from Royal Sorcerer 
Navlaan/Straid of Olaphis or 
found in Drangleic Castie 


Purchased from Carhillion 
of the Fold 


Reward for reaching Rank 2 In 
the Way of Blue Covenant or 
found In Lost Bastille 


Purchased from Weaponsmith 
Omifex/Magerold of Lanafir 


Reward for reaching Rank 2 in 
the Bell Keeper Covenant 


Found in Shaded Woods 


Purchased from Darkdiver 
GrandahyStraid of Olaphis 


Found In Harvest Valley 


Recelved from Royal Sor- 
cerer Navlaan after glving Aged 
Feather for fourth 
assassination, 


Purchased from Stone Trader 


Chloanne/Grave Warden Agdayne 


Trade with Strald of Olaphis for 
Old King Soul (New Game) 


Purchased from Head of VengarV 
Felkin the Outcast 


Purchased from Chancellor 


Wellager or found In Aldia's Keep/ 
Drangleic Castle 


Purchased from Licla of Lindelt 


Purchased from Licia of Lindelt 


Trade with Straid of Olaphis using 
Soul of Velstadt 


Purchased from Straid of Olaphis 


Purchased from Cromwell the 
Pardoner 


Avallable for purchase from 
Straid of Olaphis after defeating 
Velstadt or found In Shrine of 
Amana 


Master of Pyromancy 
This Achievement/Trophy will require you to 
find every Pyromancy in the game. Check 
out the table to see where to get them all, 
For more information, check out the Area 
Guide (P030) to see where an item or NPC 
is, or the NPC section (P408) to find out 
how to access their items. 


Name Acqu jetalls 


Purchased from Rosabeth of 
Melia after she moves to Ma- 
Fireball Jula or dropped by Salamander 
In Forest of Fallen Glants or 
found In No-Man's Wharf 


Purchased from Rosabeth of 
Melfia after she moves to Ma- 


re orn lula or dropped by Salamander 
In Forest of Fallen Glants 

Graat Dropped by Salamander In For- 

Frobalt est of Fallen Glants or found in 


Brightstone Cove Tseldora 


Reward for reaching Rank 3 In 
Graat Chaos _ Brotherhood of Blood Covenant 
Freball or Purchased from Chancellor 

Wellager (New Gamne++} 


Purchased from Titchy Gren or 
dropped by Polsonous Hom 
Beetle In the Gutter or found In 
Drangleic Castie 


Frestorm 


Dropped by Guardian Dragon In 
FreTempest Dragon Aerle or found in Shrine 
of Amana 


Chaos Storm Found in Iron Keep 


Purchased from Rosabeth 
of Melfla after she moves to 


Combustion _\sajuta or found In Huntsman's …, 
Copse Name | Acquisition Detaiis 
Graat Purchased from Titchy Gren or Hel Trade with Strald of Olaphis 
Combustion found in Drangleic Castle en using Glant Lord Soul 
Purchased from Titchy Gren 
FreWhip___ or dropped by Bell Keeper Mersed Bar: round in Doors of Pharros 
Phantom in Belfry Sol 
Purchased from Rosabeth Trade with Straid of Olaphis 
Polson Mist__ of Melfla after she moves to Master of Hexes Numbne using Old Dead One Soul (New 
Majula This Achievement/Trophy will require you to Game+) 


acquire every Hex in the game. Check out 
Trade with Straid of Olaphis us- the table to see where to find them all.For 
Ing Royal Rat Vanguard Soul more information, check out the Area Guide 

(P030) to see where an item or NPC is, or 
AeldSurge _ Tede with Strald of Olaphis us- the NPC section (P408) to find out how to 


Scraps of Purchased from Cromwell the 


Toxle Mist Lite Pardoner or found In the Gutter 


Darkstorm Purchased from Darkdiver Gran- 


Ing Royal Rat Authority Soul access their items. dahi/Magerold of Lanafir 
Ungering __Purchased from Svald of Na Acquisition D, Reward for reaching Rank 1 
Olaphis or dropped by Undead Rosonant __ in Pilgrims of Dark Covenant 
Fame Purchased from Felkin the Out- 
Jaller In Lost Bastille Biot: onvandoromnaDeidher Soul @r purchased from Felkin the 
bss Purchased from Strald of Ola- Grandahl amer 
\eward for reaching Ran 
Swathe Prertorne Mebel 90l Kaeper Purchased from Darkdiver Gran- Great Reso- _ in Pilgrims of Dark Covenant 
Dark Hall dahi/Straid of Olaphis/Magerold nant Soul or purchased from Felkin the 
t fi 
Foriagen _ Aocohes en por Sorcer of Lanafie Outcast 
ia Staff for third assassination eins Purchased from Straid of Ola- au Reward for reaching Rank 3 in 
: 9 __phis or found in the Gutter Plorims of Dark Covenant 
a Trade with Straid of Olaphis 
using Old Witch Soul (New 
Weapon Purchased from Straid of 
Game +) Affinity Olaphis or dropped by Kobold of ver rrd 
Purchased from Rosabeth Aldia's Keep 
Hash Sweat _ of Melfa after she moves to 
Majula Dead Again _ Purchase from Stone Trader Resonant __Purchased from Felkin the 
- Chloanne after move to Malula Weapon ___Outcast 
a Purchased from Rosabeth 
P, PE tronresh __ of Melfa after she moves to 
1 Majula parkweapon Purchased from Felkin the Litedrain ___ Trade with Straid of Olaphis 
PON Outcast Patch using Darklurker Soul 
Purchased from Grave Warden 
Warmth Agdayne or dropped by Corpse 
Rat In Grave of Saints Whisper of Profound _Purchased from Darkdiver 
Despair Found In Grave of Saints sui Grandahl 


Immolation _Found in Iron Keep 
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COVENANTS 


Just like the original Dark Souls, there are numerous Covenants dotted around 
throughout the game that you can join. Unlocking these Achievements/Trophies doesn't 
require you to do anything other than join each of the Covenants. Remember you can 
speak to Sweet Shalquoir in Majula to keep track of which Covenants you have joined. 


Achievement/Trophy Details 


Nam, |__Ps3 Xbox360 
B Covenant of the Meek Bronze 106 
iel Covenant of the Fittest __ Bronze 106 
|P) Protector Covenant Bronze 106 
Clangorous Covenant Bronze 106 
Sanguinary Covenant Bronze 106 
Brillant Covenant Bronze 106 
Gnawing Covenant Bronze 106 
Abysmal Covenant Bronze 106 
Covenant of Anclents Bronze 106 
Solfless Glver Gold 506 


Description 


Discover the Covenant of the meek 


Discover the Covenant of the fittest 


Discover the Covenant of the protectors 


Discover the clangorous Covenant 


Discover the Covenant of the bloodthirsty 


Discover a most brilliant Covenant 


Discover the Covenant of rodenits 


Discovery the abysmal Covenant 


Discover an ancient covenant 


Maxout devotion to covenant 


Clangorous Covenant 


Gnawing Covenant 


Location Majula 
Covenant Name _ Way of Blue 
NPC/Altar Saulden 
Page Ret. P420 


Speak to Saulden, the crestfallen warrior 
at the top of the stairs past the Emerald 
Herald in Majula. Go through his dialogue 
until he eventually offers to let you join the 
Covenant. 


Covenant of the Fittest 


Location Majula 
Covenant Name Company of 

Champions 
NPC/Altar Victor's Stone 
Page Ret. Pa19 


Examine the Victors Stone at the top of the 
stairs in Majula next to the path that leads 
to Heide's Tower of Flame to get the option 
to join the Covenant. 


Protector Covenant 


Location Belfry Luna/Belfry Sol 
Covenant Name _ Bell Keeper 
NPC/Altar “Bell Keeper 

Page Rot. “P422 


Simply speak to the Bell Keeper NPC that 
is stationed at the entrance to both Belfry 
Luna and Belfry Sol repeatedly to get the 
option to join the Covenant. 


Sanguinary Covenant 


Location Undead Purgatory 
Covenant Name _ Brotherhood of Blood 
NPC/Altar „Titchy Gren 

Page Ret. P421 


After defeating the boss in the Undead Pur- 
gatory, speak to Titchy Gren, the NPC next 
to the Bonfire there, while you have a Token 
of Spite in your inventory. Respond affirma- 
tively to all his questions and he will let you 
join the Brotherhood of Blood Covenant. 


Brilliant Covenant 


Location Cathedral of Blue 
Covenant Name _ Blue Sentinels 
NPC/Altar Blue Sentinel Targray 
Page Ref. P420 


Location Harvest Valley 
Covenant Name _Heirs of the Sun 
NPC/Altar „Altar of Sunlight 
Page Ret. Pa19 


Speak to Blue Sentinel Targray, who stands 
on a balcony after the boss in the Cathedral 
of Blue, while you have a Token of Fidelity in 
your inventory and you will get the option to 
join the Covenant... 


Follow the side path just before the en- 
trance to the Earthen Peak in Harvest Valley 
to find the Altar of Sunlight. Kneel at it to 
get the option to join the Heirs of the Sun 
Covenant. 
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Location Grave of Saints/Doors 


of Pharros 
Covenant Name _ Rat King 
NPC/ Altar Rat King 
Page Ref. Pa21 


You can find the Rat King in the two loca- 
tions mentioned in the table, Speak to him 
while you have a Rat Tail in your inventory to 
get the option to join his Covenant. 


Abysmal Covenant 


Location, ‘Shaded Woods/Black 
Gulch/Drangleic Castle 

Covenant Name _ Pilgrims of Dark 

NPC/ Altar Darkdiver Grandahl 

Page Ref. P423 


To join this Covenant, you must find and 
speak to Darkdiver Grandahl in the three 
locations noted in the table. You can do so 
in any order you wish. After speaking him in 
the third location, you will get the option to 
join the Covenant. 


Covenant of the Ancients 


Location Iron Keep 
Covenant Name _ Dragon Remnants 
NPC/ Altar Magerold of Lanafir 
Page Ref. P422 


Make sure you have a Petrified Egg in your 
inventory when you speak to Magerold of 
Lanafir (in Iron Keep) and he will ask to have 
it. Give it to him, and then speak to him 
again to get the option to join the Covenant. 


Selfless Giver 

For most players playing through the single player mode of the 
game through to the end, joining the Way of Blue will be enough for 
you to max out your devotion to the Covenant. This is because even 
Al controlled Dark Spirits that are guaranteed to invade you, even 
while offline, count towards the requirements to rank up this Cov- 
enant. You will easily kill more than 10 before the end of the game, 
thus ensuring you maximize your devotion to the Covenant. 


The Pilgrims of Dark Covenant is also a good option for players 
that will mostly play offline. Since it only requires the completion 
of three short events to maximize your devotion, this can be done 
easily as soon as you find Darkdiver Grandahl in all three of his 
locations. See P423 for more details. If you wish to maximize your 
devotion to a different Covenant, check out the requirements for 
doing so in the table. 


Achievement/Trophy Details 


Name | Rank 1Req. | Rank 2 Reg. | Rank3 Reg. | Oftering Reg. 


Way of the Blue 1 5 10 Kill invading Phantoms 
‘Company of Champlons 10 25 50 Offer Awestones 

Blue Sentinels 50 150 500 _Offer Tokens of Fidelity 
Bell Keeper 10 30 100 Kill Belfry invaders 
Brotherhood of Blood 50 150 500 Offer Tokens of Spite 
Helrs to the Sun 10 20 30 Offer Sunlight Medals 
Rat King 1o 20 35 Offer RatTails 
Pligrims of Dark Event Event Event _NA 

Dragon Remnants 10 20 30 Offer Dragon Scales 


MISCELLANEOUS 


These Achievements/Trophies don't fall into any of the previous 
categories, and most of them involve interacting with NPCs in vari- 
ous ways. Be sure to check out the NPC section of the quide for 
additional details should you require them. 


This is Dark Souls 

Rest assured, you'll get this Achievement/Trophy hundreds of times 
in the course of a normal playthrough! Try to die near a Bonfire if 
you are just trying to get the Achievement/Trophy so you can quickly 
retrieve your Souls, 


Smith for Life 

After finding the Dull Ember in the Iron Keep, give it to Steady Hand 
MeDuff in the Lost Bastille to gain access to his shop menu. Once 
you've spent a total of at least 14000 Souls for his various services, 
select the talk option in his menu. He will give you an item as 
thanks and you will unlock the Achievement/Trophy. 


Garrulous Miser 

After you've met Laddersmith Gilligan at Earthen Peak and spoken 
to him so he moves to Majula, visit him there. Pay him to set his 
most expensive ladder down. Once you've done this, select the talk 
option from his menu to receive a reward and unlock this Achieve- 
ment/Trophy. 


Change of Clothes 

After you've un-petrified Rosabeth of Melfia near the door at the 
entrance to the Shaded Woods, speak to her again. Eventually, 
she will ask a favor; a donation of clothes. Give her some of your 
old equipment that you don't need any more and you'll unlock this 
Achievement/Trophy after you do. 


Gathering of Exiles 

As you progress through the game, you'll meet numerous friendly 
characters on the way that will eventually move to Majula to offer 
their services to you, if you meet certain conditions. The table below 
shows which of these NPCs will move to Majula and what you have 
to do to facilitate the move. 


Achievement/Trophy Details 


Nam: Ps3 | Xbox360 | Description 


| Thisis Dark Souls Bronze __10G __ Die forthe first time 

A} Smith for Life Siver 306 pied ard Mebutte 
ra Garrulous Miser Siver 306 peld verie Gligan's 
FA Changeofclothes ster 306 Erten 
Kl Gathering otEslles _stver 306 Vong end 
en me vn agente 
de | Curious Map Siver 306 roa era 
Ids} Vendriek Siver __50G __DeteatVendrk 

| Lucatlel Silver a rep ei 
ra Holder ofthe Fort __ Siver 306 ri rei omrande 
Lê} Moon, Bas da Kd Banhart ofoo'e 
Rl The Dark Soul Platinum soe  Acture alTiophlesfEam al 
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NPC Name Location 

Exhaust his dialogue and beat the 
Cartographer Cale Forest of Fallen Giants Last Glant boss 
Merchant Hag Melentla Forest of Fallen Giants Exhaust her dialogue 

’ Exhaust his dialogue and defeat 

Carhililon of the Fold No-Man's Wharf the Flexlle Sentry 
StoneTrader Chloanne __ Harvest Valley Exhaust her dialogue 

Pay for ladder and exhaust 

É Laddersmith Gllligan Earthen Peak dial 

Rosabeth of Melfla Shaded Woods Un-petrify and give equipment 


Reflections on Disembodiment 

Once you've found the Head of Vengarl in a clearing in the Shaded 
Woods, exhaust all his dialogue options. When you get access to his 
menu, but sure to learn his Gesture, but also keep selecting the talk 
option. Do it repeatedly until he thanks you for your time and give 
you Vengarl's Helm, which will also unlock this Achievement/Trophy. 


Curious Map 

In the mansion in Majula, there is a certain map. Once you have 
met Cartographer Cale in the Forest of Fallen Giants and have 
acquired the House Key from him, enter the mansion and head to 
the basement. There, you'll find the map. When you first go to it, if 
you haven't defeated any bosses, you won't see anything special. 
However, as you complete certain key events in the game and light 
certain Bonfires, a corresponding fire will appear on the map. 


In order to unlock the Achievement/Trophy, you'll have to complete 
the 8 events listed in the table, as well as light the correct Bonfire 
related to that event. Once you have, speak to Cartographer Cale in 
the basement next to the map. Go through his dialogue repeatedly 
until he gives you his equipment, which will unlock the Achieve- 
ment/Trophy. 


In addition, completing each of these events on your eighth play- 
through, or after you have increased the level of the listed Bonfire to 
8 using Bonfire Ascetics, will make the flame on the map relating to 
that event turn blue. This is not required for unlocking the Achieve- 
ment/Trophy, however. 


Area | Bonfire Name __ | Event |_Page Ret. 

Forest of Fallen Glants _CardinalTower __ Defeat the Last Glant P060 

Sinnor’s Riso Te saltort “ Defeat the Lost Sinner P234 

Iron Keep Eyolts Idol Defeat the Old iron King _ P184 
“Black Guich Hidden Chamber __Defeatthefotten____P167 

Brightstone Cove Lower Brightstone Defeat the Duke's enn 

Tseldora Cove Dear Freja 

Undead Crypt Undead Ditch __ Obtain the King's Ring, P264 

“obtain the Ashen Mist 
Dragon Shrine Shrine Entrance _Heartfromthe Ancient __P286 
Dragon 

Drangleic Castle “King's Gate “Defeat Nashandra P304 

Vendrick 


Deep in the Undead Crypt lies the former king Vendrick. While you 
don't need to defeat him to proceed with the game, you will need 
to for this Achievement/Trophy. He is a deadly foe, but the battle will 
go much easier if you first retrieve the Soul of a Giant items. For 
every one you retrieve from the different Memories you can access, 
Vendrick’s defense will lower. Since you need the Ashen Mist Heart 
item to access Memories, it is recommended that you don't attempt 
this until just before the end of the game. For more details on how 
to defeat Vendrick, see P269. 
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Lucatiel 

You will encounter Lucatiel of Mirrah in numerous locations 
throughout Drangleic. In order to get her to bestow her equipment 
upon you, you will have to meet her in each of these locations and 
activate each of her Soul Signs, ensuring she does not die and 
defeating a boss while doing so. Check out P412 of the NPC section 
for exact details on how to complete her quest, and the table below 
for quick reference. 


po answnart raa wan ou fate hen walt stay until her wa Is 
The Lost Bastille Appoars wen you first arrive and will stay until her dlalogue is 
Barthen Peak Aopaars when ou st artve and wil stay unt her dlelogue ls 
ee Appears when you tra arve ard wl ty rt her oe fe 
Aldla'sKeep_____ Wil move here after encountered In all our other locations. 


Summon Sign Location 


No-Man's Whart Near the one-way gate 


Sinner's Rise At the bottom of the elevator shaft 
ron Keep Outside the Smelter Demon Boss room 
Black Guich In the same room as the Hidden Chamber Bonfire 


Holder of the Fort 

You'll find Captain Drummond in the Memory of Vammar, which can 
be accessed via the withered tree in courtyard area of the Forest of 
Fallen Giants after you have the Ashen Mist Heart. Go through all 
his dialogue options, then head to the Memory of Jeigh and take 
on the Giant Lord. After defeating the Giant Lord (you do not have 
to summon Drummond before the battle if you don't wish to), go 
back into the Memory of Vammar. Speak to him again and he will 
give you a Drangleic Helm, which will also unlock the Achievement/ 
Trophy. 


Moonlight Greatsword 

You will encounter Benhart of Jugofirst in Majula, just before the 
entrance to the Shaded Woods. After freeing Rosabeth of Melfia, 
speak to him again. You will then encounter him and his Soul Sign 
in numerous other locations; if you summon him and defeat three 
bosses while he is with you without him dying, he will bestow his 
equipment upon you the next time you speak to him. Check out 
P413 of the NPC section for exact details on how to complete his 
quest, and the table below for quick reference. 


Location | oetans 

Shaded Woods Starting location (along the path to the Woods from Majula). 
Dranglele Castie___ Talk to him after curing Rosabsth's petrification. 

Forest of Fallen 

Glante Talk to him in Dranglelc Castle. 

Memory of Orro Talk to him on the battlement In the Forest of Fallen Glants. 


| Summon Sign Location 


Brightstone Cove _A tent near the Royal Army Encampment Bonfire 
King's Passage „Outside the Looking Glass Knight Boss room 
Memory of Jelgh __ Down the stairway from the starting position 
Throne of Want Outside the Boss room 

The Dark Soul 


Completing the arduous, painstaking task of acquiring every other 
Achievement/Trophy will endow you with two things; this final 
Achievement/Trophy, and a profound sense of accomplishment. Well 
done! 
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